™~) 
REV 
») E‘RULEBOOK 
=< 55 : 


Core Rulebook II v.3.5 


‘Based onthe original Dnatogs & Daudons game 
‘rested by F. Gary Gypunand Dave Arvin 


‘This Wieanos ue Te Coast” game prodctcootaits 0 Opes Gane Content 
‘No portion af this work maybe reproduced i any form without writen permisnon 
‘Tolearn mare about the Opea Gaming Racens and the do Sten Lice, 
plex mit wwwsrizards com /da0. 


US, CANADA, EUROPEAN HEADQUARTERS 
USIA,PACIPIG,@ LATIN AMERICA "Waar te Coase Blpors 
Waarvof the Come, ne Toate at 
20 borer sei Grove Baud 
fenton WA 4 ‘Slum 
Ouerriond rboogy yx6 tee He 


trmrmpscorEN 987451 
int Friting July 2003 


Visit our website at ww.wizards.com/dnd 
_ 


DUNGEON MASTER'S GUIDE DESIGN 
Mowre Coox 


DUNGEON MASTER'S GUIDE 
D&D DESIGN TEAM 
Monte Cook, JonatHax Tweet, 
Skip Wintiams 


ADDITIONAL DESIGN 
Peter Apxison, Ricuaro Baker, ANDY 
Cottiss, Davin Noonan 


D T T oO R s 
Jurta Mantis, Jous Ravenir 


EDETORIAL ASSITANCE 
Duane Maxwext, Jerr Quick 


MANAGING EDITOR 
Kim Monan ¢ 


CORE D&D CREATIVE DIRECTOR, 
Ep Stark c 


, * 
DIRECTOR OF RPG R&D 


Bret. SLavicsex 


VISUAL CREATIVE DIRECTOR 
Jo Scurspenerre 


ART DIRECTOR 
Daws Murry 


D&D CONCEPTUAL ARTISTS 
Topp Locxwoop, Sam Woop 


D&D LOGO DESIGN 
Mart Apetspercer, SHerar Frorp 


GEO PV ME. oe A Rye 
Henry Hicginsoraam 
INTERIOR ARTISTS 
Lans-Grant West, Scorr Fis foun 


Foster, Topp Lockwooo, Davao Marrs, 
‘Waixe REYNOLDS, ARNIE SWEKEL, 
Kevis Wats, Sam Wooo 


GRAPHIC SIGNERS 
Sean Gienn, SHERRY FLoyp 


TY FP O'G RAP HER 
Vicrorta Austann, Ents Dorares, 
Axcenika Loxorz, Nancy WALKER 


CARTOGRAPHER 
‘Topp GamaLe 


PHOTOGRAPHER 
Craig CupNonursky 


BRAND MANAGER 
Ryaw Dancer . 


CATEGORY MANAGER 
| Kerri Srroust 


PROJECT MANAGERS 
~ Lanny Wervee, Jos Frsciter 
DIGI-TECH SPECIALIST 
? ‘Jor Fernanpez 
PRODUCTION MANAGER 
~~ Giias DeLoxe 
SoPL\E CC LAL THANKS 
| Cixpr Rice, Jim Lis, Ricuanp Gaurrer, 
Sear Axprew Fixcit 


we 


DUNGEON MASTER'S GUIDE REVISION 
Davin Nooxan, Ric REMAN 


D&D REVISEON TEAM 
Rick Baker, Axpy Coxtins, Davip Noonan, 
Rich RepMaw, Sxip WILLIAMS 


DEVELOPMENT AND EDITING 
Gwenporn F.M. Kestret. 


PROOFREADERS 


Birt McQutttax, Cat Moore, 
Karsuro Nagasawa 
MANAGING ED rroR 
Kim Monax 
CORE D&D CREATIVE DIRECTOR 
Ep Starx 


DIRECTOR-OF RPG R&D 
Brxt Stavresex 


ART DrR ECTOR 
Dawns Murix 
c oO Vv a) A 1 Say 
Hexax HicorxsorHam 
INTEREOR ARTISTS 
‘Marr Cavorra, Ep Cox, Lars Grant-West, 
Scorr Fiscier, JOHN Foster, JEREMY, 
Janvis, Jorn aNd Lavra Laxey, Top 
Lockwoos, Davin Mantz, Raves Mimuna, 
‘Warne RevNops, Scorr Rotten, 
Brrax Swoppy, ARNTE SWEKEL, Sam Woon 
GRAPHIC DESIGNER 
Daws Mvrix 


CARTOGRAPHER 
Topp GamBLe 


GRAPHIC PRODUCTION SPECIALIST 
Angetixa Loxorz 


PHOTOGRAPHER 
Craig Cuponursky 


VICE PRESIDENT OF PUBLISHING 
"Many Krncnore 


CATEGORY MANAGER 
ANTHONY VALTERRA 


PROJECT MANAGER 


Magrox Durnam 


PRODUCTION MANAGER 
Cuas DeLonc 


OTHER WIZARDS OF THE COAST 
R&D CONTRIBUTORS 

Pavt Barctay, Mrcurte Canter, JENNIFER 

Canke Wrixes, Bruce R. Conpei.t, Mixe 


Contents sea Sto 


{lumination. 7 ‘Monsters as Races 
Introduction 4 Traps 67) Chases... 
Elements of Trap é ‘Modifying Character Classes, 
Chapter 1: Running the Game s Sample Traps Creating New Classes 
What Isa DNC. 5 Designing a Trap Prestige Clases sa 
Style of Play z Dungeon Ecology Arcane Archer. 
Example of Play 5 Dungeon Animals. ‘Arcane Trickster 
Running a Game Session 10 Wandering Monsters Archmage. 
Random Dungeons. Assassin, 
Chapter 2: Using the Rules .....00.019 Dungeon Level Blackguard 
Mare Movement Rules 9 The Map and the Key. 7 Dragon Disciple 
Movement and the Grid 9 Random Dungeon Encounters. .78 Duels. 
Moving in Three Dimensions...20 A Sample Adventure Dwarven Defender. 
Evasion and Pursuit 20. ‘Statistics Blocks Eldritch Knight. 
Moving around in Squares.....-20. Wilderness Adventures, Hierophant. 
Bonus Types Getting Lost Horizon Walker 
Combat Forest Terai 87 Loremaster 
Line of Sight. Marsh Terrain 88 
Suarting an Encounter. Hills Terrain 89 
New Combatants... Mountain Terrain 89 
Keeping Things Moving. 24 Desert Terrain 1 Thaumaturgis. 
Combat Actions... 28 Plains Terrain 3 How PCs Improve. 
Atack Rolls... 26.) [Aquatic Terrain 2 Learning Skills and Keats 
AMR saneancnnaneonnaccnnsee ol ‘Underwater Combat 93 Learning New Spells 
Effect of Weapon Size 28 Weather 3 Gaining Class Benefits... 
Splash Weapons aE Random Wilderness General Downtime. 
‘Area Spells seal Encounters 98 Gaining Fixed Hit Points 
Big and Little Creatures: Urban Adventures 98| [Creating PCsabove ist Level. 
in Combat 2 ‘Weapon and Spell Restrictions 99 Special Cohorts, 
kill and Ability Checks 30 (Urban Features 2, [amiliars 
Saving Throws 3 ‘Urban Encounters 01 ‘Mounts 
Adjudicating Magic = ‘Animal Companions 
Describing Spell Effecis...... 34 Chapter 4: Nonplayer Characters ..103 Epic Characters. 
Handling Divinations = Everyone in the World 103 
Creating New Spells...o0o.cnano35 NPC Classes. nenns 107. Chapter 7: Magic Items. 
Rewards... aaa Adept 107 Handling Magic tems 
Byperience AWanS.o.on-nnnn0o36 ‘Aristocrat 108 Magic Item Descriptions 
Story AWARS ..san000n 40 Commoner. ‘Armor 
Character Death rn Expert Weapons 
Making a New Character. .n00042 Warrior Potions and Oils 
PC Statistics Rings 
Chapter 3: Adventures .......cc000043 PC Amitudes. Rods. 
Motivation 8 Fleshing out NPCS: Serolls 
Structure, 4 Stafls 
Site-Based Adventures 46 Chapter 5: Campaigns 129 Wands 
Event-Based Adventures 7 Esublishing a Campaign. 129 Wondrous lem 
The End (?) 48 Maintaining a Campaign 130 Intelligent Item 
Encounters 8 Characters and the World Cursed Items 
Tailored or Status Quo 48 around Them at Artifacts 
Challenge Ratings and ‘War and Other Calamities 133 Creating Magic Items 
Encounter Levels ‘8 (Other Campaign Issues 14 Masterwork Items 
Difficulty RTT World-Bulding us Special Materials. 
Tougher Monsters 50 Building a Different World. 44 
Location 50 Adventuring on Other Planes ....147 Chapter 8: Glossary ...... 
Rewanis and Behavior 50 Plane Descriptions 1st Special Abilities 
Treasure, st Creating a Cosmology 167 Condition Summary 
Bringing Adventures Together. ....58 The Environment 
Between Adventurer 57 Chapter 6: Characters 169 
The Dungeon 37 Ability Scores 169 Visual Aids 
Dungeon Terrain 39 Races F 
Walls 59 Subraces 170 Andee vo senacnnnsann 
Doors... 60 Modifying a Common Race... 171 List of Sidebars 
Rooms a ‘Changes through Addition List of Numbered Tables 


Corridors 683 and Subtraction rat 


Introduction 


This is the Dunctons & Dxacoss* Roleplaying Game. the game 
that defines the genre and has set the standard for fantasy role- 
playing for more than 30 years. 

Specifically, this is the. Dungson Masters Guide. This book con: 
‘ains information that every Dungeon Master (DM) necds to set 
|upadventures, narrate the action, sun the monsters, and referee 
the Duncioxs &Dracons game. This book, the Mayer’ Handbook, 
and the. Monster Manual comprise.the core rules for the DicD 
game. 


‘Weve disiled our knowledge of the D&D® game into the mate 
rial that follows. Whether you need 10 know how to design an 
adventure, a campaign, or an entire game world, the material in 
{this book can, and will help you 
| Youle a member of select group Truly not everyone has the cre 
{ativity and the dedication to bea DM. Dungeon Mastering (DMing) 
‘an be challenging. bur it not a chore. Youre the lucky one out of| 
your entire circle of friends who play the game. The real fun is in 
your hands. As you flip through the Monster Manual or look at pub- 
lished adventures ona store shelf, you get to decide what the player 
characters (PCs) take on next. You get to build a whole world, 5 well 
asdesign and play all its nonplayer characters (NPCS) 

It good to be the DM. 

The DM defines the game. A good DM results in.a good game 
‘Since you control the pacing, and the types of adventures and 
encounters, the whole tenor of the game is in your hands. Its fun, 
but it'sa big responsibility If youte the sort of person who likes to 
provide the fun for your friends, or to come up with new ideas, 
then youte an ideal candidate for DM. 

‘Once your group has a Dungeon Master, however, shat doesnt 
‘mean that you cant switch around. Some DMs like ro take 2 turn 
at being player, and many players eventually want.to try their 
hand at DMing. 


WHY A REVISION? 
The new Dunckons & Dascons game debuted in 2000 in the three years 
since the d20 Game System energized the roleplaying game industry, 
we've gathered tons of data on how the game is being played. We 
consider DED to be a living game that constantly evolves as itis 
played. Using the gathered feedback, we've retooled the game fom the 
ound up and incorporated everyone's suggestions to improve the 
fame and this produet. 

this is your fist experience with D&D, we welcome you to a wonder 
ful world of adventure and imagination. Ifyou played the prior version of 
this book, rest assured tha this revision is a testament to our dedication 
to continuous produet Improvement and Innovation. We've updated 

ata, clanfied rules, polished the presentation, and made the game 
better than it was, This an upgrade ofthe d20 System, not a new edition 
ofthe game. This revision is compatible wth existing products, and these 
products can be used with the revision with only minor adjustments 

What's new inthe revised Dungeon Masters Guide? The entire book has 
been polished and refined, alin response to your feedback and to reflect 
‘the way the game is actually being played. We've revised the encounter 
tables and magic item creation rules. We've expanded the movement 
rules, increased the number of prestige classes, added dozens of new 
‘magic items and magic tem special abilities, and provided plenty of tools 
to help promote the threedimensional experience. 

ake a look, pay the game. We think you'l ike how everything turned 


—HOW TO USE THIS BOOK 


‘No-one expects you to read this book cover to cover. Its nota 
novel- Instead, we aranged this book into ropics that you canxefec) 
sto when you need them. Plus.an extended glossary atthe back of 
the book provides quick reference to DM-telated topics 

Based on those portions ofthe game that you contol youll find 
chapters that deal with running the game, adjudicating play, writ 
ng adventures, building a campaign, awarding experience, and. 
finding or creating the right magic tems to stock yout dungeons.) 
Refer to the table of contents and the index to locate the specific. 
ropic you need atany given time 


PLAYING ON THE BATTLE GRID. 
The D&D game assumes the use of miniature figures, and the: 
rules are writen from that perspective. This book contains. bartle 
grid and other tools to help you visualize the action 

The postersized sheet in the back ofthe book has  t-inch grid 
‘on.one side, and a collection of rooms that can be used ro repre 
sent areas in a dungeon on the other side 

The last 12 pages ofthis book (just ahead of the index) presenta 
variety of visual aids that you can use-to set.up and play out 
encounters and adventures on the grid 

—Six pages of diagrams that show the squates contained 
‘within areas of different sizes and shapes, and graphic depictions 
of space and reach for creatures of varying sizes. 

—Six pages of illustrations that represent various dungeon 
features, sized to fitthe 1-inch grid, that you can photocopy, cut) 
ut, and place on the grid—enabling players toactually see. 
what lies before their characters as they make their way through | 
the dungeon. } 


——____ FINAL NOTE, 


“The power of creating worlds controlling deities and dragons.and 
leading entire nations is in your hands, You are the master of the 
game—the rules, the setting, the action, and ultimately, the fun. 
This is great deal of power, and you must use it wisely. This book 
shows you how. 


THE PURPOSE OF SIDEBARS 

You'l see blocks of text that look like this one frequently throughout 
this book. The information in these sidebars is not part ofthe rules per 
‘se, but you'l find them useful and interesting in their own right. Most 
sidebars inthis book serve either to introduce rules variants or to give 
you a glimpse "behind the curtain” into how some aspect ofthe O&O 
game was created 

‘Variant: To give you an idea of some of the ways in which you can 
alter the DED rules for your own campaign, some sidebars suggest 
variants that you ean adopt or modify to sult your game. 

The basic rules presented in this book—that i, everything not iden 
‘fied a5 a varant—apply to the baseline O&D campaign, If you are 
playing in an RPGA® Network event. that event uses the basi rules in 
this book. Establishing a standard set of rules makes a worldwide 
gaming network possible. 

‘Behind the Curtain: Some sidebars provide 2 further explanation of 
why the rules are the way they are—a look "behind the curtain” into 
how the game’s designers make decisions about the rules. ifyou'te the 
sort of OM who likes to tinker with the rules of the D&D game, these 
sidebars offer some advice and inspiration as you customize the game 
for yourself and your players. 


n your sble as Dungeon Master, vue the f 
‘game’ fun ir will be to your credit If its 2 failure, you 


blame, whether It deserved or not. Dorit we 


hing 1 D&eD® game is not as hard as it may seem 
tell the players that 


A A DM? 
TDimgeon Mastering involves writing, teaching: scting: te 
fo arbitatng, an foiltating Deserted below ae the 
(ties of the DML YoU find that you like some more 
As in any hobby, foun what 
je | thal! the ocher dies are alsoamporane 


PROVIDING ADV 
Your primary 
tho other playetscan roleplay their characte 
this, Younnged to spengisime ovrside the game ver 
selves, preparing This s rue wbether You write your own alver 
tutes or use prepared adventures that you have purchaved 


ENT 


Writiftq Advensures 
Creating adventures ukesa great deal of ime, Many DM: 
that they spend mbre-time getting ready forthe game than they 
do atthe rable actually playing. These same DMs often find thts 

{creation tine to be the most fun and rewarding part of being + 
Dungeon Master Making up interesting characters, setting 
plots, and challenges to present before your friends ean be a great 

| creative outlet 

Writing good adventures isso important that it receives its 
cn chapter in this book, See Chapter 3: Waiting an Adventure 


Many piblished adventares are 
hie if you dont want to write o 
jas want x change of pace. In a published adventure, youll 
get a pregenerated scenafio ith all the maps, NPCs, mon 

adventure plot 


riluble for you to pur 
of four own, or if you 


designed to make the most of tem! 
ure, youll sce th 


{you use a published adver it presents 


hallenges you Would have never though 


Remembe 
ap. tn 
small changes to.irthe adventureinto your on; 
ger your players inthe action. You 
placing the villain of an 
syers have alteady heard of 


however, that youre the one who has to 
ure: An 


{,you wll often find youneed uo make at least 


vou want.xo change, you 


ampaign and 


an have a great deal of 
venture with one the pl 
Invyourieampaigo, or changing the background of the 
adventire so that iGinvalves your players characters 
{nays that the modules designer never could have 


EACHING THE GAME 
Sometimes its going. our responsibility to 
each newcomers to the game how t0 play. This isnt 


aNO YsLdVHO 


4 butden, but a wonderful opportunity, Teaching 
‘other people how to play prov 
crs anil allows you to set them on the path ro-becoming 
top-notch toleplayers tts easier w learn ty play with 

e whe already knows the game. Those who 


1 by’ good teacher who runs fun gata 


+ you with new play 


<< 


tare more likely to join in the hobby for the long haul. Use this 
opportunity to encourage new players to become:the sort of 
people you want to game with. 
Here are afew pointerson teaching the game. 
Read the Players Handbook and know the character creation 
rules so you can help neve players build characters. Have each of 
the newcomers tell you what sort of character he or she wants 10 
{play and then show them how:they.can create those heroes with. 
the D&D rules If they donit know. what to play, show them the | 
player character races and classes.in the Bayer Handbook, briefly 
describe each, and let them choose the one that appeals to them 
the. most. Another option is to keep a few simple characters 
(such as a tst-level fighter-or rogue) around for newcomers. 
‘Advance those characters in level.as the party advances and 
youll have “old friends” who adventure with the party when 
newcomers play them. 

(Once.the PCs are created, dant worry about teaching the play 
jersall he rules abead of time, All they truly need to know are the | 
[basics that apply. o.inderstanding their characters (how spells 
;work, what AC means, how to use skills, and so forth), and they.) 
‘can pick up most ofthis information as they go along. Remember 
the most basic rule: To attack, make a saving throw, or use skill, 
roll d20 and hope fora high number. 

‘As long as you know the rules, the players need be concerned 
only with their characters and how they react to what happens to 
them in the game. Have players tell you what they wane their char 
acters to do,and translate that into game terms for them. Teach 

{them howthe rules work when they need tolearn them, on s case 
{by-case basis. For example, ifthe player ofa wizand wants to cast a 
{spell or the player ofa fighter wants ro atack.the player tells you. 
[what the characteris attempting. Then you tellshe player which 
| modifier or modifiers to add tothe roll of.d20, and svhat happens 
Jas result. After few times, the playerwill now what do with- 
lout asking 


PROVIDING THE WORLD 
Every Dungeon Master isthe creator of his or hex awn campaign 
world. Whether you use the Gasnuawx® setting (che standard 
‘D&D campaign setting) oranother published sewing forthe D&D] 
game, such a5 the Foscorsew Reatses* Campaign Setting it's sil 
your world, 

The setting is more than just backdrop for adventures, al 
though itkthat too. The setting is everything in the fictional world 
‘except for the PCs and the adventure plot. A well-designed and 
well-run world seems to go on arousid the PCs so that they feel 3 
part of something, instead of apart from it. Though the PCs are 
‘owerfuland imporcant, they should seem to be residents of some 
fantasy world that is ultimately larger than they ae. 

| Consistency s the key toa believable fictional world. When the 
{2s go back into rown for supplies. they. ought to encounter some 
Jofthe same NPCs they saw before. Soon, they'l learn the bar 
Keeps name—and shell remember theirs as well. Once you have 
achieved this degree of consistency, however, provide an occa 
sional change. Ifthe PCs come back to buy more horses at the sta 
bles, you could have them discover thatthe man who ran the place 
went back home to the large city over the bills, and now his 
nephew runs the family business. That sort of change—one that 
has nothing to do with the PCs directly. bur one thar they'll 
notice—makes the players feel as though they're adventuring ina 
living world as real 2s themselves, not just aflat backdrop that 

jexists only forthem to delve its dungeons. 

| ot mich more on sunning acampaign see Chaprers 


ADJUDICATING 

‘When everyone gathers around the table to play the game, youre 
in charge. That doesnt. mean you can tell people what to do out 
side the boundaries of the game, bu it does mean that youre the 


final arbiter of the niles within the game. Good players will always. 

recognize that you have ultimate authority over the game mechan-| 

ics. even superseding something in a rulebook. Good DMs know 
not to change ot overnum a published rule without a good, logical 
justification so thatthe players dont rebel (more on that later) 

T° ‘To carry out this responsibilty, you need to know the rules 

‘Youre not required 0 memarize the rulebooks, but you should 
have a clear idea of whats in them, so that when a situation comes 
up that requires a ruling, you know where to reference the proper, 
rule in the book if 

‘Often a situation will arise that isnt explicitly.covered by the) 
rules In such a situation, you need to provide guidance as to how 
ft should be resolved. When you come upon. situation thatthe 
rules dont seem to cover, consider the following courses of action, 

+ Look zo any-simila situation that ts covered in.a rulebook. Ty 
toextrapolate from what you see presented there and apply ito 

the current circumstance. 

Af you have to make something up, stick with it forthe rest of 

the campaign, (This is called « house rule.) Consistency keeps. 

players satisfied and gives them the feeling that they adventure 
in a stable, predictable universe and_not_in.some. random, 
nonsensical place subject only to she DM‘ whims. 

+ When in doubt, remember this handy: litle rule: Favorable 
‘conditions add «2 to any.d20 roll, and unfavorable conditions 
penalize the rll by -2 Youll be surprised how often this ‘DM 
bestfriend” will solve problems. 

If you come upon an apparent contradiction in the rules, con- 
sider these factors when adjudicating. = 
‘Ale found ina rulebook overrules one found in a published. 

adventure, unless the nule presented in the published adven:| 

ture deals with something specific and limited ro rhe adventure] 
itself | 

* Choose the rule that you lke the best, them stick with it for the 
rest of the campaign. Consistency isa critical aspect of rules 

adjudication. 


PROPELLING THE GAME EVER FORWARD 
‘While all the players are responsible for contributing 1 the game, 
the onus must ultimately fall pon the DM 10 keep the game 
‘moving, maintain playecinterest.and keep things fun. Remember 
that keeping things moving isalways more important than search- 
ing through rulebooks to find the exact details on some point or 
spending time in long debates aver rules decisions 

Even a wellrun game can bog down sometimes. Pethaps the 

players have been at ita while and are growing alte tired ofthe 
same old thing Maybe a playing session fall lat for no apparent 
reason. Sometimes this cant be helped—youite only human. in 
fact, occasionally you will find its better to cancel a playing ses 
sion or cut it short rather than have.apoor experience that may set 
back the whole campaign. 

However, an average playing session can be rumed into a mem: 
orable.one, ora poor session can be spiced up, For example, props 
can bring new life to game. You can make fake parchment from 
normal paper, aging” it by wetting it slightly with coffee or tea 
and then letting it dry toan uneven yellow. Toss in a few creases or 
small ips, and ater when the PCs find a map ora message you can. 
actually hand it to them. Old coins, tarot cards, a bartered book in 
2 foreign language, and the like all make wonderful handouts to. 
set playersinto the spirit ofthe game, | 

‘Another kind of visual aid is artwork. In all D&D game prod} 
ucts, youl find wonderful fantasy illustrations. Look through) 
those.products. or find a book cover or some other att source 10] 
provide you with a picture that fits something the PCs will) 

‘encounter. Then, when the encounter comes ro pass, pull out the 

picture and say, “This is what you see,” While players’ imagina 
tions are fertile sometimes seeing a depiction of something they 
encounter inthe game—a character, a monster, or a place— 


In such a game, let the PCs face mostly clearly evil monsters 
and opponents and meet clearly good helpful NPCs (occasion: 
ally). Dont expect PCs to anguish over what.to do with prisoners, 
or whether its right or wrong to invade and wipe out the bugbear 
lait. Dont bother too much with money or time spent in town. Do. 
whatever it takes to.get the PCs back into the action as quickly as 
possible. Character motivation need be no more developed than a 
|desite to ill monsters and acquire treasure. 

Rules and game balance are very important inthis style of play, 
{some characters have combat ability greater than that of theit. 
fellows, unfair situations may develop in which the players of the | 
overpowered characters can handle more of the challenges and 
thushave more fun. If youlreusing this style, be very careful about 
adjudicating rules and think long and hard about additions or 
changes to the rules before making them. 


DEEP-IMMERSION STORYTELLING 
The Free City of Greyhawk is threatened by political rarmoil The 
Cs must convince the members of the ruling council to resolve 
theirdiferences, ut can only doo after they have come to terms} 
with their own differing outlooks and agendas, Ths style of gam: 
Ing is deep, complex, and challenging, The focus iit on combat 
but on talking, developing in-depth personas, and character inter 
action. A whole game session may pass without a single die rol 

In this style of game, the NPCs should be as complex and richly 
detailed as the PCs—although the focus should be on motivation 
‘and personality, nor game statistics. Expect long digressions from 
each player about what his or her-character sill. do, and why. 
{Going to a store to buy iron rations and rope can be us important 
an encounter as fighting ores. (And donit expect the RCs to fight 
{tthe ores at all unless their characters are motivated to do 30.) A 
character will sometimes take actions against his player’ better 
Judgment, because ‘that's whar the character would do Adven- 
{tures in this style of play deal mostly swith negotiations, political 
maneuverings, and character interaction. Players talk about the 
“wtory” that they are collectively creating, 

Rules become less important in thisstye, Since combatisnt the 
focus, game mechanics take « back seat to character development. 
‘Skill modifiers take precedence over combat bonuses, and even, 
then the actual numbers often dont mean much, Feel free to. 
change rules to fit the player's roleplaying needs, You may even, 
want to streamline the combat system so that it takes less time. 
away from the story 


SOMETHING IN BETWEEN 
The style of play in most campaigns is going to fal bere 
extremes just described, Theres plenty of action, but there a story: 
Jineand interaction beween charactersas well, Payers will develop 
their characrers, but theyll be eagertoget into ight. Provide a nice 
mate of roleplaying encountersand combat encounters. Even in 
‘adungeon, you can present NPCs that arent meant to be fought but 
rather helped out, negotiated with, or ust alked to, 


OTHER STYLE CONSIDERATIONS 
‘A few other style-related issues ate worth your consideration, 
Serious versus Humorous: Hovy seriously you take things 
sets the standard for how seriously.the players take things, Jokes 
and silly remarks can make the game more fun, but they can also 
detract from the action. If you. make funny comments duting the 
game, expect that the players will 100, 

Likewise ifyou design adventures tha are lighthearted, create 
| NPCs.thatore slightly silly ot introduce embarrassing or humor 
ous situations into the game, realize that it changes the tenor of. 
‘che gamete king of the land isa talking dog named Mufly.ox 

if the BCs have to find a brassiere of elemental summoning eather 
than a brazier.of elemental swnmoning, dont expect anyone to take 
the game r00 seriously 


the rwo 


‘Overall its recommended that you play things straight. Dont 

intentionally insert jokes into the game. There'll be enough jash-| 
ingaround atthe table already to keep the game fun. The in-game, 
action should remain fairly serious although an occasional funoy. 
moments fine). 

Naming Conventions: Related to how serious or humorous 
{the game is, character names should be fairly: uniform in style 
‘throughout the group, Although any character name is fine in and. 
cof itself a group that includes characters named Bob the Fightei 
Aldorius Killraven of Thistedown, and Runtboy lacks the consis: 
tency to be credible. 

Multiple Characters: You need to decide ifeach player is 
going to be limited to one character or can ave mare than one 
and whether a player is allowed to actually.run-more.than one 
character at the.same time, Generally, its bestif you keep.to one 
character per player, However, when players are few, you might 
allow them to-run more than one character just 0 get the gxoup 

{size up toat least four characters, 


THE BOTTOM LINE 


Youte in charge, This isnot being in charge.asin telling everyone 
‘what to do. Rather, you get to decide hove your player geaup is 
‘going to play this game, when.and where the adventures take 
place, and what happens. That kind of being in.charge 


——_EXAMPIE OF PLAY: 


"ADM guides four players through thei irstadventure. The play 
ets are playing Tordek (a dwarf fighter), Mialee (an elf wizard 
Joan (a human cleric), and Lidda (a halfling rogue). These fou 
adventurers seek the ruins of an abandoned monastery, drawn by, 
rumors ofa fabulous fire opal, supposedly hidden thete by: the 
abbot when the place sas attacked. 

After passing through the lifeless aboveground ruins ofthe mon: 
ery the adventurer find a rubble-trewn statcase leading dass, 


Tontek: Let give these upper ruins one more quick look. 

DM: [Malang ome rollin see, bu knowing there’ nthing to find 
in the burned-out shell ofthe monasteryd.You sion’ find anything, 
‘What are you going to do naw? 

Jozan: Let's go down 
light a torch fist. 

ut 11 need the marching order that youll be in, 
the players arming heir minature figures, each rp 
senting one character in the onler in which they will march own the 
star Canal, dou corr, and enter ros) Td ss fis fle 


lowe by Jouan (with the torch), then Male, Lidda brings up the rea, her 
player noting that she willbe watching behind them occasionally 
If he players n't have mviiatnes, writing dow the marching onder 


on apc of paper would suc 

‘Torek; Fortunately, the torelight wont spoil my darkvision— 
that help us navigate in the dask down there. 

Jozan: Okay, ve go down the sais 

DM: You descend southward, possibly 30 feet laterally, and at 
the end of thestainway you seean.open space. 

Tordek: enter and look around. 

Jozan: Lcome in behind with the torch. 

DM: You are ina chamber about 30 feet across to the south and 
3o eet wide castand west. You see 10-foot- wide passages othe lft. 
and right.as wells straight ahead, each in the center ofits resp 
tive wall, Looking back, you see the stairway by which you entered 
the chamber: in the center ofthe north wall 

Lida: What else dose see? 

DM: The floor is tough and damp, The ceiling is supported by 


Jarches thar probably. rise to meer in the center, about 20 feet above 
| you=its hard to tell because of all the webs. Some moldering old 


sacks ae lying in.the southwest corner, and some rubbish i jum: 


bed in the center of the floor—dirt, old leather, craps.of cloth 
and some sticks or bones, 

‘fier a short discussion and the formation ofan. each player 
announces an action for hisar her haar Taek looks down the south 
passage, Mialee investigates the rubbish. the md, Josan looks atthe 
ld sacks, and Lida looks dawn the west passage. The players position 
their figures ona floor la the DMIs sketched out on piper f 

Since noone pad the websanyattention, the DM doesnt worry about 
Spot checks oe he spider 

DM: Okay. As two of you are Looking down the passages and) 
Jouan stars looking at the sacks... Uh DM rolls touch tack or 
the monstrous pier the webs He know nda sucess cas 
Ihe wrate down everyone's AC ahead of ime and kis Mialees AC 1:3.) 

Mialee, you feel something land on your shoulder—it feels 
hairy and moves tovard your neck! 

Mialee: Yikes! What isi 

Tondek: 11 heat her call out, turn around, What do t see? 

DM: Wait usta minute, First, Mialee, roll for initiative, { 

Mialee: RollsL1 gota 19! 

DM: [Rolls aniative forthe spider, and gets #9.) Everyone else} 
should roll for initiative as well. Tordek, you heard Mialee gasp, 
and you turn to see large, hairy spider on her neck. 

Joram rolls 10, Lidda an 8, and Tod a4 

DM: Mialee, you go first. What do you do? 

Miale; 1 grab it from my shoulder and throw it to the ground, 
Where I can stomp on it with my boot 

DM: Okay, but your unarmed attack provokes an attack of 
‘opportunity from the spider, sot bitesasyou grab ait, [He mllsan 
ack ol forthe sper and gets 16 Ugh! Mines, you fee a sharp 
{prick on your neck. Make a Fortitude saving thtow. 

The player all gaspin nd vould add her Fort 
tue modifier excep that i+ 

Mialee: Fortitude, my worst save! Lets see—15 plus 0 s, well 
45. sthat good enough? 

‘DM: You feel okay. But the bite still delivers 1 point of damage. 

Mialee, Ouch. Okay, then I olla 14 10 grab it andl row it the 
around. Do succeed? 

‘DM: Yes. The spider lands on the ground and looks like it 
‘going to scuttle away, perhaps back up the wall to the webs above 

Joran: My turn. un up to kt and smash it with my mace! L oll 
a natural 2! With my bonus thats 22 all 

DM: Good roll You can move that far and attack, s0 make a tol! 
to sce if that critica hit, 

Joan: Excited. rllingagnin 1s. 15 good enough? 

DM. Yep, Rol damage—twice. Add the results together 

Jozan: [Rolls] Sweet! Twelve. points altogether once 1 add my 
Strength bonus—which also doubled with the cit 

DM. That mighty blow smashes the creature to bits 

Mialee: Cool. Well, now that all the excitement is over, I'm 
‘going iosearch through this refuse on the floor like I sad I would 

DM Okay, First, make another Fort sive to see if there are any 
lingering eftects from thatspider bite 

Mialee: Uh-oh, hat doesnt sound good [Rolls]... 171 

DM: No problems. then, You fee fine, Looking at the pile of 
bs, you guess its probably. refuse from the spider—leftovers 
ofits victims and its own castings. Amid bits of bone and tatters of 
clothing, you find 19 silver pieces, And make-a Search check 

Miaee rolls 9 and adds her 46 Seanch modifier fora rsul of 1S—just 
enough fo notice hidden gem ithe pile 

DM: You see something sparkle inside « stall skull. Looking 
closer, yousee tsa gem—a garnet 
| -Mialee: Great! 1 get it out and puttin my pouch, We ean try 
{roappraise it later. You know, I'm getting a litte nervous about 
that see, 

Lidda: Good point. Jozan, why not light the webs on fire with 
yourtorch? 

Jozan; Okay. 1 do. What happens? {Looks atthe DML] 


DMcThe webs hur quickly. As they do, tiny burning husks of 
smaller spiders fall from the ceiling, bur nothing the size of the| 
creatute thatatacked, 

Tordek: [On lookout] What do we see down the passages? 

DM: The south tunnel runs straight as far as you can see, The 


[west corridor ends in a door atabout 20 feet. 


“Trdek: Okay, 1also glance down the east passage 

DM: Yousee the east corridor goes straight for about 20 feet and 
then tums corner to head north 

Lidda: Lets check out that door. (Everyone ages | 

DM: Okay. You walk down the west passage. The door isa great) 
heavy thing with a huge rin of corroded bronze in the center, 

Tondek: Mislee, yout Listen modifier is beriex than mine, Why 
dont youisten ac this door? 

Mlalee: Okay. move forward to do so, [alla Lrolla13Do 1) 
heacanything? 

DM: You heara faint moaning sound—you cart relly ell what 
itis—that rises and then fades away. The door is hinged on the left. 


{and.looks le it pulls inward toward you. i 


Mialee: 1 hear moaning on the other side. Let's get ready for 
‘action! And, by the way. move to my position towa the bck... 

Yordek: (Laughs. All right, open.the door while the elf 
scrambles to the back of the lin, 

DM: Make a Sttength check 

Tordek: {Rolls} 1 only. gor.a.10. If thats not good. enough, can 1 
try again? 

DM: Thats not good enough, bu f youre willing to spend more} 
time on it, you can keep trying 

Tork: (To the ther players} Look, we really wantso gecthrough | 
this door, right? {heya the player turns back othe DM) | 
willing to spend enough time to take 20 on my roll. With my, 
Strength bonus, that gives me a 22. 

DM: Ah, easily good enough, After a couple of minutes, Tondeky 
forces open the stuck door. Immediately a blast of cold, damp alt 
justs into the passage where you are, blowing out Jozatis torch, 

Tordek: Do I see anything with my darkvision? 

DM Beyond the door isa chamber with rough walls nox blocks 
of stone like the room behind you. Its 25 feet wide and extend 
sbout 40 feet tothe south. A stream spills through the room into a 
pool, carrying with it a cold, damp breeze. You dont see anything 
‘moving around, but some.old barrels and buckets ae here 

Joran: L cast light on xock, since veel never get arorch lie in 
this wind, 

DM: Olay, now everyone can see 

Tordek: Llook atthe ceiling and the floor for any more nasty 
surprises 

‘Mialee: fil look in the bartels and buckets. 

Lida: Jozan, bring your light over and well check out the pool 

DM:Tardek and Miale, make Search checks, Lidda and Jozan, 
sive me Spot checks, since you can-search’ the pool without ge 
ting into it, but you can look into.the water to spot anything that 
ht-be there. (The players comply.and tll the DM their result, 
hthe DM knows flat thers nothing for Todek or Mile to fin.) 
nothing alarming about the ceiling and floor, and the 
buckets are empty: The pool has some small whitefish that look 
harmless—they donit react atall 0 your light. The poo! looks to be 
4 t06 feet deep with a rough and rocky bottom. Jozan, with yout. 
result of 17 you see that yhatat first seemed tobe atock formation 
near the center of the pool looks somewhat like a skeleton, 

Jozan: Cool! Mialee, will you east your own light spell so Lean 


{ross this rock down into the pool to get a better look at.ths skele-) 


ron? Itmight be something interesting, | 

Mialee: Okay, do, 

“Joan: {ross the sock shat Ive east ightupon into the water. 
rowvand the center of the poo. 

‘DM: Your stone falls othe bottom ofthe poo, illuminating the 
enter. The formation is clearly.a limed-over skeleton—it must 


have been there for many years. Your stone impacts with it sti 
ring up dirtand muck, and dslodges what appears1obe a cylinder 
about a foot long. The current quickly. begins to carry itaway.. 

Lidda: Oh, no! I leap into the water and get it—at least Ill be 
able ro see down there. Better, in fact, because of my low-light, 

DM: Hmmm. Make Swim check, 
|_-Lidda: Uh-oh, 1 dont have that skill. Untrained, {use my 
{strength bonus, right? Uhh... donithave one of those eithes.) 
{hols} Heyl stil gora. 171 

DM: You guys are rolling gteat tonight, Lidda, even with a 
{penalty for che weight ofthe gear youl carrying, you succeed. 
‘You. manage to jump in and sim up so the tube just as the current 
is going to sweep it out of the room and down the underground 

eam. You have no idea if there would be ai to breathe if you 
swam down the dark, narrow passage, which seems to be com 
pletely filled with water, 

Lidia: Okay then L ry 1 grab the tube nov. 

DM: Make anattack rol 

dda rolls high enough to grab the tube The OM velays this informa 
tina Lida sims.up othe surfaced climbs out of the pool with the 
help ofthe others—al of whom announce that thei chantctes crow 
around her to see what she's fou, The DM describes the sealed tbe 

Lid dry off the tube a litte, and then open it 

DM: Inside isa roll of vellum. 

Tordek: Lets get out ofthis room and back into that entry cham: 
ber where wean light rorches again ts probably. nor going to be 
{easy toread.ascrollor whatever with thisaizcurrent, The other Cx 
Jigen they rer to the fist room, closing. the daor behind them.} 

DM: The nube must have allowed abit of waterso scepin slowly, 
{because parts of the scroll are smudged and obliterated, but you 
‘ean see what looks like a map of the passages.under the monastery 
You recognize the sais down and the room with the pool and but 
rels. The eastern portion of the map is smeared beyond legibility, 
bu. you see thatthe south passage runs out ofthe toom youl in 
now to a blurted area, and beyond that you see large area with 
coffinlike shapes drawn along the perimeter 

Tordek: Let's head south and see what the map is leading 
‘ward [Everyone gee. Tole lights or and takes the lend 

DM: You pass down a long passage of stone blocks with an. 
arched ceiling about 15 feet overhead. The passage stretches for 
about 60 feet, then opens nto the northern portion of an unlit 
‘chamber that looks to be about-50 feet by 50 feet to those of you 
with darkvision or low-light vision. ts completely empty and 
seems 0 be adead end, What do you do? 

‘Liddac Does this room look like the one with the coffin shapes 
‘on the map? 

DM: Na.Itlooks more like the blotched area on the map, 

Mialee: I bet theres a secret door here. Let's check the south 
[wall 

The DM decides to make te. Search chs Mise hidden from the 
ayers otha they wont know the esl. He knows tha they cant find 
things there sa secret. door 40 feet. above the foo, but he does want 
then to know that Binding som les in the wall requires no rll, so the 
DM randomly determines ho finds them by rolling add, He alio makes 
«Listen check forthe ghouls at the fared ofthe seretcoridor—an 18, 
means they have heard the party tapping on the wal looking for & 
hollow spo 

DM: The wall seems solid, However... Tordek, you noticed 
some strange holes in the wall—square places cut inso the stone, 
each about half afoot on aside and abous that deep. There are four 
allrogether. Each pair of hoes is 10 feet apart, with one pair about. 
{3 feet from the floor and the other pair about 6 feet up, You find 
{some wooden splinters in one ofthe holes. 

Jozan: Let's look atthat map again, 

Torsek: While you do hat, Il feel around to find if the holes 
have any levers or catches or anything. 


DM: [Making same meaningless all knowing there are no erst 
find] You dont find anything like that, Tordek 

Mialee:The only thing 1 can think of is thar the holes ate sock: 
ets for some sort of wooden construction, 

‘Lidda: Sure! How about.a ramp or stats? How high is the ceil 
ing in this place? 

DM: Ob, about 25 fet. 

dda: How about hoisting me up and letting me search up. 
high? 

Jouan: Good idea, Tardek, will you help me hold her steady? 

Tordek: Sue, | 

‘Mialee: While they do that, Il keep a lookout so make sure 
nothing sneaks up bebind us from the way we came. 

DMC Looks clear, Mialee. Liddas not heavy, so you guys dant 
have to-make Strength checks to lift her, You.da have. 40 make 
them to hold her steady so that she can... What init youre going 
todo once youre hoisted up, Lidda? 

Lidda: Il sean the stone first to see if markings or some operat 
Jing device is evident, 

DM: Okay, how about those Strength checks? Tordek, youre 
stronger, so Jozan is helping you rather than the other way around. 
If the cleric ean suceeed on a check against DC 10, hell add +2 10, 
Tondek’ attempt 

The check results are good enough that Tondek an Joana able to 
hold Lida sends the DMC mes Search check or Lidda, She finds 

ne 
DM: Lidda, you find some stone projections that seem rather 
smooth, as if worn by.use | 

‘Lida: Then 1ll see if can move any ofthe knobs. Maybe theyil 
‘open. secret door. 1 pul, push, twist, turn and slide, 

DM: Okay, One of the fstsized projections moves inward, and 
theresa grinding sound. A 10-foor-by-10-fot section ofthe wall, 
10 feet above the floor in the center of the south wall, swings 
{inward and tothe right. 

Lida 11 pull myself up into the doorway, and chen Lil see if 
«can tse my tools to somehow anchor a rope up here ta help the 
others climb, 

DM: You getup there, and youite looking around for a crack or 
something 10 wedge a spike into right? Make a Spot check 

The Spt check i actly ose Lida es the ghouls wating inthe 
darkness but Lidda doesnt enw that although he fic thatthe DMC didi 
as fora Search check might have tipped off. more experienced player) 

Lidda: Oops, trolled 7 

Now the DM begins rolling attacks forthe ghoul. The players ask 
whats going onan why he llng dice, but hi silence ads to the ten 
sion anid suspense, The ghouls hut Lidda with their paralyzing touch 

DM: Lidda, make a Fortitude save. 

Lida: Oh, no! Why? A trap? [Rolls] Arrgh—a 4. This is where 
our luck runs out 

DM. [Tp the others] You seea sickly gray arm strike the halling 
asshe' looking around at the floarswhere she stands, 10 feet above 

‘you, She utters. a muffled cry. and then a shadowy form drags her 
‘out ofsight. What do you do? 


‘After everything is prepared, and everyone sits down at the ble, 
Yyouire on. Its your show, Here are some points to consider, while 
atthe table and before you ever get there, to help the game run as 
smoothly as possible 


KNOWING THE PLAYERS 4 
‘Normally, but not always, the DM is in charge of inviting players 
toplay inhisorher game. Ifthisis the ease.its your responsibility 
to know andl understand each of these people well enough that 
|you.can be reasonably sure that they'll ll get along, work well 
‘together.and enjoy the sort of game you run. 


‘Alor of this has to do with playing style. Ultimately, you have 10 
know the kind of game your players want t-play-—and, with play> 
ers new to the game oranewly formed group, thisknowledge may 
take a while to emerge. Recognize that while you're in charge it's 
really everybody's game—and that the players ar all here, coming. 
‘back session after session, because they trust chat youl help them. 
have a fun and rewarding gaming experience. 


Table Rules 

‘One thing that will help everyone, payers and DM alike toall get) 

along is establishing a set of rules—rules that having nothing to 

ddo.with the actual game but that govern what happens with the 
people around the rable. 

Some table rules issues that youll need to deal with eventually 
are discussed below It best. come up with the answers before 
you star a regular campaign. You can establish these yourself, or 
you.can.work them out with your players. 

‘Nonattending Players: Sometimes a egular player cant show} 

{up for-a game session, The others are faced with the question af 

wha todo with hisor her character. You have veveral choices. 

‘Someone else runs that character for the session (and thus runs 

two characters tance) Thisiseasieston you, but sometimes the 

fill player resents the tsk, or the replaced player is unhappy 
with what happened to the character in his or her absence. 

+ You run the character as though he or she were an NPC. This 
might actually be the best solution, but dont do it if running a 
character and running the game at the same time is too much 

{for you.and hurts the whole session 

* The character, like the player, cant be present for this adven 
ture Ths solution only works in certain in:game.situations, but 
IF it makes sense for the character to be absent, that’. a handy 
‘vay to take the character ou of the action for a game session 
deal, the reason for the character absence is one that allows 
him o het to jump back in with a minimum of fuss when the 
player 6 available again. (The character may-have some other 
‘commitment, ot she might fall victim to some minor disease, 
forinstance.) 

+ Thecharactr fades into the background for ths session. This 
probably the least desirable solution, because it strains every: | 
‘one’s suspension of disbelief 
Recognize that players.come and go, Someone will move away. 

another's regular life will become busiet, and yet another will 

‘gow tized ofthe game. They/ll quit. At the same time, new players 

will wancto join in, Make surealways to keep the group ata size 

that youre comfortable with-The normal-sized group is around 
four players (with the DM as-the fifth person), However, some 

‘groups are.as small as two players, and others as large as eight ot 

more. (Very large groups sometime use a nonplayer assistant who 

‘helps manage player actions rules referencing, and NPCs ro help 

the DM keep from getting bogged down.) You can also play the 

|game.one on one, with justone playerand a DM, but thats a very 
dlferent sort of play experience. (Is good way to handle special 
missions such a8 paladins atonement.) 

If you can, try-tofind out from the players how long they're 
interested in playing. and try t0.get.a modest commitment from 
them ro show up on a regular basis during that time. 

Integrating New Players: When someone-new joins the cam: 
paign hisor her character needs 1 be integrated intahe game. At 
the same time, the player needs to be integrated inco.the group. 
Make sure that a new player knows the table rules as well as the 
lgamerules 
|-_Dice Conventions: When someone makes atoll and the die 
{lands.on the floor, do you reroll itor use the die ast lies? What do 
{you do with a die that lands cocked against a book? Are players 
requited to-make all die rolls where the DM can see them? These 
‘questions have no right or wrong answers, but deciding yout. 
‘groupis answers ahead of time will ave you fom arguments later. 


‘Book Use: Its best if you decide ahead of ime which books) 
(other than the Players Handbook) a player can reference during | 
playing session. eee 

‘Rules Discussions: Its probsbly best if players dont question) 
|your rulings or established rules, propose changes to the rules, oF 

{conduct discussions on other aspects of the game (aside from 
{whats immediately athand) during the game itself. Such matters 
are best addressed atthe beginning or end ofthe session, 

Jokes and Off-Topic Discussions: There are always funny. 

_things ro be said, movie.quores, good gossip, and other conversi 
tions that crop up during the game, whether theyite inspired by 
har’ going om in the session or completely-extraneaus. Decide. 
for yourself (and as a group) how much is too much. Remember 
that this isa game and people are thereto have fun, yetat the sume 
time keep the focus on the actions ofthe characters, so.the whole. 
playing session doesnt passin idle chat 


WORKING WITH PLAYERS 

{vo players want the same magic item. Each thinks his character 
Jean use it best or deserves it for what he's done. If the players 
cant find a way to decide who getsit, you wall have to arbitrate oF 
{impose a solution, Or, worse, one player is angry. with another 

player for something that happened earlier that day outside the 
ame, so now his character tries. to-harass.or even kill the other 
player’ character. You shouldnt sit back and let this happen. It's 
up to you to step in.and help resolve.conflicts such as thes. 

Youite a sort of master of ceremonies as wellasan umpire during | 
the game, Talk with she arguing players together-or separately] 
‘outside the game session and try to resolve the conflict. Make it) 
clear as nicely as you can that you cant let anyone’ arguments) 
ruin the game forthe ather players and that you wont rolerate} 
real-world hatd felings affecting the way characters within the) 

‘game react to each other. 

In player gets angry when you rule against he, be firm but 
kind in telling her that you try your best to be fair and that you. 
cant have angry outbursts spoiling everyone else fun. Settle the 
matter outside the game session. Listen to her.complaints but 
remember that youte the final arbiter, and that by agreeing to play 
Jn your game she has also agreed ro accept your decisions as DM 
(sce When Bad Things Happen to Good Characters, page 18), 

‘Sometimes one player's actions ruin the fun for everyone. An 
‘obnoxious, irresponsible,.roublemaking player can make the 
game really unpleasant. Sometimes he gets other characters killed 
because of his actions, Other times he.stops the game altogether 
With arguments, tantrums, or off-topic conversations. Still other 
times he might keep everyone froma playing by being late or not 
showing up at all Ultimately, you should get rid of this player. 
Don invite hitn next ime, Dont-play-the game with someone you 
wouldnt enjoy spending ime with in another social yeting. 

fone player dominates the game and monopolizes your rime 
with her character's actions, the other players will quickly grow 
dissatisfied. Make sure everyone gets his or her turn Also, make 
sure each player gets to make his archer own decisions (Overeager 
‘orverbearing players sometimes try to tell the others what todo.) 
fone player insists on controlling everything, alk to him outside 
the game session and explain that his actions are making things 
less fin for everyone. 


METAGAME THINKING 
"figure therell bea lever on the otber side of the pit that deact-| 
\vares the rrp player says to the others, “because the DM would 
‘never cteatea inp that.we couldnt deactivate somehow. That’ an 
‘example of metagame thinking. Any time-the players base thei] 
characters actions on logic that depends on she fact that they're 
playing a game; theyre using metageme thinking, This behavior 
{should always he discouraged, because it detracts from real role- 
playing and spoils the suspension ofdisbelieé 


Surprise your players by foiling metagame thinking. Suppose 
the other side ofthe pit has lever, for example, butits rusted and 
useless. Keep your players.on their toes, and dont et them second- 
‘guess you Tell them ro.shink in terms of the game world, not in 
terms of you as the DM. In the game world, someone made the 
trap in the dungeon fora purpose. You have figured out the reason, 
why the tp exists, and the BCs will need 10 do the same, [ 
In short, when possible you should encourage the players t0 
‘employ in-game logic. Confronted with the situation given abaye,| 
ms sppunsina erporoetnitaa caves batscer isl gi cbercl 
hea lever om the other side of the pit thar deactivates the trap, 
{because the gnomes who constructed the trap must have a means 
to deactivate it” In fact, this is Wonderful—it shows smart think- 
ing as well as respect for the verisimilitude of the game world. 


KNOWING THE PCS 
‘One advantage.that you.always have over a professional writer 
|dlesigning an adventure i thar you know your players. You know, 
| what.they- like, what they'e likely to do, what their capabilities} 
are, and what’ going on in your campaign right now, That's why. 
even when you use published adventure, youll want ro work 1, 
ensure that it gets integrated into your campaign properly 

‘A good DM will always know the following facts about the 
characters in his or her game, 

‘The Characters’ Basic Statistics: This includes class race level, 
hit points, save and attack bonuses, spells and special abilities. You 
should beable ro look ata monster's hitpoints, AC.and special qua- 

[fies and be abe ro judge whether is.aftting challenge. Compare 
Hf example, the monster AC with the attack bonuses ofthe char 
acters in the group—particularly the fighters, When you assume. 
average rols can the fighter hit the creature? Do they need above 
average rolls (Iso the challenge will be great) Do they needa nat 
ural 20? (fo the challenge is almost certainly.t00 dificult). 

Examine the attack bonus of the monster. Look atthe damage it 
‘can deal. When you compare these pieces of information to the 
‘AG and hit points of the PCs, will the monster be able to hit os 
seriously damage the characters? Will talmost certainly kill one? 
the monster’ attack bonus added to an average d20 rol hits the 
characters AG and the average damage dealt is more than the PCs 
‘oral hit points, the monster will kill he charaeter: When you look 
atthe save DCs for the monsters special attacks, are the characters, 
likely to successfully resist the attack? 

These sorts of questions and analyses allow you to judge mon: 
sters,encouinters. and adventures and determine whether they are 
appropriate for your group. Challenge Rating assignments for 
suuch obstacles will help, but no.one knows your group of charac 
tersas wellas you do, (See Chapter 3; Adventures for details about 
Challenge Ratings) 

exp record of all the characiera shat bilities spell hic 

{points. AC, and so forth, One wayta.do this sto require the play 
‘5 to give you a new copy of their character sheet whenever the 
character attains a new level. This information is helpful ro you for 
balancing encounters and.monitoting hit point loss and spell 
depletion during play. Ialso very handy ifa player cant make it 
toa session, enabling you te simply hand the character sheet to 
‘whoever is running the character for. that session 

The Players’ Likes and Dislikes: Some groups hate political 
{intrigue and avoid or ignore i in favor of going down into the 
dungeon. Other groups are more likely to run froma serious com. 
bat challenge. Some groups prefer adventures with mind flayers 
and psionics, Some dont. Youte the best judge. if you're aware of 

| what the players ike and what entices them, of whether they will 
{pattake in and enjoy a particular encounter or adventure. 

| For.example,a DM might find thar the lure of gold motivates: 
the PCs in her group, She knows, then, that in order to get them 
involved in.the adventure she has written (or purchased), there 
has tobe some treasure involved, and the PCs need to know about 


icahead of time, Another group, however, might be interested in 
heroic deeds. They dont care about money, but if they hear that} 
the duchy’sin danger from a storm-controlling wizard, they're off 
tostop him ina flash 

Nothing's more frustrating fora, DM than to create an adven- 

{hire and provide the BCs.with the hook that will bring them into 

{the action, only to have them jgnore or even consciously reject it 
Noone wants 0 see hisorheradventure go unplayed. Know what 
interests and motiyatesthe group, and youll be able to avoid this 
disheartening possibilty. 

‘What's Going on in the Campaign: Since youtre managing 
the events in the game, you need to keep track of what going on 
anyway. t's important to always know what.the.characters are 
doing and alittle about their plans. Ifthe PCs.want to leave the 
area and head into the mountains to find one of the characters-old 
mentors you need to keep that in mind when preparing that sex 
sions adventure and in planning ahead for future sessions, 

Keepa record of every significant event that occursin the game. 
{A.timeline can help you keep track of when events happened in, 
{relation to cach other (especially handy for monitoring the activ 

ties of recurring villains). Above all: make sure you always have a 
good grasp of NPCs’ names (particularly ones youre forced to 
make up inthe middle of the game), s0 that. the.name ofthe king 
doesnt change abruptly from session to session, And of couse you 
should remember what the PCs have accomplished, where they 
have been, enemies they have made, and so forth 


KNOWING TE ADVENTUREAND 
THER MATERIALS 


Youre r 


ning the game, s0 you have to know everyihing. Well, 
maybe not everything, but certainly enough ro keep things mov: 
ing, Ifyou know the PCs want 0 head into the mountains. it’ 
helpful if ahead of time, you have looked into haw mountain 
travel affects their moversent, what it like 0 bein the mountains 
(possibly through some research in an encyclopedia or travel 
book), and other considerations (climbing gear. mountain 
encounters, and the like). Ifyou have a chance to try rock climb 
ing, or if you've done it before, so much the better—theres noth 
{ng like personal experience to lend realism to your descriptions 

More to the point, you will want to have prepared as much as 
you can for the adventure ahead of time. You will want 10 have fig 
tured out what will happen sehen, the layout of the area (both the 
large-scale andscape-and individual encounter areas), what the 
Ps will encouncer if they go to particular area, how NECS en 
countered in.the adventure will eact to the PCs, and the events 
likely 1 happen (such asa conversation ora fight) 

‘When you are running a published adventure, this preparation 
often amounts to reading the material carefully and making notes 
where you need them. Useful points 10 note might include any of 
the following 
+ Page numbers in the rulebook foxrules you know youll need to 

reference in. given encounter 
+ Changes needed forthe adventure to fit into your campaign. 

*+ Changes you want to make to please your tastes or those of your 
sup. 
+ Preplanned actions you want NPCs to take ina given encounter 

(ambushes dying speeches, spell sequences). 

+ Reminders to yourself about rules, adventure structure, events 
that might occur-(such as random encounter checks), ot the 
conseahuences of certain actions. 


If you are designing an adventure on your own, yout preparation 
requites (obviously) a lot more time. This preparation might in-| 
|cluste.any.of the following elements, 
‘+ Maps of the area (large scale) and of specificsmallerareas where 
encounters are likely 10 occur, These can be as simple and 
skerchy.oras detailed as you like. 


+ A key to the map or maps deuiling special areas_and_what 
might be encountered in each one, including foes.alles tea 
sure, traps, environmental. situations,.and_possibly. even 
descriptions of what.the PCs see, hear, and experience upon 
entering an area. 

+ NPC listings that include their statistics and notes on theit 
potential reactions 

+ ookmarks inthe rulebooks (or notes listing page numbers) for 
rules that might need to be referenced. | 

‘Notes. on_the overall story_or-plot_of the adventure iC iis 
‘complex. 

+ Statistics for any new monsters your introducing, 


This preparation can amount o alot of work. However, not every 
adventure is going to require reams of notes in order to play. Not 
every DM likes to prepare detailed notes ahead of time, Some have 
smore fun if they just"wing it” And sometimes a DM would like to 
bbe hetter prepared, but chere just isn time. Find the style of Dun: 
.geon Mastering that its you bes, 


KNOWING THE RULES 

Lf you know thatthe aerial combat rules will be needed to pay out 
the battle in which the PCs are mounted on geiffons and the gar 
sgoyles atack them, review those rules before playing, When rules 
less often used come into play in the course of the adventure, it 
slows things down if you have to reread them in the midst of a 
‘game, Looking over commonly used rules—such as descriptions 
[foxspells you know NPCs or PCs have prepared, or even the basic 
‘combat rules—before a game session isalvays a good idea, 

‘When. player has a rules question, you should be the one 
ible to answer the question, Mastery ofthe rules. is one reason 
why the DM is sometimes elled the referee, 

No matter how well you know the rules though.a player might 
remember some point that didnt occur to you, Most payers, quite 
properly, svont loed it over you if they knoys-some.rules better 
than yousdo. someone else atthe table corrects your recollection 
of arule oradds some point you hadnt thought of, thank that 
player for his help, When people cooperate 1o make.the game. 
better everyone 


KEEPING GAME BALANCE 
‘Alot of people talk about game balance, They refer to rules they 
like as “balanced,” and rules that dont seem to work as "unba: 
anced” But what does "game balance” rally mean? All game bal: 
ance does isto ensute that most character choices are relatively 
qual in terms oftheir chances for success. A balanced game isone 
inywhich one character doesnt dominate over the rest because of a 
<choice thathe or she made (race, clas, skill feat, spell and so on) 
Aralso reflects that the characters arent too powerful for the 
Idhreats they face; yet neither are they hopelessly overmatched. 
The two factors that drive game balance are discussed below, 
Good DM Management: A DM who carefully watches all 
portions of the.game.so.that nothing gets out of his or her con- 
trol helps keep the game balanced. PCs and NPCs, victories and 
defeats, awards ancL afflictions, treasure found and treasu 
spent—all these aspects must he monitored to maintain balance. 
No one character should become significantly greater than the 
others. If this does happen, the.others should have an opporti- 
nity to catch up in short order. The PCs as a whole should never 
{get so powerful that all che challenges become trivial to them, 
Nor should they be constantly overwhelmed by what they 
{must face. 1rs-no fun to-always lose, and always winning gets 
{boring fast. (These types of games are known as “killer dun: 
‘geons” and "Monty Haul games, respectively) When temporary 
imbalances do occur it's easier to fix them by altering the ch 
lenges than by changing anything about the PCs and their 
powters.or equipment. No one likes to get something (a new] 


magic sword, for example), only to have it taken away again} 
because it was too unbalancing. | 

Player-DM Trust; Players should trust the DM. Trustcan be 
sgined over time by consistent use ofthe rules, by not taking sides | 
(shat i, not fvoring one playeratanother's expense), and by mak 
[ingit lear that youite not vindictive toward the players orthe PCs. 
LE the players trust you—and through you, the game system— 
they will recognize.that anything that enters the game-has be 
carefully considered. Lf you adjudicate a situation, the players, 
should be able to trustitas fai call and not question or second:| 
{quess it, That way the players can focus their attention on playing, 
their characters, succeeding inthe game, and having fun trusting 
‘you to take care of matters of fairness and realism. They also trust 
that you will do whatever you can to make sure they ate able.to 
‘enjoy-playing their characters, can potentially succeed in the. 
sgzame, and will have fun, If this degree of trust can be achieved 
‘yau.will be much more free to add or change things in your game 
|wwithour worrying about the players protesting or scrutinizing, 
every decision 


Handling Unbalanced PCs 
metimes, though, the unexpected will happen. The characters 
may defeata villain foiling whathe villain (and you) thought was 
‘an unstoppable escape plan.and gain a vorpal son. chat. you never 
intended to fall into their hands. PCs entrusted to deliver an art: 
fact tots rightful owner may decide to simply keep it instead. Or, 
‘even more likely, the combination of some new acquisition with. 
1n item or spell or power character already has will prove unbal-} 
ancing ina Way you didnt foresee. 

‘When a mistake made, and a PC ends up too power is| 
not yet lost n fac, is usually simple to increase the challenges 
thar the character faces to keep him or her from breezing through | 
‘encounters, However. this way of solving the problem can be. 
unsatisfying, and it can mean that the encounters become too dif 
ficult forthe other PCs. At the same time, as already. noted it 
never Fun to lose some new aspect of your character that turns out 
to be unbalancing. From the player’ point of view, it not his ot 
het fal 

You have two options, 

eal with the Problem In-Game; “In-game” jsa term used to 
describe something that happens in the story created by the play 
cof the game. For example, suppose a.PC becomes an unbalanced 
character by using a wish spell to give herself the ability to cast all, 
her prepared spells twice rather than once. (This should never 
happen froma wish, but DMsdo make mistakes) An in-game sol 
tion might be 10 have an enemy cleric use a mimicle ro rob her of 
that nevefound ability. Whatever you do, try not ro make it obvious 
thar the situation is actually just. tool o balance the game, 
Instead, make i seem just a part ofthe adventure, (If you dont, 
indignant players will get very angry) 

Deal with the Problem Out-of-Game: “Out-of game” means 
somethiog that takes place inthe real world but has an impact on 
the game itself. An outof game solution to the problem described 
in the last paragraph would be to rake the player aside between ses 
sionsand explain thatthe game has become unbalanced because of 
hher character—things need to change, or the game may fll apart 
‘reasonable person will se the value in continuing the game, and 
shell work with you either in-game (pechaps donating a powerful 
{tem t0-an appropriate NPC guandian) or out-of game (perhaps by | 
erasing the unbalancing power or item from her character sheet | 
and just pretending it was never there). Be-warned, however, hat 
some playersmay disike thisamountof intrusion on your partand. 
resent giving.upa great ability or item their character “earned” 
‘Even if they dont tell you to forget about it theyll begrudge the 
floss. What's worse, after an unfortunate exchange ofthis type it 
{will seem obvious and contrived i£you try fo balance things with 
‘an in-game solution, Nobody said D Ming was easy. 


CHANGING THE RULES 
Beyond simply adjudicating, sometimes you are going to want to 
change things. Thats okay. However, changing the rules isa chal 
lenge fora DM with only a litle experience, 
Altering the Way Things Work i 
Every rule in the Players Handbook was written for a reason. That] 
{doesnt mean you cant change some rules for your own game. Bet:| 
{haps your players dont like the.way. initiative is determined, or| 
youLfind that the rules for learning new spell are too limiting. 
Rules that you change for your own game are called house rules 
{Given the creativity of gamers, almost every campaign will in 
time, develop its own houses 
The ability to use the mechanics as you wish is paramount to 
the way roleplaying games work—providing a framework for you 
and the players to create a campaign. Stil, changing the way the 
|game.does something shouldnt be taken lightly. Ifthe Player's 
{ Hanuvok presents the rues, then throughout the Dungeon Masters 
{cwide you will find explanations for why those rules are the way 
|they are, Read these explanations carefully, and realize the impli: 
‘ations for making changes, 
Consider the following questions when you want to change 
atule. 
+ Why am I changing this rule? 
+ Am I clear on. how the rule that 11m going to change really 
works? 
‘+ Have I considered why the rule existed as.it dil in the firs 
place? 
{+ How will che change impact other rules or situations? 
+ Will the change favor one class, race, hill,or feat more thn the 
‘others? 
Overall, is this change going to make more players happy ot 
unhappy? (the answer is“happy;’ make sure the change Isnt 
unbalancing. Af the answer is “unhappy.’ make sure the change 
is.vorth it). 
Often, players want to help redesign rules. This can be okay, 
since the game exists for the enjoyment ofall its participants. 
and creative players can often find ways to fine:tune-a rule. Be 
receptive to player concerns about game mechanics. At the 
same time, however, be wary of players who (whether selfishly’ 
or innocently) want 10.change the.cules for theit own benefit. 
‘The D&D game system is flexible, but i's also meant to bea bal 
tnced set of rules, Players may- express. desire to have the rules 
always workin their favor, butthe reality is that if there were no 
challenges for the charictets, the game would quickly grow 
dull. Resist. the tempration.to change the-rules just ro please 
yout players, Make sure that a change.genuinely improves your 
campaign for everybody. 


EQUIPMENT FOR RUNNING THE GAME 
The following kinds of equipment are available 0 streamline or 
enhance your game. They're not for everyone, however. 

[DM Sereen: This is a cardstock screen (available in many game and 
hobby stores) that stands up on the table between you and the players. It 
has useful tables and rules reminders on itto speed play, You can also clip 
notes toi, so you can see therm ut the players can't Behind this screen, 
yyou.ean put your maps and records on the table, and rol dice where the 
players can't see wht you're doing. The only drawback is that a screen 
‘creates a wall between you andthe payers, which can be distancing. OMS. 
\who wish to have the information on the screen handy but don't want to 
set themselves apart from the players sometimes lay the screen flat on 
the table infront of them, hiding adventure notes underneath 

‘Counters: If you don't have miniature figures for every character or 
creature the PCs encounter, you can use any sorts of counters to 


ADDITIONS TO THE GAME 
‘As DM, you get to make up your own spells, magic items, races, 
and monsters. Your campaign might have a real need for.a spell. 
that turns foes to crystal, ora monster covered in dozens of ten: 
{macles that drains heat from living creatures, Adding new races, 
Jspells, monsters, and magic items can be a really entertaining and 
[rewarding experience, 

On the downside, an addition to the game can spoil game bal: 
ance. As stated earlier, maintaining balance is an important DM. 
responsibility. Most unbalancing factors are.actually basty.or il: 
‘considered DM creations. Dont let that happen to you. 

‘One way to judge whether a new skill feat, spell, or other op- 
tion is balanced is to ask yourself, "If 1 add this ro.the game, is it 
s0 good that everyone will want to have it?” Atthe same.time, 
ask yourself, “Is this so limited that no one will be interested in. 
{t?" Keep in mind that it's easier and more tempting to.create 
something that's too good rather than not good enough. Watch 
Tyourself. 


Making Mistakes 
‘A magic item that allows the characters.ro.move.through walls 
‘unhindered, giving them easy access teal sorts of places you do 
not want them to. go (atleast without great effort), isa mistake. 
‘Adthelevel spell. shat kills multiple foes with no saving throw is 
‘mistake, A race without a level adjustment that has bonuses of 
+4 to Strength and Dexterity isa mistake, 

Usually the mistakes that creep into a camopalgn.are the ones 
that seem innocuous a frst. A tst-level spell creating a blast of| 
wind that knocks a foe dawn appears to be fine—unti a shrew 
player uses cto knock a powerful opponent off the edge of acl. 
(On the other-hand, you!l know right away that you should never 
have puta stuffof disintegration with unlimited charges in that tea: | 
sure chest, o you should never have allowed your players to per 
sude you that the game would be more fun if ertical hits mult 
plied all damage by 

When things get unbalanced, you need to fix them. either in 
game oroutof game, depending on the sitwationand the involved 
players’ personalities. Unbalanced character abilities or items are 
best handled in-game, but rule changes can anly be handled ou 
cof game, Sometimes it's best. for you. to admit to the players that 
you made a mistake, and now itneeds to be fixed in order vo keep 
the game fun, balanced, and.running smoothly. The mote reason: 
able you are the more likely your players are to understand, 


SETTING THE STAGE 
Tes worth stating again: Once the game starts isall up to you. The 
players ae likely to take their cues from you on how to act and 
react. Ifyou handle the game seriously, they'll be more likely to 


represent characters and monsters printed counters with pictures of 
the creatures, poker chips, checkers, coins, craps of paper—anything 
you want 

Computers: With a computer atthe table (or at your side nearby, 
but shielded from players), you ean keep all your notes and maps in 
electronic files easily searched and referenced during the game 
Special DM utility programs are available that manage NPCs, PCs, 
monsters, treasure, and other kinds of information. Some will deter- 
mine random encounters, create characters, and generate random 
numbers. Not all roleplaying groups prefer to use a computer, 
however, because of the tendency of the machine to draw the DM's 
attention away from the players and the game. Ifyou find yourself star 
ing at the screen more than at your players, consider scaling back the 
computer's in-game use and restrict i to generating or manipulating 


atrial between sessions. 


take it seriously. If you come across. with a relaxed, lighthearied 
tone, they will crack afew jokes and make side comments of their 
‘own, You make the game the way you wantit tobe. 


Recappi 
"Last time, you had just discovered the entrance tothe lair of the. 
basilisk and learned that a tribe of goblins living nearby appar: 
ently worships the creature like a god. You.were near the end of 
‘your fifth day of traveling through che Thangrat Forest. Malee the 
‘wizard had suffered « great wound while fighting the initial] 
goblin scouts, Krusk wanted to.go straight to the goblins’ camp! 
and deal with them then and there, but the rest of you talked him 
{nto helping you find a suitable place to make safe and defensible 
camp. The goblins, meanwhile, were obviously preparing fora 
fight, based on the sounds you had heard earlier that day. Nov, 5, 
the sun sets beyond the distant mountains, it seems as though the 
basilisk s stirring within isi. Whar do you do?” 

Inthe middle ofa campaign, recapping activity from the previ 
‘us. session (or sessions) atthe sar of « new session often helps! 
establish the mood and remind everyone what was going on. It 
can be frustrating r0.DM and players alike that while inthe game 
the characters continue what they were just doing, in real life the 
players have lived perhaps several days of rel time between then 
and now, They might have forgotten important details that will 
affect their decisions if they dont get reminders 

‘Of course, you need to keep notes on what happens 0 that 
you donit forget either. At the very least, jotting dawn a few sen: 
{tences aboutwhac was going on atthe very end ofa game session 
and bringing them out at the beginning of the next session is 
always a good ides. You may find thatyou tend te think about the 
game between sessions more than the players do, and thus you 
have a better grasp of the events, You may get tothe point where 
yous wont forget whar has happened in past sessions, especially 
since the adventures you're working on now.will often build off 
those events, 


USING MINIATURE FIGURES. 

Metal or plastic figures are used to represent characters, monster, 
and scenery in the gume. You can use them on a grid to determineand, 
regulate the distance between individual, tactical movement, line of 
sight, and ares of spel effects. This book includes a two-sided poster 
‘map containing a simple dungeon.on one side and a tinch grid on 
the other, (For regular use, a vinyL mat with arid that you can write 
‘on with wipesofl matkers is expecially useful. Mats of this sort ate 
often available atthe same hobby.and game stores that sell dice.) 

Even without agrid, you can use. miniatures arrayed on the 
table ro show marching order and relative position, or you can use 
‘tape measute anda scale oft inch = §feetto determine distances 
‘on the tabletop precisely. Sometimes position in combat means 
the difference between life and death, and miniature figures (per- 
hhapsalong with other suitable objects 10 represent terrain features 
‘or dungeon furnishings) help everyone agree on the locations of 
characters, creatures, and significant objects 

With alittle searching, a player can usually find a miniature 
that resembles the character he or she wants to play and perhaps 
‘seven posed the way the character would carry himself orherself 


MAPPING 
When one ofthe playersis drawing amap asthe characters explore 
anew place, give her a break. Describe the layout of the place in as 
| much derail as she wants, including dimensions of rooms. For car 
|iay, you might draw out the shape and size of a room on. grid in 
|front of you. Be willing to repeat a description if needed. Describe 
‘anything the characters should be abl.to see (considering illumi 
nation and their own vision capabilities) or reasonably estimate 
(such asthe distance tothe far wal of« cavern). i 


(Ofcourse, when the PCs are lost in a dungeon or walking 
through fog, the whole point of the situation is that they-don' 
know where they are (or where they/re going), In cases such as 
these, dont rake pains to help the mapper. Ifthe characters are 
sneaking through a:maze-and they make a wrong turn tall the 
:more fun when they have to backtrack. 


PACING THE GAME SESSION 
“The pace ofthe game determines how much time you spend ona 
«given activity or action taken by the characters. Different players 
enjoy different paces. Some players have their characters pick up) 
every copper piece others decide its not worth the playing time. 
Some roleplay every encounter, while some wanto skip on tothe 
“good bits'—combat and other action-oriented activity. 

Do your best to please the group, but abave all, keep things 
moving. Dont feel that irs necessary to play out rest periods, 
replenishing supplies, or carrying out daily tasks unless the play 
ers want to, Sometimes that degree of detail isan opportunity 
|develop characters, but most ofthe time i's unimportant. 

Determine ahead of time, if possible, how long the playing ses 
sion will las. Doing this enables you to judge about how much 
time is left atany point and pace things accordingly—you should. 
always end a.session ata good stopping point (sce Ending a Ses 
sion, below), Thnee to four hours is a good length for an evening 
‘game, Some people like o play longer sessions, usually on aweek 
‘end, Even if you normaly play for shorter periods, sometimes it's 
fun to run a longer, marathon session, 


Referencing Rules 
Look. the rules only.wwhen you truly need to during game, Whi 
the rulebooks are here to help you, paging through a book to, 
double-check yourself can slow things down Look when necessa 
(and mark things youll need to refer to again with a bookmark) b 
recall a rue from memory when you can. You may not be perfectly 
correct in your recollection, bu the game keeps moving. 


Asking Questions 
Dont be afraid to stop and ask important questions. If the players 
seem bored, ask if they would like you to skip ahead or pick up the 
pace. If youlte unsure how-shey. want to handle a situation, ask, 


Taking Breaks 
‘When you finish up a lengthy-combat encounter or a tension: 
filled scene, take a break. Particularly in.a Jong playing session, 
cstablish a few breaks for food, drinks, trips to the bathroom, or 
Justa litle time to relax. During this tim, you can take your mind 
off things for afew minutes, oF you can begin to prepare forthe 
coming encounter. 


HANDLING PC ACTIONS. 

‘the important point ro remenaber reganding the actions of player 
characters during an adventure is that each player controls his or 
het own character. Dont force acharacter to take a specific action 
(unless the character is under a magical compulsion; see below), 
Doni tell.a player what his or her characters emotions are. Even 
fan NPC with a high Charisma score attempts to persuade a 
character, no mere di roll should force a character into doing 
something. Some rules in the game apply specifically to NECs 
and not PCs, the most significant of which are the rules concern | 
ing NPC attitudes (see NPC Artitudes, page 128, and the Diplo-| 
| macy skillon page 71 ofthe Payer\ Handbook). These rules shoul | 
never be used 10 enable an NPC.to change the-way a player char:| 
acter views that NEC, When running an NPC, feel free to try! 
praising, misleading, tricking, cajoling, or maligning a character, 
|but dont use your authority as DM to exert control over what 3 
{player character does, 


Magical Compulsion 
‘Your responsibility for dictating PC actions shifts when a player 
character becomes subject roan effect (such as.a.charm.peron 
spell or the domination ability of« vampire) that puts him or her 


under the control of a monster or an NBC. Now the character is, 


compelled to do the bidding of his or her controller —reprte: 
sented by you. 
‘Sometimes, adjudicating this sort of situation involves walking. 


fine line: For instance, fan NPC wizard bas just cast charm person 


‘on. PC, what will you (as the wizard) order the character to.do2 
‘According to the spell description.in the Payers Handbook, “You 
can.try to give the subject onder, bit you must win an opposed 
(Charisma check to convince itto do anything it wouldnt ordinar 
ily do” Who decides what the PC ‘wouldnt ordinarily do'—you or 
the player? 

The answer to that question is rarely clearcur;at times it may 
be necessary for-you.and.the player to come fo an agreement on 
| whatthe character would “willingly” do in a certain situation. This 
{is.one.f the 1imesin the game when you should not make deci 
sions on your own—confer briefly with the player of the PC, and, 
assuming both of you are reasonable about the scope of what the 
character would do, it shouldnt be dificult wadjudicate rhe effect 
of the spel 

As stipulated in an adventure you have written (or purchased), 
tn NPC or a monster who gains control of a character may be 
motivated by goals that give you.an idea of what to onder the PC 
to do, Sometimes, the characters response-s0 such an order (or 
the character's opportunity to make.an opposed Charisma 
check) will be easy to determine; at other.times, you. 
may need so reach an agreement with the play. al 
as discussed above. 


Adventurers make careful plans regarding 
ir next adventure 


HANDLING NPC ACTIONS 
‘Normally, NPCs should obey ll the same rules as PCs, Occasion: 
ally, you. might want.to fudge the rules for them in one way.or. 
another (see DM Cheating and Player Perceptions, below), but in 
{general, NPCs should live and die—fail and succeed—by the 
dice, just as PCs do, 
Be as quick—or quicker—to decide what the NRCS don theie 
{urn asthe players are when deciding the PCs' actions. To keep 
things moving, be ready-abead of ime with what each given NEC. 
will do, (Since you know ahead of time that the encounter is 
coming, you can prepare better than the players can.) Jot dawn, 
IRC strategies alongside their game statistics. 
NPCs ate people too, Dont let it be obvious othe players 
that a puticular characteris “just an NPC, implying that what he. 
‘or she docsisntas smart or importants whata PC does. While that. 
might be rrue It shouldnt seem to be true. In order ro make-the 
{game world seem real, the people who populate i should act real. 


QESCRIBING THE ACTION 
The players take all their cues from you. Ifyou describe something 
incompletely or poorly, the players have no chance of understand 
ing whats going on in the game. world, While this is important al. 
the time that you're running. game.its crucial that you do it well 
ducing combs 

jour deser 


ition of each action that occurs, the locations ofall 
inyportant abject ad ptcipans, and the general envixonment are 
all crucial tothe players biliies to make intelligent decisions for 
hole characters Thus you need tobe cleacabout everything low 
the players o ask questions and answer them as concisely as you 
‘can, Refer to each character dis 

tcl, Ifyou call each NECthat| 

uy the players wil ever nove 

B what you mean, 1f4 monster 

aac, describe its 
gay” Ie ors st clays 
regret eah\ 0 thar the players 
te b understand. what 


doing 


Af the players do nor seem.to have understood something, you 

said, say itagain. Sometimes important points are lostamong lots 
of new description. Dont be afraid ro repeat that.a great deal of 
heat comes up from the grate, or each time the dragonne moves, 
the ceiling rumbles and dust shakes down onto the floor. The. 
worst that can happen is that players ate reminded how important. 
the statement is,and they will act accordingly 

When a character moves. add background. Say “The manticore 
[moves away from the opening in the far wal, where the foul smell 
seems o originate, or The barbarian steps even closer to the pit” 
‘The roper sides slowly across the uneven floor.” When a char 
acter uses an object, describe.che abject.“The wartir slashes you 
with his wavy-bladed dagger” is much better than "He hits you for 
3 points of damage 

The tone of your descriptions controls te flow of an encounter 
and the mood thatthe encounter projects over the entire group. If 
you speak quickly and intently, this ends intensity to the action. If 
your wonds are frantic, they will make the mood ofthe scene seem, 
uurgentand desperate, } 

Sometimes its effective to add a litle pantomime to your de-| 
‘scriptions, Ifa BC’ opponent raises his huge two-handed sword 
above his head to atack the characte; rise your hands a if you 
are grasping the swords hilt, When someone takesa terrible hitin 
battle, finch or reeol with a momentary look of mock pain, Ifthe 
Cs are fighting a giant, stand up when the giant takes his actions, 
looking down at the seated players 

Sometimes it's hard to avoid saying "You miss, He hits, You 
{ake 12 points of damage.” And sometimes, that’s okay, Long. 
verbal descriptions can get tedious to giveand to hear, and the 
‘game effects are the important things, However, that’ the. 
‘exception, nor the rule, Most of the time, atthe very least, make 
that “He ducks, and slashes with his longsword for 12 points of 
damage.” It is usually better in a descriptive way to talk about 
dealing damage rather than taking damage,"Its claws. rake for & 
points” sat Least somewhat interesting, but “You take 8 points 
describes nothing, 

Remember, t00; that an attack that does not deal damage is.not 
always a miss in the ordinary sense of the word. Heavily armored, 
characters may be frequently hi, but thet armor protects them, Af 
you say “His short sword glances off your plate armor, this.not} 
only describes the action, but makes the player feel good about his, 
choice to spend extra gold on the good armor. 


NPC Actions 
When an NEC takes.a combat action the players sometimes need 
to havea clue about what going on—both inthe fictional reality 
cof the gameand in terms of the games mechanics, This means that 
‘when a lizarfolk with crossbow istakingateady action to cover 
the area in front of « door, the players should have a pretty good 
‘dea that f they move in front of that door, the Heardfolk is going, 
{1o-shoor them. 

You need to think about shat various actions look like while 

they happening. 'youwereall watching the combat ina movie, 
‘what would you see when a character casts spll or does some: 
thing els thacnone of you have ever seen.real person do? Be dra: 
matic, and describe the action fully, but avoid overexplasning, 
‘because that will slow down the flow ofthe action, Be consistent 
as well, beeause your words are not jst description, they’te cues 
by which the players make game decisions. the Jast ime some 
‘one used the aid another action, you described itas “distracting” 
and *harrying,” use those words again, 1f that means that pretty 
jsoon your players listen to-your description and then say, “Ooh, 
{che wizard must be casting s spell” you have accomplished some: 
{ching good—the players have learned your verbal cues to spell: 
‘casting. Nor only does that allow them to make good decisions 
‘based.on your descriptions, but it lends believability tothe fic 
tional world you are creating. 


Here are some vivid descriptions you can use to tell players, 
whar’s going.on when a character takes a certain action, 


Action Description 
Charge “He lunges forward at fll speed eyes full of 
violence.” 


Trull defense ~She raises her weapon and watches yout 


attacks, attempting to parry each one. 


Nid another While his ally attacks, he dats in und out of 
the fight, distracting is foe” | 

Ready a “He's got his weapon trained on that} 

ranged weapon area, obviously wating fr something 

Casta spel "Hee moves his hands in a deliberate manner 


and utters words that sound more hike an 
Invocation than a sentence. 

"She speaks a few short words, staring 
Intently" 


Casta stile spell 


Veasta quickened “With a word and a fick of his hand," 
{spel 

‘Casta silenced “She does nothing but make a powerful 
spel gesture.” 


Use a special ability "Without using words or gestures, she cals 
‘upon some power within herself using hee 


great willand nner strength 


Activate a He focuses intent on hsm, 

magi item raving power fom. 

Delay "She's looking around. sizing up the 
situation, and waiting fo reac 1 


hiiteresting Combats 

The spiral pathway rose up fo the circular platform where these 
centeen magical gems were held in stasis. Below the path 
seething pit of raw, explosive magical energy waited like an open. 
‘maw. The four adventurers climbed up the path, eager to.teach 
their goal, bur suddenly a quasit swooped down from some hidlen 
recess. Tonek drew his axe, knowing that fighting on ths natrow 
path would be difficult and dangerous. He wasnt sure what would 
happen if one of them fell into that magical energy, but he didnt 
want find out 

While any combat can be exciting. you should occasionally 
have the BCs fice opponents in a nontraditional setting, Some- 
times mounted combat, or aerial combat. can provide a change of 
pace, and tunderwater settings canbe interesting as well. A short 
list of other suggestions appears below, 


Factor Game Effect 
Pits, chasms, bridges, Characters can attempt to push 
and ledges ‘opponents with «bull rsh (see page 154 of 


the Player's Handbook) 

FoR ‘Concealment (2096 miss chance) for everyone 
involved, 

Whiting blades or Characters must make DC13 Reflex saves 


‘each round or take 646 points of slashing or 
bludgeaning damage. 

(ne random character must make a DC 15 
Reflex save each round or take 3d points. of 
damage from the heat. 

‘Characters can only melee opponents at the 
same elevation; platforms change elevation | 
‘every other round. i 
Characters must make DC 10-Balance checks | 
rach raund.or fll prone, and then spend a 
move action to stand, 


sian, spinning gears 
Steam vents 

Rising or lowering 
platforms. 

(ce or other slippery 


surfaces 


{far more ideas, see The Environment in Chapter 8: Glossary, 
[chapter 3: Adventuces, or take inspiration from an exciting 
action movie.or book, 


DETERMINING OUTCOMES: 
Youe the arbiter of everything that happensin the game 
Perio 


Rolling Dice 


a.result of the rll i probably uneliable. CNope. 
traps dawn that way, as far as you can tll”) The g 


muich more interesting when the player of a character trying to 
hide or move silently does nor know whether the character has 


succeeded 
In eases where the player shouldnt know the die result, 
you can make the rol, keeping dice behind a screen or oth 
srwise out of sight. While this takes some of the fun of 
rolling dice away from the players (and let’ face i, that realy 
jis part.of the fun of the game), it helps you to maintain con: 
trol over what the player knows and doesnt know. 
Consider making checks involving the following 
skills for the player where he or she cant se 
result; Bluff, Diplom 


always let players make the rolls themaeltes, 
{When it would increase suspense 1o keep them in 
{the dark, roll he dice yourself 


D&s, ACs, and Saving Throws 


{them what all ehe modifiers are rhe roll. Instead, tell the ply 


roll the dice tel them whether they succeed or fil 


forthe occasional DM cheat (see below). 


DM CHEATING AND. 
PLAYER PERCEPTIONS 


players have a run of bad luck. A round later, half the party's 
down for the count and the other haf almost certainly cant 
take on the foes that emain. If everyone dies, the campaign 
might very well end then and there, and that’s bad for every 
‘one. Do you stand by and watch them get slaughtered, or do 
you “cheat” and have the foes run of fudge the dle rolls so 
{hat the PCs still miraculously win in the end? There are 
ally swo issues at hand, 


your rights to sway things one.vway or another to 


stupid atthe time 


there adefault method of DMing, tha’ it. 


ize that you bend the rules. Even if you decide that someti 


Dont tell players what they need to roll to succeed. Dont tell 


that keeping track of all those things is your job. Then, when they 


Thisisimportan so that players focus on what hele characters 
not. on the numbers. It's also.a way to hide sneaky mon: 


Terrible things can happen in the game because the dice just go 
awry. Everything might be-going fine, when suddenly the 


‘Da.you cheat? The ansiver: The DM really cant cheat. You're 
‘the umpire, and what you say goes. As such, it's certainly within 

ep people 
happy or keep things sunning smoothly. It’ no fun losinga long. 
term character who gets run verby.acart. A good rule of thumb 
is that a character shouldnt die.ina trivial way because of some 
fluke of the dice unless he or she was doing something realy 


However, you might not think is right or even fun unless you 
‘obey the same rules the players do, Sometimes the PCs get lucky 
|and kill an NPC: you had planned to have around fora long time. 
|By.the sime token, sometimes things go against the PCs, and dis- 
{aster may-befll them, Both the DM and the players take the bad 
[with the good. That's perfectly acceptable way to play, and if 


Justas important an issue, however, is whether the players real: 
sits 


colayto fudge alte to lee the characters survive so the game can. 
continu, dant he player on this decision, 1s important to the 
game that they believe their characters are always in danger. Lethe 


players believe, consciously orsubconsciously, that youll never let. 
bad things happen to thelr characters, they'll change the way they 
Some die rolls, when seen by.a player, reveal too act. With no element of risk, vicrory will seem less sweet. And if 
mutch. A player who rolls to see if her characte: thereafter something bad does happen to a character, that player 
{finds a trap and sees that she has rolled very ‘may believe youte outto get him ithe feels you saved other play 
poorly knows that the information you give hee 3s fers when their characters were in trouble. 
ame 


When Bad Things Happen to Good Characters 


Characters suffer setbacks, lose magic items, rake ability score. 
penalties, lose levels, and die (sometimes. repeatedly), Unfor- 
tunate events are part of the game, almost. as much as suc 
cess, gaining levels, earning rreasure, and attaining. 
greatness. But players dont always take it well when 
thing bad happens to their characters 
Remind players that sometimes bad things happen. 
hallenges are what the game’ all about, Point out that 
setback can be turned into an opportunity to succeed 
later. Ifa character dies, encourage the.other players (per 
haps subtly) to have their characters get the dead charactec raised 
‘orresurrected.Lf doing thisis:notan option, reassure the player of 
the dead character that there are los of opportunities in new char 
acter types she hasnt yet tried. bard somewhere will pena ballad 
about the fallen character's heroic demise even asthe group wel: 
«comes her new PC. The game goes on 
1s rare but possible that an entice party. can be wiped out 
In such a case, dont let this catastrophe end the whole. 
same, NEC adventurers might find the PCs and have. 
shem raised or resurrected, purting the PCs deeply in} 
their debt (an adventure hook if ever there was 
‘one).The players can create a temporary party for 
the purpose of retrieving the bodies of the fallen 
adventurers for ralsing or atleast honorable burial 
(Or, everyone can roll up new characters and start 
anew. Even thats not really so bad—in fact, ik an opportunity for 
a dramatic change of pace. 


ENDING A SESSION 


Try not to end a game session in the middle of an encounter. Leav- 
ing everything hanging inthis way'isaerible note toend on. tes 
dificult keep track of information such as initiative order, 
spell durations, and other round-by-round details 

berween sessions. The only exception to this guideline is 

When you purposely end a session with a cliffhanger. A 
Iihanger ending is one in which the story pauses just a 
‘something monumental happens or some surprising turn of 
events occurs. The purpose Is.to keep players intrigued and 

excited until the next session 

If someone was missing froma session and you had her charac- 
ter leave the party fora while, make sure that theresa way to work 
her character back in when she returns. Sometimes a cliffhanger 
can serve this purpose—the PC comes racing into the thick of 
things like the cavalry to help her beleaguered friends. 

Allow some time (a few minutes will do) at the end of play to 
have everyone discuss the events ofthe session, Listen to shit 
reactions so you can learn more of what they like and dont ike. 
Reinforce what you thought were good decisions and smart. ac 
tions on their parts (unless such information gives too much aay. 
|for the adventure). Always end the session on a positive note. 

‘You.may.svant.to award experience points atthe end of each ses-| 
sion, or you might wait until the end of each adventure. Thats up. 
to.you, However. the standard procedure isto give them out at the 
‘nil ofeach session, so players whose characters go up a level have 

{time:o choose new spells buy skills. and take care of other details 
related to level advancement. 
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BD). Small and larger than, 
MOVEMENT AND, THE GRID cal 


{magination, props'and visual aidscan he standard unit for tactital maps 6 the s-foorsquare. 


ures smaller than 


flying 


useful for miniatures ad for drawing dun: 
which are usually created on graph paper: 
dium cha 


Tn a round-by-round, sin 
using mibiatures, movement wi 
character runs actoss a room 50 I 
doo, it mighr seem as though he runs hala, 3 
Fans the rest of the way a litle later. Although there's 
avoid representing movement ina Startstop-startstop 


OML AiLdVHD 


rr 
reatates fit 
Table &t; Crebture Size and Scale, pag 
Player's Handbook 


¢ey 10 keep in mind —and emphasize to the players-—that all, Diagana) Movement 
smoveinent during an encounter i actually fluid and coninuons, “| When moving diagonally on a grid, che ftst square 
moved counts us § foet of movement, but the 

Movement and Position Secuhd dagonal ove counts as 10 feet This puern of 

Vides. Fes characters in fight de likely co stand stil fortang Enemies» s fetand then 10 feet continues a long asthe character 
| fan 2 appear and charg the pary; the advensuretszeply, advancing to| moves diagonally, gyenf sno straight movement 


separates the diagonal moves. For 


{ake on new fos afiershey down theit first opponents, Wizands —chrough sua 
square diagonally 


cigcle the fight, looking for the best place to use theit magic; 


example, a character mo 


(s feet), then 3 squares straight (15 feet)and then another square 
diagonally (40 feet) fora roral movement of 30 fect 


Armor and Encumbrance 
‘The Player's Handbook explains the effect of armor and encum= 
[prance on creatures wih hase speeds of 20 feet or 30 eet. The table | 


Jbelow provides reduced speed figures fr all base speeds from 20) 
{feet 100 feet (in 10-foot increments). 


Base Speed Reduced Speed __Base Speed _ Reduced Speed _ 
720A 1A 70. 50. 
30f, 20, a0 f 35 
40h, 308. 30 SO, 
50h. 35 100 f. 70f 


Of. 40% 

MOVING IN THREE DIMENSIONS 
Notevery-creature gets around by walking and running, A shark.) 
{eventhough it moves by swimming, can take arun action to swims} 
Hfaster. character under the influence ofa fly spell can make a 
flying charge. A climbing thief can use part of his speed to climb 
down a short wall and then use the remainder to hustle towand a 
foe. Use the movement rules t apply toany sort of moveme 


not 
just when traveling across a fla surface, 


Tactical Aerial Movement 
The elf barbarian mounted on the giant eagle swoops over the 
(group of mind flayers, launching araws from his how. One of the 
mind flayers wears winged bots and takes tothe air ro better com 
front the elf. Once movement becomes three:dimensional and 
|involves turning in midair and maintaining a minimum velocity 
{to stay lott gets more complicated. 

Most flying creatures have to slow down at leasta litle to make 
turn, and many are limited to faitly wide curns and. must main: 
‘ain.aminimum forward speed Each Dying creature hasa manet- 
verabilty.as shown on Table 2-1; Maneuverability The entries on 
‘Table2-L are defined below 

‘Minimum Forward Spee If flying exeature fail to malian its 
minimum forward speed, it must land atthe end ofits movement 
Af es 100 high above the ground to land, i falls straight dows. 
descending 150 feet in the frst round of filling If this distance 
brings it tothe ground, it takes falling damage. Ifthe fll doesnt 
bring the creature tothe ground, itmust spend its next rurn recov 
ering from the stall. must sueceed on a DC 20 Reflex save to 
recover, Otherwise it fills another 300 feet. fit hits the ground, ic 
takes fling damage. Otherwise, it has another chance to recover 
on ts next urn, 

Hover: The ability to stay in one place while airborne 


Move Backward The ability to move backward without turning 
around. 


‘TABLE 2-1: MANEUVERABILITY 


Perfect Good 
(Wo wisp) {Beholder 

Minimum forward speed None None 

Hover Yes Yes 

Move backward Yes ves 

Reverse Free Sh 

Tun Any 0/5: 

Turn in place ny 30°/-5 

aim tun Any, Any 

Upangle Any Any 

Up speed Fall all 

Down angle Any Any 

Down speed Double Double 


Between down and up 


‘Revere. A creature with good mancuversbility uses up 5 feet of 
its speed ro stat flying backward 

Turn: Hows muuch the crearure can turn after covering the stated 
distance, 

Turn in Place: A creatute with good or average maneuverability 
Jean use some ofits speed to turn in place. 

‘Maximum Tur: Hoyemuch he creature can tur in any one space 

Up Angle: The angleat which the creature can climb, 

Up Syed: How fast the creature can climb, 

Down Angle: The angle at which the creatute.can descend, 

Down Speci: A flying creature can fly down at twice its normal 
Alying speed. 

Between Down and Up: An average, poor, or clumsy flier must ly 
level for a minimum distance after descending and before climb: 
ing. Any-liercan begin descending after a climb without an inter: 
‘ening distance of level flight. 


EVASION AND PURSUIT 

{An xound:-by-round movement, simply. counting off squares, its 

[impossible fora slow character to getaway from a determined fast 

character without mitigating circumstances, Likewise, {t3.n0. 

problem fora fast character to get away froma slower one, 

When the speeds ofthe two concermed characters a equal theres 

a simple way to resolve a chase: Lfone creature is pursuing another 
both are moving atthe same speed, and the chase continues for at 
Jeast a few rounds, have them make opposed Dexterity checks 1 
who is the faster over those rounds Ifthe creature being chased wins, 
stscapes. Ifthe pursue wins it catches the fleing creature, 

‘Sometimes a chase occurs overland and could las all day. with. 
the two sides only. occasionally getting glimpses of each other ata 
distance. In the case of along chase, an opposed. Constitution, 
check made by all parties determines which can keep pace.the. 
longest. Ifthe creature being chased rolls the highest, kt ets avy 
If not, the chaser runs down its prey, outlasting it with stamina 


MOVING AROUND IN SQUARES 
The characters are all within a corridor only. feet wide. A fighter 
stands at the end of the corridor, ata dead end, He’ been poisoned 
and is dying. The cleric wants to getat the Aighter 1 help, but wo 
other characters are between themn Thus, theres no way fr the cleric 
to get next to the ighterand castieutnilie poison. You can rule that its 
‘okay forthe cleric to squeeze past. the characters who ae in the way, 
«ast. the spell, and then move back to where she previously stood, 
In general, when the characters arent engaged in round-by 

round combat, they should be able to move anywhere and in any 
‘manner that you can imagine real people could. A Sfoot square, 
for instance, can bold several characters; they just cant all fight 
effectively in that small space. The rules for movement of mini 
tutes are important for combat, but outside combat they can 
impose unnecessary hindrances on character activites, 


‘Maneuverabilty and Example Creature 


Average Poor clumsy 
(Gargoyle) (Wyvern) (Manticore) 
Half all Half 
No. No No. 

No No No 

Na No No 
45%/5 astisfe 45/10. 
+AS*/-5 fi. No No 

30 as ast 

a 4s 4s 

Half Half Half 
Any. 4s 45° 
Double Double! Double 


Sf 


Many racial abilities, class features spells, and magic items offer 
bonuses on atuck rolls, damage rolls, saving throws, Armor Class, 
ability scores, or skill checks. These bonuses are classified by type. 
and each types briefly described below, { 

Bonuses of diferent rypes always stack. Soa cloak of resistance +4 
{adds a resistance bonus on saving thraws).works with a paladins 
bonus on saving throws from the divine grace clas feature. 1den-| 
tical types of bonuses do not stack, 0. longswonl (43 enhance, 
‘menthonus fora +3 to attack, +3 0 damage) would not be affected 
by-a. magic weapon spell thar grants a weapon a +1 enhancement 
bonus on attack and damage tolls, 

Different named bonus types ail stack, but usually a named 
bonus does not stack with another bonus of the same name, 
except for dodge bonuses and some circumstance bonuses 

‘Alchemical: An alchemical bonus represents the benefit from 
‘chemical compound, usually one ingested prior ro receiving the| 
{bonus Antitoxin, for example, provides a +5 alchemical bonus on} 
Fortitude saving throws against poison. } 

‘Armor: This isthe bonus that nonmagical armor gives a char 
acter. Aspell that gives an armor bonus typically creates an ins: 
ible, tangible field of force around the affected characte, 

Circumstance: This isa bonus or penalty based on situational 
factors, which may apply either to a check or the DC for that 
check, Circumstance modifiers stack.with each other, unles they 
|arise from essentially the same circumstance, 

{- Competence: When s character has.a.competence bonus, he 
actually gets beter at what he's doing. stich as withthe g 
spell 

Deflection: A deflection bonus increases a character's AC by 
raking attacks veer off, such as with the shield of ath spel 

Dodge: A dodge bonus enhances character ability to get o 
‘of the way quickly, Dodge bonuses do stack with other dodge 
bonuses Spells and magic tems occasionally grant dodge bonuses. 

Enhancement: An enhancement bonus representsan increase 
in the strength oF effectiveness of a characters armot.or weapon. 
as with the magic vestment and. magic weapon spells, ofa general 
bonus to.an ability score, such asswith theca’ grace spel 

Inherent: An inherent bonus i a bonus to an ability score that, 
results from powerful magi, such as.a wit spell. A characters 
limited toa rota inherent bonus of +5 t0 any ability score. 

Insight: An insight bonus makes character better at what hes 
doing because he hasan almost precognitive knowledge of factors 
pertinent to the activity, as with the true srike spel 

‘Luck: A luck bonus isa general bonus that represents good for 
tune, such as from the divine favor spell. 

Morale: A morale bonus represents the effects of greater hope, 
courage, and determination, such as ftom the bes spel 

Natural Armor: A natutal armor bontis isthe type of bonus 
that many monsters get because oftheir tough or scaly hides. An 


enhancement ro natural armor bonus bestowed by « spell (such 28] 
harkskin) indicates that the subject’ skin has become tougher. 

Profane: A profine bonus represents the power of evil such a5 
granted by the deste spell. 

Racial: Creatures. gain racial bonuses—uswally to skill 
checks—based on the kind of creature they ate. Eagles receive a 
+8 racial bonus on Spot checks for example 

Resistance: A resistance bonus isa general bonus against 
magic or harm. Resistance bonuses almost always affect saving 
throws 

‘Sacred: The opposite ofa profane bonus, a sacred bonus relates) 
to the power of good, such as granted by the consecrate spell 

Shield: Much like an armor bonus a shield bonusto AC repre: 
sents the protection a nonmagical shield affords. spel that ives 
a shield bonus usually represents an invisible, tangible shield. 
force that moves to protect the character 

‘Size: When a character gets bigger (such as through the ellect 
‘ofan enlarge perun spell) his Strength increases (as might his Con: 
stitution), Thats a size bons 


The brave party of adventurers smashes through the wooden door 
and into an ambush of bloodthirsty hobgoblins with spears and 
rusted blades. The trio. of knights charges through the forest on 
theie gallant mounts, their lances plunging into. the scaly flesh of 
the horrible hydra that waits near the river’ edge. The dragon. 
takes to the air and chases the elf lord and his retinue, jas tap} 
ping behind them as they run in terror. J 

‘Combat is a big. part of what makes the D&D game exciting. 
“There are few better ways to test your mettle against yout foes, 
than in pitched battle, Your most important job as DNL sunning. 
combats—making things move quickly and smoothly.an adj: 
cating what happens during each round of the action, 


LINE OF SIGHT 

Line of sight establishes whether a particulac character can see 
something else represented on the grid, When using a grid, draw 
tn imaginary line (or use axulex or a piece of string) from the 
square the character isin. the object in question. If nothing 
blocks this line, the character has line of sight (and can thus see tt 
to castaspell ont, arget cath a bowsand so forth), Ifthe object 
in question is actually anosher creature, measure line of sight 
from the square the character isin ro.the square thatthe creature 
‘occupies. Ifa character can see a portion of a large creature that 
‘occupies more than one square, she can target that creature for a 
spell orany other attack, 

Iflineof sights completely blockes,a character cant cat spells 
or use ranged weapons against the target. If it's partially blocked 
such as by the corner of a building. spells work normally but the 
target's AC increases due tothe cover, 


BEHIND THE CURTAIN: STACKING BONUSES 
Keeping track ofthe different types of bonuses a character gets from 
‘iferent sources may seem like a real bother, There are good reasons 
todo this, however 


ce: The main reason to keep track of what stacks and what 
doesn’t stack isto keep total bonuses from getting out of hand. Ifa 
character wears a belt of plant Strength, t's unbalancing to allow the 
cleric to cast bull’ strength on her as well and allow both bonuses to 
‘add up. Likewise, a character with moge armor, magic plate armor, & 
‘ing of protection, and a divine favor spel would be unbalanced ial his 
bonuses were cumulative. Stacking restrictions keep the game within 
manageable limits, while stil allowing characters to benefit from 


multiple magic items. For Instance, note that some of the items from 
the previous example—the magic plate armor, the ring, and the divine 
{favor spell, for example—could work together, because they provide 
bonuses of different types 

Consistency and Logic: The system of bonus types provides a way to 
make sense out of what can work together and what can't. At some 
point, when adding types of protection together, a reasonable player 
Fealizes that some protections are just redundant. Ths system logically 
portrays how itll makes sense together. 

Encouraging Good Play: Categorizing bonuses by type allows play 
e's to put together suites of effects that do work in conjunction in a 
consistent mannier—encouraging smart ply rather than pll-i-on play. 


——— ll 


STARTING AN ENCOUNTER 
An encounter can begin in one of three situations. 
* One side becomes aware of the orher and thus can act fist, 
+ Both sides become aware of each other atthe same time 
+ Some, but not all, creatures on one-or 
both sides. become aware of the 
other side 
When you decide that itis 
possible for either side to, 
become aware of the 
‘other, use Spot checks, 
Listen checks, sight 


ranges, and soon 
fo. determine 
which of the 
three above 
comes_inta play 
Although it's good 
to give characters 
‘some chance.to 
encounter, ultimately its you 
who decides when the first 
begins and where each 
ide is when it does, 

‘One Side Aware 
this. case, you, determine 


rst: In 


how much time the aware 
ie has before the unaw 
unaware side has no time t0 
do anything before the aware 
side gets a chance ro interact. 


a 
& 
Iso, the character ot party 


thac is aware gets to tak 
8 


VARIANT: ROLL INITIATIVE E 
Some players find combat more fun if they get to rollin 
g of the encounter 


NT ACH ROUN 


und rather than rolling once at the beginn) 


Rather than determining a sequence of actions for each round at the 


beginning of an en ayers and DM reroll for all comb 
determining 
The goal is to give the combat a feeling of shifting varabilty 

Ultimately this variant rule doesn’t change things much, You'l find 
that it slows down play, because a new sequence of activity will need 
to be determined each tound—more die rolling, more calculation, 
ing time. It doesn't change spell du 


start of each new round. 


or how va 


combat actions work, Effects that last until the character's next 
action stil operate that way, The diffe that 
someone to take an action atthe end of one round (such as a charge 


attack) that puts him ata penalty until his next actlon, and then to ral 

Wel in the next round so that he goes first and the penalty has no 

cffect. This means that sometimes it can be beneficial to roll low for 
nd 

‘And consider this case: Awizard wants to cast as 


unhindered by 
the oncoming monk who rushes toward him. He knows that 


‘monk reaches him, it willbe dificult to cast «spell without drawing an 


attack of opportunity from her. He thinks to himself that 
will depend on whether he wins initiative in this round (you need to 
you use this vatiam, 


keep this sort of change In approach in mind 
Meanwhile, the mank wants to reach the wizard and use her stunning 
attack to keep him from casting spells. They rol initiative, and the 
wizard wins, casting a spell on the monk (but the monk saves and isn't 


dard.acton before initiative is rolled, while the unaware character 
‘or party does nothing and is caugh 
the unaware character or party 
After this action, both sides make initiative cl 
the order in which the participants act, 
‘Other times, the aware side has a few rounds to prepare. (IFits 
‘members see the other side off inthe distance, heading theit way, 
for example.) You should track time in rounds at this point. to 
determine how much the 
aware characters can accom 
the two sid 
nto contact, the aware characters 
can take a standard action while the 
unaware characters do nothing. Keep in, 
mind_that if 


‘Hat-foored. During this time 


ins no Dexterity bonus-10.AG 
ecks to determine 


the aware cha 


rs.alest the 


made, then both sides are. treated a 
Example (Sudden Ava Akabold 
sorcerer with darkvision sees a party 
down a long, 
hallway. He can see the adventurers, 
light, butshey cant, 
see him because he's out of the 


since they've g 


andl casts lightning bolt at 
party, Caught unaware, the 


porty can do nothing but roll 


fected), The monk runs forward and stuns the wizard, » condition 


k's next action, In the net round, 


the monk 


but misses. Now the wizard cas 


but because he lost initiative inthis round, and acted 


after the monk’s action, the fact that he was stunned hardly hindered 


him a al 
ff g 2 readied action I 


e round 


u roll inltiative each round, taki 


same found oF delaying an action until later in the sam 


you a cumulative -2 penalty on later initiative roll, (The fist time you 


do this causes a2 penalty: if you take a readied action later in the 
round ot delay an action unti later In the same round again 


uring the current combat, the penalty becomes ~4, and so on.) Taking 


a readled action in the next round or delaying until the nest round 
caries no penalty but you get no other action that round, 
Eve 


combat, 


if you normally use 2 single set of initiative rolls forthe whole 


rn of events could make it worthwhile to rerol initia 
1e PCs are fighting a drow wizard using greater inv 
ing 

‘ont. The drow, on his turn, walks within 30 feet of fozan, who has cast 
the drow ls visible, Under norm initiative 
rules, whoever happens to act next would be able to attack the newly 
visible drow, Aside from game mechanics, there’s no good reason to 
reryone else wil gt one turn 


tive, For example, 
‘blity. t's a climactic encounter with the survival of the party hi 


‘sibility purge. Sudden) 


let that character act fist, Additionally, 
before the drow gets to act again, Instead of following the previous 
crder, you can call for everyone—the drow included—to rel initiative 

1s to the new condition (the 


again to see how fast each character 
drow becoming visible) 


saving throws. Once the 
ides roll initiative 

Example (Time to Prepare): Jozan the cleric hears the sounds of 
creatures moving beyond a door in adungeon. He also hears some 
voices,and determines 


image from the spell is assessed, both 


thar the creatures.are 
speaking Ore, He fig 

lures that they dont 

know he’s there. He 
takes the time to cast bless and 
shield of faith on himself 
before opening the door 
and using a standard action, 
the 


to cast hold person o 
first foe he sees, Hee 
the hold person. spell before 
anyone makes an initiative check 
‘unless the orcs heard him casting 
bless. hielo faith. in the previous 2 
rounds, in which case they become 
awate, Jozan doesnt gett 
enabled him to cast hy 


action that 
person, and held 
better hope he gets the higher result on his 
initiative check 

Both Sides Aware at th 
Time: If both sides are aware at 
the same time and can interact, 
‘both should roll initiative and 
resolve actions normally 

If each aside. become 
aware of the other but cannot 
interact immediately, track time in rounds, 
‘giving both sides the 
in full rounds, until the two sid 
begin rointeract. 

Example (Both Aware and Gan Interact 
Immediately):.A party of adventurers burst 
{nto a dungeon room full of orcs, and nelth 
knew of the other abead of time. All are equally surprised and. 
equally flat foored. Initiative is toed, that those charac 
ters with berter reflexes act quicker in such situations 

Example (Both Aware bul Cannot Interact iy): A party of 
adventurers comes along a dungeon corridor and hears the 
laughter.of orcs beyond the door ahead. Meanwhile, the ore 
Tookout sees the adventures through a peephole in'the door and 
warns his comrades. The door is closed, so no direct interaction 
‘s possible yet, Jozan casts bless, Lidda drinks a potion, Tordek and 
Mialee move up to the door. At the same time, the orcs move into 
position, and one uses a ring of invisibility to hide. The DM 


media 


records the passage of 1 round. The adventurers arrange them: 
selves around th 
tables and nock arrows in their sh 


another round, The fighter opens the door, and 


doorand make a quick plan. The ores urn 
bows, The DM tracks 
he DM calls for 
an initiative check from all. The third round begins, this time 

and dictated by the 


with the order of actions being importan 
Initiative check results) 


VARIANT: SAPIENT MOUNTS 

A paladin’s mount is as smart as some characters. Gant eagles, glant 
Js. and pegas\ ae all highiy intelligent. When such creatures are part 

cof the action, you have two cholees 


+ You can force the mount to act on its riders initiative, just ke 
‘mounts of animal intelligence. This means that mount and rider ac, 
essentially, simultaneously. 


Some Creatures on One or Both Sides Aware: In this.a 
only the creatures that are aware can act. These creatures can take 
standard actions before the main action stats 

Example: Lidda is scouting ahead, She and a gargoyle spoteach 
other simultaneously, but.the rest of Lidda's party doesnt see the 
monster (though. they are close enough to heae any fighting that 
erupts) Lidds and the gargoyle each get standard actions, and then 

normal combat starts. Lda and the gargoyle rol initiative 
before taking their actions, and everyone else rol in: 
ater those actions are concluded. 


The Surprise Round. 
‘When only one side is aware of the other, the DM runs the first 
of combat as a surprise round, In this round, each charac 
tergets only a standard action, Only tho 
ccan take any-action at all, This rule reflects the fact that even 
when a.combata 


round 
ayate ofthe other side 


is prepared, some amount of time (s spent 
assessing the situation, and thus only standard actions are 
allowed to begin with, 

This rule makes initiative have less of an impact, since itis in 
the first round when initiative matters m 
the jump on.an opponent, at best he can make a single attack 
against.a foe before that foe can react. 


NEW COMBATANTS 
Theadventurers ae fighting for their lives against a group of tolls 
intent on throwing them intoa dank pit feed to the dragon that 


1. Even ifa warrior gets, 


+ You can ask the player to make 2 separate initiative check forthe 

‘mount. This means the mount moves and attacks at its own place In 
the initiative order, reinforcing its nature as a separate character 
However, that may be extremely inconvenient for a rider who is 
carted away from her opponent! In such cates, of course, the rider 
‘an always delay to synchronize her initiative check result with her 
mounts, Likewise, the mount may choose ta delay to coincide its 
movement with its riders 


‘controls this part of the dungeon. Suddenly, in the middle of the 
fight, a strike team of dwarves wanders into the room where the 
baitle rages. If in the course ofa bate berween smo sides, some 
third group enters the battle, they should come into theaction in 
between rounds, The following rules apply to this situation,. 
whether or not the nes group is allied with one or more existing | 
side involved inthe encounter, 

| Newcomers Are Aware: any (oral) of the neweomers axe 
aware of one or both ofthe sides ina batt, they take their actions, 
{before anyone else. In effec, they-go first in the initiative se: 
‘quence. Their initiative check result is considered 10 be 1 higher 
than the highest initiative check result among the other partic: 
!pants in the encounter, If differentiation is needed forthe actions 
‘of the newcomers, they actin onder oftheir Dexterity scores, high 
est ro lowest. The reason for this rule i twofold 

ince theyre aware, but theres no way to get an action abead of 
eetyone else (because the encounter has already stated), they 

40 firstso simulate their advantage, This happens whether the 

‘other sides are aware of the new side or not. 
+ Placing the newcomers atthe beginning of the round means 

that those who had the highest initiative check results prior ta 

their arrival are the first characters to have an opportunity 10 

react to them. This is an important advantage for characters 

with high places in the initiative onder, 

Newcomers Not Aware: If any orall ofthe neweomets are not 
aware of the other sides when they enter the encounter (for 
‘example, the PCs stumble unaware into a fight between two mon: 
sters in.a.dungeon), the newcomers still come into play at the 
‘beginning of the round, but they rol initiative normally, Fone of 
the other characters involved in the encounter bas a higher initia 
[tive cheek reyult than one or more ofthe newomes that charac: 
{ter can react to those neweomers before they geta.chance to act 

(the neweomers are caught flat footed), 

Mfmore than one new group entersan existing encounter atthe 
same.time, you must first decide if they are aware of the 
‘encounter: Those that are unaware, “stumbling in’ roll initiative 
‘Those that are aware act first in the ound, in the order: of thels. 
Dexterity scores, even if they ate:not in the sime group, 

Example: A group of powerful adventurers fights.a naga in.a} 
dungeon room. The naga rolled badly for initiative, and all he ad) 
ventirers act before it, Between rounds thtee and fout of that ba-| 
tle, three ores on a random patrol stumble in. At the same time, 
{wo more nagas ative, having been alerted by the sounds of the 
battle. Atthe beginning of round four the two new nagas actin 
the order of their Dexterity scores, Then the ors roll fr initiative, 
and theresults oftheicrolls are placed within she normal nisaive 
‘order for the battle. In this case, poor check results place them 
dead last, even afte the orginal naga 

Then the adventurers act able ro teact either to the flat-footed 
‘orcs.or fo the new naga reinforcements. Then the original naga 
acts, followed by the orcs (who probably fice from this battle, 
hich is clearly out oftheir league). This stme sequence is used 
for subsequent rounds of the battle, 


KEEPING THINGS MOVING 
Initiative dictates the flow of who goes when. Iris the rool that the 
‘game uses to keep things moving, but ultimately it's you who. 
needs to make sure that happens. Encourage the players to be 
ready with their actions when each ones turn comes up. Players 
have less fun they spend.a Jot of time sitting atthe table waiting 
{for someone else to decide what do, 

Some resourceful players will learn tricks to help you move 
things along, When attacking, they rll attack and damage dice at 
‘once, so that i successful, they can tell you the damage that they. 
deal immediately. If they know that their next action will require. 
aie roll, cheyl rol it ahead of time, so that when you.ask them 
what they'te going to do they can tell you immediately. 'Lartack 
with my battleaxe.and hit AC 14, If that's good enough, 1 deal 9 
points of damage:”) Some DMG like to have players make each rol 
Separately, so youll have to decide for yourself whether you allow 
prerolling 

J One useful thing you can do is to write down the initiative se 
quence once its determined fora given encounter. If you place 
{this information where all the players can see it, each will know 
‘when his characters turns comingand hopefully willbe ready 10, 
tell ou his action when it comes time for him to.act,Donit write 
down the NPCs places in the inisative sequence. at least not util 
they have acted once—the players shouldnit know who’ going to 
act before the enemies and who will act after. At t00.easy 10 plan 
actions round when their opponents act 


Simultaneous Activity i 
When you play out s.combat scene or some other activity for 
wich time is measured jn rounds, t can be (mportant.to remem: 
ber that all rhe PCs! and NPCs’ actions are occurring simultane:| 
‘ously. For instance, none 6-second round, Mile might be tryin 
to cast a spell ar the same time that Lidda is moving in.to make a 
sneak attack. 

However, when everyone atthe table plays outa combat round, 
cach individual acts in turn according to the initiative. count for 
his character, Obviously, this is necessary, because if every ind 
vidual rook his tuen at the same time, mass confusion would 
result, However, this sequential onder of play can occasionally lead 
to situations when something significant happens toa character at 
the end of his rurn but before other characters have acted in the 
same round 

For instance, suppose Tordek hustles 15 feet ahead of his 
friends down a corridor, urns.a.corner, and hustles another 10 
feet downa branching corridor, only to trigger a trap atthe end of 
his turn. In order to maintain the appearance of simultaneous 
activity, youre within your rights to rule chat Tordek doesnt trig 
gerthe tap.until the end of the sound Afterall ittakes him some 
time to get down the corridor, and in.an actual real-time situation 
the other characters who have yet.t0 act in the round would be 
taking their actions during this same time. 


VARIANT: STRIKING THE COVER 
INSTEAD OF A MISSED TARGET 

In ranged combat against a target that has cover, it may be impor: 
tant to know whether the cover was actually stuck by an incoming 
attack that misses the intended target. Firs, determine ifthe attack 
roll would have hit the protected target without the cover, If the 
attack roll falls within a range low enough to miss the target with 
cover but high enough to strike the target if there had been no 
cover, the object used for cover was struck. Ifa creature Is provid: 
Ing cover for another character and the attack oll exceeds the AC of 


the covering creature, the covering creature takes the damage 
intended for the target. 

If the covering creature has a Dexterity bonus to AC or a dodge 
‘bonus, and ths bonus keeps the covering creature from being hit, then 
the orginal target is hit instead, The covering creature has dodged out 
fof the way and didn’t provide cover afterall A covering creature can 
choose not to apply his Dexterity bonus to AC and/or his dodge bonus, 
IFhis intent isto try to take the damage in order to keep the covered 
character from being hit. 


a Aeeisies ibs se = 


COMBAT ACTIONS. 

‘Atoll with a longspear mounted on a purple worm can teach 
opponents 4 squares away, Surrounded by enemies. itcan guide its 
‘mount’ attacks against the same foe that it attacks, hoping to take 
him out ofthe combat entirelyjor ican attack one foe and encour: 
age the worm to bite (and try to swallow) another while it stings. 
third enemy with its venomous tail. Combat can be a tactical game] 
inand of itself, filled with good and bad decisions. 

You need 1o play each NPC appropriately. A combat-savvy fight-| 
cx with a fair Intelligence scote isn going to allow his opponents) 
to get attacks of opportunity unless he has to, but a stupid goblin 
might. A phase spider with an Intelligence of 7 might figure thar 
phasing in behind the dexterous wizanl he’ fighting is the best 
course of action (since the wizard blasted him with a magic missile 
spel lst round), but an ankheg (Intelligence 1) might not know 
which character is the biggest threat 


Adjudicating Actions Not Covered 
‘While the combat actions defined in the Player) Handbook ate 
‘numerous and fairly comprehensive, they cannot begin to cover 
‘every possible action that character might want fo take, Your job 
is to make up rules.on the spot to handle such things. In genera, 
use the rules for combat actions as guidelines, and apply ability 
checks, skill checks, and (rarely) saving throws when they are 
appropriate 

‘The following are a few examples of ad hoc rules decisions 

+ Reinforcements show up to help the bughearsthat the adven: 
turers.ate fighting, Tordek can hear these newcomers attemps 
ingto open the door to get in. He races to the door and ties 0 
hold it shut while the others finish off the foes in the room, If 
it were a normal door, you might call for an.opposed Strength 
check between Tordek and the bughears pushing on the door 
Since the door is aleady stuck, however, you decide that the 
bugbears must first push it open and then (f they. succeed) 
make an opposed check against Tordek, 

+ A-monk wants to jump up, grab.a chandelier, and swing om it 
intoanenemy. You rule chata DC.13 Dexterity.checkallowshe 
monk to grab the chandelier and swing. The player asks ifthe 
‘monk can use his Tumble skill an you let hir, Ruling that the} 
swing is somewhat like charge, you give the monk a +2 bonus 
‘onthe rll to se if is dramaric swinging attack succeeds 

+ Avorcerer readies a spell so thathe casts it as soon as he sees a 
beholder's small eyes shoot rays (He decides thisisthe best way 


for him to determine whether the beholder’ antimagic ray is 
curently active.) That means, however, that the rays need t0) 
hhave actually fred before the spell is cast (che spell cant go, 
Ihefore the rays in this case), Still, the sorcerer needs to knot if 
hh gets his spell cast before he's struck by the dangerous rays 
‘You rule that ifthe sorcerer can beat the beholder in an opposed 
1 check; he can get the spell off. The sorcerer makes a Wisdom, 
check, and the beholder opposes that with a Dexterity check, 


Combat Actions auiside Combat | 
‘As a general rule, combat actions should only be performed in] 
‘combat-—when youre keeping track of rounds and the players are 
acting in initiative order, Youll find obvious exceptions to this 
rule. For example,a cleric doesnt need to toll nitative to caste 
light woundson.afriend after the batle's over. Spellcasting and skill | 
use are often used outside combat, and that fine. tacks, readied 
actions, charges, and other actions are meant ro simulate combat, 
however, and are best used within the round steucture 

‘Consider the follwing situation: Outside combat, Lidda de: 
Joides to pull a mysterious lever that she has found in a dungeon 
room. Mialee, standing right next coher, thinks that Lida sud 
den plan isa bad one, Mialce tiesto stop Lida. The best way 10, 
handle this sitvation is by-using the combat rules as presented. 
dda and Mialee col iniiaive. If Liddla wins, she pulls. the lever. 
1 Mialee wins, she grabs Lidda, requiring a melee touch atack (a 
if starting a grapple, Lf Mialee hits, Lidda needs co determine 
‘whether ornot she resists (Since Mialee is. good friend, grabbing, 
Liddas arm might be enough to make her stop) If Lidda keeps] 
trying to pull the lever, use the grapple rules to.determine. 
whether Mialee can hold Lidda back 


Adjudicating the Ready Action 
The ready action is particularly open-ended and requires that you 
rake the players using it be as specific as possible about what 
their characters are doing, Ifa character readies a spel so.that i 
will be cast when a foe comes at her, the player needs to specily 
the exact spell—and youire justified in making the player identify 
specific foe, either one that the characteris currently awate of or 
cane that might come at her froma certain direction, 

‘fa character specifies axeadied action and then decides not to 
perform the action when the conditions are met, rhe standard rule 
{sthatthe character can heep hisaction readied. Because combat is 
often confusing and fast, however, youte within your rights 10 


ee 


VARIANT: AUTOMATIC HITS AND MISSES 
The Player's Handbook says that an attack rol of natural 1 (the 20 
comes up 1) Is always a miss. A natural 20 (the 420 comes up 20) is 
always a hit 

This rule means that the lowliest kobold can strike the most 
magically protected, armored, dexterous character on a roll of 20, 
It also means that regardless of a warriors training, experience, 
and magieal assistance, he still misses a given foe at least 59% of 
the tlme. 

Aadifferent way to handle this isto say that @ natural 1 is treated as 
‘roll of -10, Somecne with an attack bonus of +6 nets 2-8 result, 
whieh can't hit anything, Someone with a +23 attack bonus rolling 2 
Would hit AC 13 or lawer. At the other extreme, a natural 20s treated 
3 roll of 30. Even someone with a -2 attack penalty would hit AC 28 
With such a oll 


VARIANT: DEFENSE ROLL 
More randomness can sometimes eliminate the foregone conclusion 
‘of a high-level character who always hits, er 2 lowlevel one who never 
has a chance, A good way to introduce this randomness isto allow (or 


force) characters to make defense rolls, Every time a character Is 
attacked, rather than Just using his neverchanging, static AC, he 
makes « d20 roll and adds it to all his AC modifiers. Every attack 
becomes an opposed ral, with attacker and defender matching their 
‘modified alls against one another. (One way to look at its that with 
‘out the defanse roll, characters are “taking 10" on the rol each round, 
and thus are using a base of 10 for Armor Class.) 

‘The defense rol can be expressed like ths: 

1620 + (AC 10) 

For example, a paladin attacks an evil fighter. The paladin rolls a 13 and 
adds his attack bonus of +10 fora result of 23, The fighter makes his 
defense roll and gets «9, He adds his defensive bonuses (all the things 
that modify AC, ineluding armor), which amount to-411. The fighter's 
result is 20, less than 23, so the paladin hits 

This variant rule really comes in handy at high levels, where high 
level fighters always hit with their primary attacks, and other characters 
rarely do, Unfortunately, it can slow down play, almost doubling the 
‘number of rolls in any given combat. A compromise might be to have 
tach defender make a defense roll once in around, using that same 
total forall attacks made against him in that round, 


‘make it litle harder on the character who readies an action and 
doesnt take that action when the opportunity presents itself, You 
have two options, 
* Allow the character to forgo the action atthe expense of losing 
the readied action. i 
+ Allow the character teattempta DC 15 Wisdom check ro avoid | 
taking the readied action. Thus ifa character covers door with | 
a.crossbow, he can make-a Wisdom check to keep from firing. 
[the crossbow when his friend comes through the doar. A) 
successful check means that he doesnt fire at his friend, and is 
still ready 10 shoot the. ghoul. chasing the friend. A failure 
‘means he completes the action he.teadied and shoots the first 
creature through the door—his friend 
‘Smart players are going to learn that being specific i often bet- 
ter than making a general statement. Ifa characteris covering a 
door with a crossbow, he might say, "I shoot the frst enemy that 
comes.through the door Although players can benefit from 
jbeing specific, you should decide if certain set of conditions is). 
00 specific. "cover the door with my crossbow so that I shoot the 
first unwvounded ghoul that comes through’ might be too specific, 
‘because its not necessarily easy to tell an unwounded ghoul from 
wounded one, especially when the judgment must be made in an 
{nstant. Ultimately, it your call 
Dont allow players to use the ready action outside combat 
While the above examples are all acceptable in the middle of an 
encounter, a payer cannot use the ready action to cover a door 
|with his crossbow outside combat, Its okay fora player to state 
{that he covering the door, bur what that means is that if some: 
{thing comes through the door heS unlikelyto be caught unaware 
{ithe character coming through the door wasrit aware of him, he 
| gets un extra standard action because he surprised the other chat 
Jcter, nd so he can shoot the weapon. Otherwise, he stil needs to 
}roll initiative for his character normally. 


ATTACK ROLLS. 

Rolling ad20 to see ifanatack hits isthe bread and butter of com 
bat encounters. It's almost certainly the most common die rol in 
any campaign. Because of tha, these rolls run the risk of becom: 
ng boring, When # toll as exciting and importantas one that 
determines success oF failure in combat becomes dull, youve got| 
todo something about it. 

Attack rollscan be boring ifa player thinks tha hitting i fore 
‘gone conclusion or that his character has no chance to hit, One 


BEHIND THE CURTAIN: CRITICAL HITS 

Critical hits are in the game to add moments of particular excitement. 
Critical hits, however, ate deadly, The PCs, over the course ofa single 
{game session, let alone a campaign, are subject to many more attack 
rolls than any given NPC. That makes sense, since the PCs are in every 
battle, and most NPCs are in just ane (the one in which the PCs defeat 
them, usually). Thus, more eritical hits ate going to be dealt upon any 
single PC than any single NPC (and the NPC was probably not going 
tosurvive the encounter anyway). Any given PCs more likely to survive 
an encounter—but a critical hit against the character can change all 
that. Be aware ofthis potential, and decide how you want to deal with 
Itahead of time. 

The reason that critical hits multiply all damage, rather than just the 
dle roll isso that they remain significant at high levels. When a high 
level fighter adds +5 to his damage rol fom magic and +10 from his 
‘magically enhanced strength, the result of the 148 damage roll from 
his longsword becomes trivial, even if doubled by a critical hit. 
Multiplying all damage, the roll and the bonuses, makes critical hits 
particularly dangerous. In fact, they can completely determine the 
course of a battle if one or two are dealt. That's why they make the 


way thatthe rules addess this potential problem is by providing 
decreasing attack bonuses for multiple attacks. Even if a charac 
ter primary attack always hits whatever he fights, that noc rue 
of his secondary or tertiary attacks, 

(One thing that can keep attack rolls from becoming humdrum 
|is good visual description ts not just ‘a hit” ita slice across the 
«dragons neck, bringing forth a gout of foul, draconic ichor. See 
below for more advice on description. 


hitical Hits | 
When someone gets a 20 on an attack roll, you should be sure 10 
point out that cis isa threat, not a critical bit. Calling ita critical 
hic raises expectations that might be dashed by. the actual critical 
roll: When.acritical hit is achieved, vital spot on the creature vas, 
hit. Thisis an opportunity for you to give the players some vivid 
description to keep the excitement high: "The mace blow hits the 
ore squarely on the side ofthe head. He lets outa groan, and his 
‘knees buckle from the impact” 

Certain creatures ate immune to critical hits because they do 
‘not have vital organs, points of weakness, or diferentation from 
‘one portion of the body.to another. A stone golem is.a solid, 
humatshaped mass of rock. ghost is all insubstantial vapor. A. 
‘ay ooue has no font, no back. and no middle. 


DAMAGE 
Since combat is big part of the game, handling damage isa big. 
part of being the DM, 


Nonlethal Damage ] 
‘When running.a.combat, make sure that you descxibe.non: 
lethal and lethal damage differently. The distinction should] 
be clear—both in the players’ imaginations and on sheie.char: 
acter sheets 

Use nonlethal damage to your advantage It san invaluable tool 
\fyour adventure plans involve the PCs’ capture or defeat, but you 
ddont want to rsk killing them. However ifthe PCs’ opponents are 
dealing nonlethal damage more often than not,the playets begin 
to lose any feeling of their characters being threatened, Use non: 
lethal damage sparingly, but to good effect. 

Players, in general, hate for theit characters to be capruted 
When your NPCs start dealing nonlethal damage to the charac 
ters the players may actually get more worried than if chey were 
taking lethal damage! 


{game both more interesting and more uncontrollable. 

Remember, critical hit feels tke a lt of damage, but the difference 
bbetween a double-damage critical hit and a normal hit Is no greater 
than the difference between a miss and a hit. Taking a triple-damage 
critical it, however, slike getting hit an extra two times, and taking 2 
quadruple damage critica hit s Ike getting hit an extra three times, 

The weapons inthe Player's Handbook are balanced with the follow 
Ing idea in mind: Good weapons that deal triple-damage critical hits do 
50 only an a 20. Good weapons that deal double-damage critical hits 
do 50 on a 19-20, Axes are big and heavy. They're somewhat difficult 
to use efficiently, but when ane does, the effect Is devastating. An 
‘executioner uses an axe for this reason. Swords, onthe other hand, are 
more precise—sword wielders get in decisive strikes more often, but 
they're not as crushing as those deat by axes. A few other factors are 
considered as well (reach, the ability to use a weapon as a ranged 
weapon, and more), but for the most part, this is the basic rule of 
thumb. Thus, i would be a mistake to add to the weapon list some 
‘new weapon that dealt triple-damage critical hits on a 19-20, (Results 
such a5 this might be possible through magic or feats, but should nat 
bea basic quality of any weapon) 


ee 


VARIANT: CLOBBERED. 

Ultimately, damage doesn't matter until a character Is unconscious or 
dead. It has no effect while she's up and fighting. It's easy to imagine, 
however, that she could be hit so hard that she's elobbered, but not 
knocked unconscious or dead, 

Using this variant, ifa character takes half her current hit points in 
damage from a single blow, she is clobbered, On her nest turn, she 
can take only a standard action, and after that turn she is no longer 
clobbered 

This variant will often lead to slighty faster fights, since taking 
damage would somewhat reduce the ability to deal damage. It 
would also increase randomness by increasing the significance of 
dealing substantial but less than lethal damage. It would also 
‘make hit points more important; clerics would want to cure fight 
cers long before fighters are at risk of dying, because they might be 
at risk of being clobbered, Finaly, it may be easier for a superior 
combatant to get unlucky. That fact could hurt PCs more than 
NPCs jn the long run, 


VARIANT: 

MASSIVE DAMAGE BASED ON SIZE 

Ia creature takes $0 points of damage or more from a single attack, 
she must make a Fortitude save or die, This rule exists primarily as a 
riod toward realism inthe abstract system of hit pont loss, As an extra 
touch of realism, you can vary the massive damage threshold by size, 
so that each size category larger or smaller than Medium raises or 
lowers the threshold by 10 hit points, This variant hurts halfling and 
gnome PCs, familiars, and some animal companions. It generally 
favors monsters, 


Se oF D T S$ M tL HG ee 
Damage 10 20 30 40 50 60-70 80-90 


VARIANT; DAMAGE TO SPECIFIC AREAS 

Sometimes, despite the abstract nature of combat, you'te going to 
want to apply damage to specific pats of the body, such as when 3 
character's hands are thrust into flames, when he steps on caltrops, or 
when he peeks through a hole in the wall and someone shoots an 
arrow into the hole from the other side, This situation comes up most 
frequently wth devious traps meant to chop at fet, smash fingers, or 
the lke) 

‘When a specific body part takes damage, you can apply a ~2 
penalty to any action that the character undertakes using that 
portion of his body. For example, (Fa character's fingers get slashed, 
Fhe makes attacks rolls witha weapon in that hand at -2 and he rakes 
4-2 penalty on skill checks involving the use of his hands, Ifa char 
acter steps on a caltrop, he takes a 2 penalty on skill checks involv 
ing the use of his feet (in addition to the effects described In the 
Player's Handbook) 

Chapter 8 of this book defines some effects of damage to specific 
body parts, such as what happens when a character is blinded or deaf. 
ened, n addition to that information, use the table below as a gulde to 
What rolls are modified by injuries to what body parts. 

This penalty lasts until the character heals, either magically or by 
resting. For a minor wound, such as stepping on a caltrop, a DC 15, 
Heal check, 1 point of magical healing, or a day of rest removes the 
penalties 

You can allow a character to make a Fortitude save (OC 10 + 
damage taken) to "tough it out” and ignore the penalty, Also, these 
penalties shouldn't stack—two hand Injuries should not impose a 
~4 penalty 


Damage Affects: 
Climb, Crafe, Disable Device, Escape Artist, Forgery. Heal, 
(Open Lock, Sleight of Hand, and Use Rope checks; attack 
rolls. 


‘arm Climb and Swim checks; attack ros Stength checks 

Head Allattack rolls, saves, and checks. 

‘One eye Appraise, Cra, Decipher Script, Disable Device, Forgen, 
‘Open Lock, Search, Sense Motive, Spellera, and Spot 
checks Survival ehecks (fr tracking) initiative checks; 
Dexterity checks ranged attack rls; Reflex saving throws. 
Severe damage to both eyes causes a character to become 
blinded 

One-ear Listen checks; native checks. Severe damage to both ears 
‘causes a character to become deafened, 

Foot/Leg_ Balance, Climb, jump, Move Silent, Rie, Swim, and 


Tumble checks; Reflex saving throws: Dexterity checks 


VARIANT: WEAPON EQUIVALENCIES 
The party slays-a drider armed with magic short swords, The party's 
halfling rogue is delighted, Even the party's human ranger wants one 
‘ofthe swords, As DM, you genty remind them that while they are short 
‘swords they are Large weapons (see Weapon Categories on page 112 
‘ofthe Players Handbook), The human ranger can use one of ther as 
1 one-handed weapon at a-2 penalty, and the halfling rogue can use 
fone as a two-handed weapon at a ~4 penalty 

The rules on weapon categories are based on the idea that most 
weapons do not look like smaller of larger versions of other weapons, 
‘nor are they used in the same fashion, The shape of a longsword 
reflects Its primary use; it is not simply a big dagger. This variant 
‘suggests weapon equivalencies for DMs who wish to offer thelr play 


fers more utlly fiom monster weapons. If a weapon has an equiva 
lent, character proficient inthe equivalent can use the weapon with 
‘0 penalty. 


( the table below, find the Medium weapon in question inthe left 
column and then read across tothe size ofthe creature n question, 
For instance, a Medium battleae is equivalent in this system to a 
Large handate, Alternatively, ind the size ofthe wielder and read down, 
the colurnn until you Find its weapon, The weapon column then shows 
what is equivalent fora Medium character. For example, a Large battle 
ave Is equivalent in this system to a Medium greataxe 


WEAPON EQUIVALENCIES 


Medium Site of Equivalent Weapon 

Tiny Small Large 

- Greate Handae 

— Greatelub Sap 

Longsword Short sword — 

Spear Shorispear 
Flallheawy = lal ight 
Fla ight = Fla heavy — 
Greatase - = Batleme 
Greatelod — — Club 
Greatsword = = Longsword 
Handaye Greataxe —_Battease = 
Longsword = Greatsword ——Shortsword 
Mace, heavy — — Mace, light 
Mace light — Mace, heavy — 
Pick, heavy — — Pick light 
Pick ight — Pek heany 
Shortspear  — Spear Dart 
Short sword Greatsword —Longsword Dagger 
Spear = = Shortspear 


‘A sap deals nonlethal damage. 


You can rule that certain damaging effects deal nonlethal 
damage when it seems appropriate. For example.a variant rule 
given in Chapter 8 (page 303) states that yot.can make the first 
1d6 of falling damage nonlethal damage, You can do s0.0n a case 
by-case basis if you wish, Ifa villager throws a rock at a knight, 
that also might be nonlethal damage. Certain types of damage, 
however, should never be nonlethal damage—puncturing, 
{wounds and most damage from.energy attacks, such as fire. 


EFFECT OF WEAPON SIZE 
‘When weapons change size, many other factors change at the 
same. time. The Players Handbook discusses the effect of size on 
weight and cost. According to Weapon. Qualities on page 114 of 
that book, costs given are for Small andl Medium versions of the 
‘weapons. Large versions cast twice as much. The same section says 
to halve the given weight for Small versions, and double it for 
Large versions. 

To calculate the damage a larger- or smaller-than-normaly 
| weapon deals, first determine how many size categories it changes 
from Medium, A longsword (normally Medium, commonly used 
‘by Medium beings) the hand of 1 Huge cloud giant increases 
two size categories. For exch category change, consult the accom 
panying tables finding the weapon's original damage in the left 
column and reading across to the right to find its new damage 


‘TABLE 2-2: INCREASING WEAPON DAMAGE BY SIZE 


Medium ‘Number of Size Categories Increased 

[Damage One wo Thee Four 
v2 13 164 1d6 18 
1d 1d4 146 1d8 236 
134 16 V8 26 36 
16 108 246 36 446 
ry 26 6 Ad6 646 
1410 28 38 48 648 
iia 36 446 646 

24 26 3d6 446. 

26 36 446 646 

2d8 38 4d8 648 

2410 add 648 Ads 


VARIANT: INSTANT KILL 

When you or a player rolls a natural 20 on an attack ola critical rll 
Is made to see if eritical hit is scored. If that critical roll is also a 20, 
thats considered a threat foran instant kill Now a third roll, an instant 
kil rll, is made. iF that cll scores a hit on the target in question Gust 
'ke @ normal critical rol after a threat), the target s Instantly slain, 
Creatures immune to critical hts are also immune to Instant kil 

‘The instant kil variant only aplies to natural 20s, regardless of the 
Unreat range for a combatant or weapon, (Otherwise weapons, feats, 
and magical powers that improve threat ranges wuld be much more 
powerful than they are intended to be) 

The instant kil variant makes a gare more lethal and combat more 
random. In any contest, an increase in randomness improves the odds 
forthe underdog, Since the PCs win most fights, a rule that makes 
combat more random hurts the PCs more than it hurts their enemies 


VARIANT: SOFTER CRITICAL HITS 

Instead of making ertical hits more lethal, you can make them less 
lethal, Do so by reducing each weapon's threat range one step 
Weapons witha threat range of 20 and a x2 multiplier deal no critical 
hits at all 


JECREASING WEAPON DAMAGE By SIZE 


‘Number of Size Categories Decreased 
One Two Three Four 
1 a 
1d 1 = 
ids 142 1 - 
144, 1d 1a2 1 
146 ide 1 rez 
a8 a6 da 143 
ado ida 16 1a 
146 ra 143. 1a 
idi0 1d8 1d6 ads 
206 1410 1d 1d6. 
248 2d6 110 1d8 


‘Aweapon can only decrease in size so far. Weapons that deal less 
than 1 point of damage have no effect. Once a weapon only deals 1 
| point of damage, its nota weapon fit shrinks further, 


SPLASH WEAPONS 
‘A splash weapon isa ranged weapon that breaks apart on impact, 
splashing or scattering its contents aver its target and nearby. crea 
tures or objects. Most splash weapons consist of liguids, such as 
acid or holy water, in breakable vials such as glass flasks. Attacks 
with splash weapons are ranged touch attacks. Attacking with 
splash weapons is covered on page 158 of the Players Handbook 
Refer to pages 128 and 129 ofthe Payers Handbook or specifics 
of certain splash weapons, 


AREA SPELLS. 

Spells that affect. an atea are not targeted on a single creature 
but ona volume of space,and thus must fit into the grid in order 
for you to adjudicate who is affected and who is not. Realize 
ahead of time that you will have to make ad hoc rulings when 
applying areas to the grid. Use the visual aids on pages 308:307 
and the following information as guidelines 

Bursts and Emanations: To employ the spell using a grid, the 
caster needs ro designate an intersection of two lines on the grid as 
the center ofthe effect. From shat intersection, it's easy to measure 
4 radius using the scale on the grid If you were 10 draw a circle 
using the measurements on the grid, with the chosen intersection 


Standard Softer Standard Softer 
Threat Range Theat Range Multiplier Multiplier 
20 = a - 
19-20, 20 4 2 
13-20 19-20 et 8 


This variant makes feats and magical powers that improve threat 
ranges less valuable, It slighty decreases the value of a monster's 
Immunity to critical hits, and it reduces randomness in combat 


VARIANT: CRITICAL MISSES (FUMBLES) 
If you want to made! the chance that in combat a character could 
fumble his weapon, then when a player rolls a1 on his attack rol, have 
him make a DC 10 Dexterity check. (fhe falls, his character fumbles, You 
need to decide what it means to furnbl, but in general, that character 
should probably lose a turn of activity as he regains his balance, picks 
upa dropped weapon, clears his head, steadies himself, or whatever, 
Furnbles are not appropriate to all games, They can add excitement 
of interest to combat, but they can also detract from the fun. They 
certainly add more randomness to combat, Add this variant rule only 
after careful consideration 


at the center, then ifthe majority ofa grid square lies within that 
circle, the square is apart ofthe spells area 

Cones: Determining the area of a cone spell requires that the 
caster declare a direction and an intersection where the cone 
stars. From there, the cone expands in a quarter circle. 

Miscellaneous: Using the rules given above, apply areas tothe | 
grid as well as you can. Remember to maintain a consistent num: 
her of affected squares in ateas that differ on the diagonal. 


BIG AND LITTLE CREATURES IN COMBAT | 


(Creatures smaller than Small or larger than Medium have special 

rules relating to position, These-rules concern the creatures 
“faces” or sides, and their reach, 

“able 2-4; Creature Sizes summarizes the characteristics of 
‘each ofthe nine size categories The Max. Height and Max, Weight 
columns are guidelines, not firm limits; for instance, almost all 
_Medium creatures weigh between 60 and 500 pounds, but excep: 
{tions can exist, The figures in the Space and Natural Reach | 
{columns are explained below: 

Space: Space is the width of the square a creature needs to 
fight without penalties (see Squeezing Through, below), This 
width determines how many creatures can fight side by side in a 
L0-foot-wide corridor, and how many opponents can attack a 
creature at the sime time. A creature’ space does not have a front, 
back, left, or right side, because combatants are constantly 
moving and turning in battle. Unless.a.cceature is immobile, it 
sffectively doesnt havea front ora left side—at least not one you, 
‘an locate on the tabletop. 

Natural Reach: Natural each is how far a creature can reach 
‘when it fights. The creature threatens the area within thalistance 
from itself. Remember that when measuring diagonally, every 
|second square countsas2 squares. The exception isa cteanure with 
Lo-foot reach It threatens rargets up 102 squares aways including a 
2esquare distance diagonally away from ts square. CChis fs an 
‘exception to the rule that 2 squares of diagonal distance is meas 
cured as 15 feet) 

‘Ava general rule consider creatures to be as tall. as theit space, 
‘meaning that creature can reach up a distance equal tits space 
plus its reach, 


Big Creatures 
Large or larger creatures with reach weapons ean strike out ro 
double chetr narural each but cant use thelr weapons at theie nat 
‘ural reach or less. 

‘Aceeature.may move through an occupied square if tis three 
size categories or more larger than he occupant. 


TABLE 2-4; Creature Sizes 


Max Max Natural Reach 
Sine Height! Weight? Space (Long) 
Fine Gin 1/8 Wah OR Of 
orless or less 
Diminutive 1. Ib, 1h Ok OR 
Ty 2k BAA ORO, 
Smal 460, SAR SSR 
Medium fe 500, SR SAS 
Large 16, 4000/6101 S 
Huge 32 320008 SR ISTO 
Gorgantvan 64. 250.000/b. 20. 20, _15 ft. 
Colossal G4 25000016, JR, S020, 
ormote ofmore — ormore of more ot more 


1 Biped's height, quadruped's body length. (nose to base of tal) 

2 Assumes thatthe creature is roughly as dense as a regular animal. A 
creature made of tone will weigh considerably more. gaseous 
creature will weigh much ess 


Very Small Creatures 
Tiny, Diminutive, and Fine creatures have no natural reach. They. 
must enter an opponent’ square (and thus be subject to an attack: 
of opportunity) in order to attack that opponent in melee) 
unless they are armed with weapons that give them at least fet 
Jofreach 
Because Tiny, Diminutive, and Fine creatures have no natural 
reach, they do not normally get attacks of opportunity. Specific 
creatures may be exceptions, and some may carry reach weapons 
that do threaten adjacent squares. } 


Mixing It Up 
“Two creatures less than two size categories apart. cannot occupy. 
the same spaces in combat except unde special circumstances fot 
cramer rapping ding mount or fonels unconscious 
or dead) 

‘Creatures two size categories apart can occupy the same space 
‘without special circumstances. Half the normal numbet of crea: 
sures can occupy the space as usual (fractions are not allowed). 

Creatures may occupy the same square if they are three oF more 
size categories different For instance, a human could occupy.one. 
ofthe squares also oceupied by.a purple worm, 

Example: A human (Medium) fights cloud giant (Huge). The 
‘human occupies single space, The cloud giant occupies roughly 
‘ine spaces the human tried to occupy one.ofthe giant’ spaces, 
‘up to half as many humansas normal could it since the creatures 
ate two size categories apart, Since that only.amounts to one-half 
of « human, the human cannot occupy ons-of the giant's spaces | 
without grappling 

Example: A halfling (Small) fights the same cloud glantthe 
halfling like-she human, occupies a single space. Ifthe halfling. 
tries to occupy one-of the giants cubes, the normal number. 
hualflings (one) could fi, since the creatures are three size cate: 
gories apart. 

‘fa creature is in a least one ofthe spaces occupied by.a larger 
creature when that creature moves out of that space.without 
taking a foot adjustment or a withdraw action, then the smaller 
cteanuce gets attacks of opportunity against the departing creature 

Since a cteature can attack into its.owen space (unless armed 
With a reach weapon), a smaller creatute in one ofthe spaces cu: 
pied by another creature cannot take a withdrawal action 

‘Anyztime more than oneallied creature occupies an opponents 
space (either in the same square on the grid ori separate squares), 
sd creatutes provide each, other with the benefit of flank: 
ling. Ifa creature occupies pat of an opponent’ space it provides 
flanking toall allied creatures outside the opponent’ space. 

xample:A colony of stirges (Tiny) atacks « human (Medium), 
Up to four Tiny creatures can occupy:the same space. They are to 
size categories apart from a human, so up to two Tiny stirges ean 
‘occupy the same space asthe human.and they provide each other 
with flanking against the human, 

ample: A squad of halflings (Small) attacks a bulerte (Huge), 
The bulete takes-up.a space three squares across. Since the haf: 
lings are thtee ot more size categories apart from the bulete, they 
‘can enter the space the buletteoccupies. Each halfling can only 
‘occupy one space, but the bulerte occupies nine squares, 50 up 10 
nine halflings ean occupy the sime space as the bulette. The hal: 
lings provide each other with flanking 


Squeezing Through | 
‘A creature can squeeze through a space as narrow in widthasone-| 
half is space. While doing so, it moves at half its normal speed. It] 
takes a4 penalty on atack rolls and a+ penalty 10 AC. While al 
cteatureis squeezing through a narrow space its not possible for 
cosher smaller creatures ro also occupy that space. 

‘A creature can.mave through a space witha ceiling as low as 
Talis height with the sime penalties (in spaces both narrow and 


low, double the penalties). Itcan mave through a space with cel 
{ng as low as one-quarter its height, but it must da so by going 
prone and crawling, The normal penalties. and restrictions for 
being prone apply, 

Standing in Tight Quarters 

creature may find itself standing atop a rocky pinnacle, fighting 
{fn the back of « wagon,or taking advantage of the cover: pro: 
[vided by a hole in the ground. In such eases, the creature's space | 
decreases to match the space available on the ground, but its a) 
|tacks are unaffected because its upper body isnt constrained. It 

|can.use its weapons and natural nach without penalties, 


“The whole game can be boiled dawn tothe characters trying 1 ac 
<complish various asks, the DM determining how difficult those 
|tasks are to accomplish, and the dice determining successor fale, 
|e. While combat and spellcasting have their own rules for how. 
Afficult asks are, skill checks and ability checks handle just about, 
‘everything else, 


MODIFYING THE ROLL OR THE DC 
Circumstances can modify » character's die roll, and they can 
'mofy the Dificuty Clas needed vo sueced 
Circumstances. that improve performance, such as having the 
{perfect tools for the job, getting help from another character, 
{and having unusually accurate information, provide a bonus on 
| the die rol 
{+ Circumstances that hamper performance, such as being forced 
[to use improvised tools or having misleading. information, 
provide a penalty on the die roll 

+ Circumstances thar make the task easier, such asa friendly aud 
ence or helpful environmental conditions, decrease the DC. 

+ Circumstances that make the tsk harder, such asa hostile aud 
ence or doing work that must be flawless, increase the DC 


THE DM’S BEST FRIEND 
‘A favorable circumstance gives character a +2 bonus on a skill 
‘check (or a~2 modifier to the DC) and an unfavorable one gives 

2 penalty on the skill check (or a +2 modifier to the DC). Take: 
special note of this rule, for it may. be the only one youll need. 

Mialee runs down a dungeon corridor, running from 1 
beholder, Around the corner ahead wait two ogres. Does Mialee 
hear the ogres getting ready to make their ambush? The DM calls 
for a Listen check and rules that her-running from the beholder 
makes t less likely that she listening carefully:~2 penalty on the 
check, But one of the ogres is readying a portculis trap, and the 
[cranking winch of the device makes alot of noise: -2 modifier to 
[the DC. Also, Mialee has heard from another adventurer that the 
[ogres in this dungeon like to ambush adventurers: +2 bonus on 
the check. Her ears. ate still ringing from the shout spell that she 
cast at the beholder: 2.penalty.on the check. The dungeon is 
already noisy because of the sound of the roaring dragon on the 
level below: +2 modifier tothe DC. 

You can add modifiers endlessly (daing so ts not really a good 
thing, since it slows down play), but the point is. oer than the 
PCS Listen check modifier, the only-numbers thatthe DM and the 
player need to remember when. calculating all the situational 
modifiers are +2 and ~2, Multiple conditions add up 10 give the 
check total modifier and the DC afinal value 

| Going beyond the Rule: Irs certainly acceptable 10 modify 

{this rule. For extremely favorable or unfavorable circumstances, 

{you.can use modifiers greater than +2.and less than ~2. For 
‘example, you can decide that a task is practically impossible and. 

modify the rll othe DC by 20, Feel free ro modify these numbers 

as you se fit, ising modifiers from 2t0 20, 


DELINEATING TASKS 
A tasks anything that requires a die roll. Climbing half ones 
speed isa.task.as.is making a pot, despite the fact that one task 
takes seconds and the other hours (or even days) 
|_A-single task can encompass any of the following activities. 
[5 Moving a set distance (as covered ina skill description), 
[+ Making one item. 
+ Influencing one person, creature, or group (DM decides if 

NPCs are acting as individuals or asa group). 

+ Dealing with one object (opening a doot, breaking.a board.| 
tying a rope, slipping out of a manacle, picking-a lock), 

+ Determining ot acquiring one piece of information. 

+ Searching or tracking over one area (as described in a skill or 
feat description), 

‘+ Perceive-one sotind or sight (DM decides ENPCs ate acting as 
individuals or as group) 

Different skills handle ask delineation in different ways_tn 
Tfact, the sume skill may handle tasks in different ways depending 
Jon what the character is doing. For-example, Heal allows the 
healer to make one character stable oF to assist in a groups overall 
healing rate over a night's rest, Both of these are single tasks, 
requiring only one roll 

‘Sometimes, however, «task requires multiple rolls, You must 
decide, for example, ia character attempting t0use Sense Motive 
‘ona group of ogres must treat them asa group (one roll) oras ind 
viduals (a different roll foreach ogre). 

1f two different groups approach a character from a. distance, 
hhc has to make two different Spor checks to see shem if you have 
decided that they are indeed different groups. J£a character 
searches one wall using the Search skill, he might find several 
objects of importance—but you decide that each such abject. 
requires a separate roll, In such a case, you should make the rolls 
beyond the first one in secret. Asking the player to.make more 
than one roll atthe same time gives him information that he 
shouldnit have 

‘Afew examples of long-term duties (and how many tasks they 
comprise) follow: 

Character on Watch: The rst ofthe party sleeps while Mialee 
takes the watch, The DM.asks for Listen check about half an 
hour into her watch, and she succeeds. She heats a rustling nolse 
imthe neatby bushes (made by.a goblin that was trying to sneak up 
‘on the party), She decidesto investigate, and the DM calls for a 
‘Spot check opposed by a Hide check from the goblin, Mialee dis 
covers.nothing (the goblin successfully.conceals itself), so she 
goes back to where she was keeping watch. Later, the DM asks for 
another Listen check (as the goblin once again tres to move in), 
and she succeeds again. This time she catches the goblin and alerts 
the rest ofthe party to deal with the foe. Eventually they go back 
to sleep, and she goes back on-watch. Later, the DM calls for 
another Listen check, even though he knows theres nothing to 
hear this time 

The duity of being on watch required three Listen checks, be 
cause.the watch was broken into three segments—at the frst 
appearance of the goblin, upon checking for the goblin the second 
time,and afterthe goblin was dealt with 

Riding: Soveliss rides his horse along rocky terrain, making no 
roll to perform this mundane task. He guides it down intoasteep. 
gully, and-you call fora DC 10 Ride check to do so, At the bottom, 
‘of the gully, an ovwibear menaces a wounded centaur. The ranger) 
spurs his mount into the fray, making no roll ro.do so, Once in| 

{battle the owbear slashes at the ranger with a powerful claw. You | 
call fora Ride check for Soveliss to stay.on the horse,and another) 
one to keep the now-panicking horse from running off. The] 
‘ranger sueceeds.on both checks, and then decides to leap out of 
the saddle and fight the beast, requiring a DC 20 Ride check 

{Soveliss succeeds again, meaning that he dismounts without 
falling and moves to engage the owlbeat. 


‘TaBLe 2-5: DIFFICULTY CLASS EXAMPLES 
De Example Rl (Key Ability) ‘Who Could Do it 
10 Hear the sounds ofa pitched batle Listen (Wis) ‘Acommoner on the other side ofa stone wall 
(0__Trackten hil giants across a muddy field Search (Int) ‘The village fool hustling at fll speed at right 
5 Climba knotted rope limb (St) ‘An average human carrying a 75-pound pack 
5. Hear people talking on the other side ofa door Listen (Wis) ‘An absent-minded sage being distracted by ales 
1 Rumor charge down steep stairs Balance (Dex) Atstlevel rogue 
10 Follow tracks of fften ores across.firm ground Search (Int) A stievel commoner 
10 -Ransack aches ull funk to find a map Search (Int) {AYstlevel commoner 
10 Trea firm knot Use Rape (Dex) A Istlevel commoner 
10 Find out the current gossip Gather information (Cha) A Tstlevel commoner 
11!__ Avoid being tripped by a wolf — (Str or Dex) A lstlevel commoner 
12. Assess the value fa sliver necklace Appraise (nt) Alstlevel rogue 
13 Resist the command spell Will save (Wis) A Vstlevel wizard ora lowlevel fighter 
13 Bash open a simple wooden doar =(s") fighter 
15 Makea dying friend stable Heal (Wis) A stlevel cleric 
15 Make indiferen people friendly Diplomacy (Cha) Atstleve paladin 
15 Jump 10 fet (with a running start Jump (St) A stleve fighter 
15 Tumble pasta foe Tumble (Oe) Alowlevel monk 
15! Geta minor lie pasta canny guard flu (Cha) Alstleve rogue 
16 Identify a steve spell as itis being cast Spelicraf (In) ‘Awizard (but not anyone untrained in spells) 
17! Resist a 10th-level vampire’s dominating gaze Will save (Ws) A lowievel monk ora high-level fighter 
V8 Bash open a strong wooden door = (sin) ‘An enraged halfore barbarian 
VW Cast fireball while being shot with an arrow Concentration (Con) Alawevel wizard 
20 Notice a typical secret door Search (int) A smart steve halfelf rogue 
20 __ Notice a scrying sensor = (int) Aowevel wizard with nt 12 or higher 
20 Notice an invisible creature moving nearby spot (Wis) ‘Alowevel ranger 
20___ Pick avery simple lock ‘Open Lock (Dex) ‘Adexterous, 1stlevel halfling rogue (but not anyone 
untrained at picking locks). 
20 Find out what sorts of crimes the baron’s Gather Information (Cha) A lowslevel bard 
daughter has gotten away with 
20 Ayold falling into a pit rap Reflex save (Dex) ‘Armid-evel rogue or a high-vel paladin 
20 Walk tightrope Balance (Dex) ‘low-level rogue 
21, Raise a dire wolf cub Handle Animal Cha) A mideve anger 
21" Sneak quietly past a helicat 50 feet away Move Silently (Des) Alovwlevel rogue 
22) __Escape fom an owibea's clutches Escape Anist (Des) Alovlevel rogue 
23" Graba guard's spear and wrest tout of his hands Melee attack (St) ‘Amidevel fighter 
24 Resist the wl ofthe banshee spel Fortitude save (Con) A hgh-evel. fighter 
24% Shoot an armored guard through an artow sit Ranged attack (Oex) A ihvevel fighter. 
25 Notice that something's wrong witha friend Sense Motive (Wis) ‘Amidleve gue 
who's under a vampire’ contol 
25 —_Persuade the dragon that has captured you Diplomacy (Cha) Abightevel bard 
{that would be a good dea to let you go 
25 Find out froma citys inhabitants who the Gather information (Cha) ALhighseve bre 
power behind the throne is 
25 jump over an ore’s head (with a cunning start), Jump (St) ‘A2Othevel ranger wearing light armor ora midevel 
barbarian wearing ght armor (who relly only needs 
22 because his speed is higher) 
28 __Disable a ghph of warding Disable Device Int) Ahighlevel rogue (but nat anyone of another clas) 
30 Notice welbhidden secret door Search (nt) high-level rogue 
28___Bash open an iron door — (St) Aire giant 
23 Calm a hostile owlbear ‘Wild empathy (Cha) Ahighslevel druid (and only a druid o ranger) 
30. Hurtedly climb a slick brick wal Climb (St) Ahigh-level barbarian 
30 Read letter written in ancient Draconic Decipher Script (int) Aighvlevel wizard 
30 lek a good lock Open Lock (Dey. Ahighslevel rogue 
43 Tracka goblin that passed over hard roeks Survival (Wis) ‘A 20tvlevel anger who has maxed out his Survival 
‘i week ago, and it snowed yesterday shill and has been fighting goblinoids as his 
favored enemy since Tst level 
1 This number is actualy the average rollon the opponent’ opposed but sometimes saving throw, an ability check, or even an atack — | 
check rather than a fixed number rollThe ability that modifies the rl i in parentheses. *—" in this] 
|2.Actual DC may be highetotlower depending on the.castet.or ability. __calumn-means that the check san ability check and.no hil ranks, 
set. base save bonuses. or base attack bonuses. apply. 
3 This isthe target’ adjusted Armor Clas. Wha,Could Dot: An example ofa character that would have about 2 
DC: The number a character needs fo rll o succeed 5034 chance to succeed, When this entry names a character by class, 
Example: An example ofa task with that OC. itassumes thatthe character has the skill in question. (Other 


Roll (Key Ability): The rll the character makes, usualy a sil check, characters might have a better or worse chance to succeed ) 


Riding a mount doesnt normally require rolls. Only riding inwo” always award the character a +2 bonus for favorable conditions. 
difficult terrain or performing a specific task involving riding _Ir's good to reward a character who has knowledge that allows 


requires rll hher to ask specific qu 


‘Tracking: Soveliss is following a giant scorpion acrose the ithe kobold’s actually not in rhe room, but a closker waits in 
desert. He follows the vermin for 3 miles, making a Survival| [ambush on the ceiling, the character has no special knowledge 


check each mile, bt racking in the soft sand iseasy Shortlyafter| _|and gains no bonus, She doesnt get a penalty, either—dont 


the third mile, a windstorm comes up, Soveliss waits it out, and it) _|penalize specific questions. If both the kobold and the cloaker 


passes after an hour, Now he must make afourth check ro see if| _lare in the room, two Spot checks are required (unless the mon 
he can pick up the trail in the wind-tossed sand. This check is of| _ sters are working together as a group, which is highly unlikely 
course mote dificult than the earlier ones, as are all subsequent] _"The character gets 9 +2 bonus on the chi the kobold 


checks until the tracker gets to the place where the scorpion was! _Jand no bonus on the check to spot the cl 


when the storm passed, 
Normally, tracking rec 


ineea Survival check each mile, bata ~OEGREES OF SUCCESS 


Soy 
pe 
26 ‘Sudden change in situation can require an additional rol When determining how much information a skill check or abil 
$2 Sneaking? Lidda is meshing through x dungeon filled with ity check gives a character, the degre of success imporsant 
soe hobgoblins. She must pass by an open doorway beyond which isthe task. For example, an invisible assassin sneaks upon acer 
a room.where the brutes are drinking from a keg of ale. She. The cleric makes a Listen check opposed by the assassins Move 
B 8 PP 


makes # Moye Silently check, and the hobgoblins make oppoyed | Silently check, and the cleric is successful. You could describe 


Listen checks, but they're not paying much attent 
ing sneaks by easily, The hobgoblins arent even | 


1,80 the half-| {this success to the player of the cleric in many different wat 


king ar the) {including these 


0 no Hide check is required. To get out, however, she must| 1+ “You heard a noise and you know something's out there, bu 
pass right through a guard room, She must make a Hide check to 
keep to the dark shadows anew Move * "X 


Silently check (new because the listeners are different individu ame from 


heard a noise, It sounded like a person moving, and ir 
there 


als, plus they're more alert) to get past the guards and through + "You heard a noise, You know there an invisible crearure 
the room, about 15 fet northeast of you, and you can target that crea 
‘A new Move Silently check is needed for each different group ture’ location with an attack 


th « Move Silently To 
check and a Hide check are needed when sneaking around. Some: the o 


that a sneaker is trying to avoid, Sometimes jetermine how much information 10 


posed check results (or for a non 


posed check, the 
times they’ not heck result and the DC), In the example above, you give the 


GENERAL VERSUS SPECIFIC alone bea Tag apmnana See brHaale SiO Origa DRL 
Somatimer pres wl 


around the room, Dol see achieved a greater success, and he gets the second answer, If he 


the room, exceeds the assassin’s check result by 20 or more, he ha 
Kkbehind the achieved a perfect success, and he gets 
corners, Do tgee 1?" In third answer. 


knowing shat I Just saw a kobold dart inside, 1 


chaie and the table, and in all the d 
woth cases, the DM replies, “Make # Spot check.” However, Degree 
the second example, the character 


success usually only apply when the amount of 


ferent depending 
ly 


as specialized knowledge of. information you have to give out can be 


the situation, She's asking specific questions. In such cases,] how well the character succeeds, Most of the time, th 


DEGREES OF FATLURE 


Usually failuce itself i a sufficient problem and does not need t 


Incorporeal wraiths 
Junge toward 


sam adventurer 
be co 


npounded. However, failure.can sometimes cause addi 
tional problems, such as setting offa trap or alerting a sentry (0 
the characters’ presence, When such consequences exist, acheck 
that fails by s or more causes them to occur. For example if 
Lidda the rogue misses a Disable Device check by 5 or more, she 
seas off the trap she’ trying to disable 
Skills that catry an additional risk on a failed 
check include the following, Other risks on a 
fai 


may apply, at your discretion 


ski) Risk 
Balance falling 
lim’ Falling 
Graft ui raw materials 
Disable Device Device triggers, ois not disabled 
Spot (reading lips) Receive false information| i 
‘Swim Sink below surface of water f 
Use Rope: Grappling hook fails in 144 rounds 
TAKING 10. 


Encourage players to use the take 10 rule, When a character is 
‘swimming or climbing along distance. for example, this rule ean 
really speed up play, Normally, you make a check each round with 
these movement-related sills, tif there's no pressure, taking 10, 
allows them to avoid making.a lot of rll just to get from point A 
to point B 


ABILITY CHECKS. } 
[The game has no.tules for trying to stay awake through the) 
night, writing down every word someone says without a mis: 
take, or opening the stuck lid of a container without spilling a 
single drop of its contents. However, in the course of an adver: 
ture any of these situations could potentially make or break an 
encounter. You have to be ready ro make up checks fo such non: 

standard activities, 

‘Using the example situations above, staying awake might be a 
Constitution check (DC 12, +4 for every previous night without 
sleep), with an elf character gaining a2 bonus on her check 
because an elf is only giving up + hours of trance instead of & 
hours of sleep, Writing down every word thatsomeone says would 
equite a DC 15 Intelligence check, and a DC.10 Dexterity check 
prior tothe Intelligence check would provide a.22 bonus on the 
toll, Opening the container would normally be a Strength check 
(DG about 17), and once that’s accomplished, a DC 13 Dexterity 
check isxequited to keep from spilling the contents 

The three kind of ability checks you could call for ro handle a 
nonstandard situation include the following, 

+ Asie check using an selevant ability (asin staying awake) 
*+ One ability check that, depending on che result, mightpauvide| 

4 modifier on another check involving a diferent ability asin 

writing down every wor 


+ “Riva ormoreseparate ability checks, usually involving different 
abilities, accomplish a multipart task (such as opening the] 
jug without spilling), am 
‘You can also_use.a combination of an ability check and a skill! 

{check in an appropriate situation, For example, when swimming 

in frigid ware, Lidda might have to make a Constitution check to 

avoid raking a penalty.on her Swim check, 
Decisions on howto handle nonstandard situations are left to 
your best judgment 


‘Adjudicating and varying saving throws worksa lot ike adjudicat 
{ng and varying skill and ability checks, 


WHICH KIND OF SAVE? 

Fortitude, Reflex or Will? When assigning something asaving 
Jtntow, use these guidelines. 

Fortitude: Fortitude saves reflect physical toughness, They 
Tincorporate stamina, ruggedness, physique, bull, metabolism, 
resistance, immunity, and other similar physical qualities. If it 
seems like something that a “tough guy” would be good at. ith a 
Fortitude save 

Reflex; Reflex saves reflect physical (and sometimes. mental) 
agility. They incorporate quickness, nimbleness, hand-eye coor- 
dination, overall coordination, speed, and reaction time. Cit 
seems like something that an agile person would be good at, 
a Reflex save, | 

‘Will: Will saves reflect inner strength, They incomporate will 
power, mental saility.the power of the mind, levelheadedness,| 
determination, self-confidence, selfawareness, the superego, and. 
resistance to temptation. If it seems lke something that a confi 
dent or determined person would be good at, ita Will save 


SAVE OR CHECK? 
‘A character slips und falls He tries to catch himself on. ledge, 
While another character reaching forward attempts to catch him. 
‘Ae these Reflex saves or Dexterity checks? 
The answer to the above question is Both The character at: 
tempting to save himself makes Reflexsave, The character tri 
to grab him makes a Dexterity check, 


VARIANT: SKILLS WITH DIFFERENT ABILITIES 
Sometimes a check involves a character's training (ski ranks) plus an 
Innate talent (abiliy) not usually assoclated with that taining, A skill 
check always includes skill ranks plus an ability modifier, but you can 
‘sea different ability modifier from normal ifthe character is ina situ 
ation where the normal key abiliy does not apply 

For eample 

«+ A-character is underwater and tres to maneuver by pulling himself 
slong some Improvised handholds. Since his body has natural buoy 
ancy (meaning he doesn’t need to pull as hard to lift himsel), the 
OM rules that the player should make a Climb check keyed to 
Dexterity rather than to Strength, 

+ A character ie trying to pick the best horse from several that a 
‘merchant i selling. Normally this would be an Appraise check, but, 
farnilasty wth horses ought to count for something. The OM lets 
the player use the character's ranks in Ride instead of ranks in 
‘Appraise and applies the character's Wisdom medifir (as normal 
for an Appraise check), 

+ A character needs to use main force to restrain a panicked horse 
[Normally this would call fora Strength check, but a character shied 


at handling animals ought to be able to use his knowledge to 
restrain the horse more easily, The OM lets the player add the char. 
acter’ ranks in Handle Animal (but not his Charisma modifier) to 
the Strength check 

+ A character has created a masterwork dagger as a gift for a visiting 
habe. He attempts to inserbe It with Intricate designs, The OM 
rules that this I a Dexterity check to which the character's ranks in 
Craft (weaponsmithing) apply. 

+ A characteris trying to climb a ladder to the bottom ofa very deep 
chute. Normally, the DM would cal for a Constitution check to see 
ifthe character can keep going, but he can also allow the player to 
add the character's ranks in Climb tothe roll 

‘These sorts of unusual situations are always handled on a case-by-case 

basis, and only as exceptions. The vast majority of the time, use the 

‘normal key ability, 

Remember that when you change the way a skill works in this fash 
lon, you should dictate when the change comes into play-—it's not up 
toa player to make this sort of decision. Players may try to rationalize 
why they should get to use their best ability score modifier wit a sill 
that doesn’t rormally use that ability, but you shouldnt allow this sort 
cof rule change unless you happen to agree witht 


Key Concept 1: Checks are used to accomplish something, 
while saves are used to avoid something. 

Key Concept 2: Check modifiers dont take into account 
character level or class level. Save bonuses always do. Ifa task 
seems like it should be easier fora high-level character, use a 
saving throw If itscems like the task should be equally difficult, 
for any two characters with the same score in the relevant), 
{ability, use a check. For example, opening a door is merely.a| 
[reflection of strength, not experience. Thus, i's a Strength] 

check, The middle ground is.a.skill check, such as a Balance] 
|check to avoid falling while running over broken ground. A. 
[Balance check takes level into account only ifthe character has 
sanks in the skill 


DIFFICULTY CLASSES 
Assigning DCs is your job, but usually the rules are straightfo 
ward The game has a standard rule forthe DC ofa saving throw. 
|against a spell, and creatures and magic items with abilities that. 
{force others 10 make saves always have that saving throw clearly 
[detailed (or else they function just like spells, and you use the 
spell rule), The gencral rules are as follows: 
Spells: 10 + spell level + casters ability modifier 
Monster Abilities: 10 + 1/2 monster’ Hit 
abllity modifier. 
Miscellancous: 10 t0 20. Use 15 as default 
‘As with checks, saving throw die rolls can be modified, 
{DC can be modified. See The DM's Hest Friend, page 30 


ithe middle range of levels (6th through 11ib), most charac- 
ters cast spels,and they all use magic items, many of which pro: 
|duce strange effects. Handling spells and effects well. often 
|the difference between a good game and a really good one 


DESCRIBING SPELL EFFECTS 
‘Magic is ashy. When characters cast spells or use magic items, 
you should describe what the spell looks, sounds, smells or feels 
ike as well sits game effects 

‘A magic mise could be.a dagger shaped burst of energy that 
[flies through the air. Italso.could be a fstlike creation of force 
that bashes into its target or the sudden appearance of a 
demonic head that spits.a blast of energy. When someone. 
becomes invisible, he.or she fades away. A summoned fiend, 
sppears with a lash af blood-red energy. and a.smell of brim: 
stone, Other spells have more obvious visual effects. A fireball] 
anda lighining bot, for-example, appear pretty much the way. 
they are described in the Player's Handbook. For dramatic fais, 
however, you could describe the lightning boltas being thin ar 
of blue lightning and the frebull asa blast of green fire with red 
‘winking bursts within it 
‘You can let players describe the spells that their characters 
Jeast. Dont, however, allow a player rouse an original description 
that makes a spell seem more powerful than itis, A fineall spel. 
that creates an illusion of a dragon breathing flames goes too fa. 
Spells without obvious visual effects can be described as well. 
ince a target who makes his saving throw. against spell knows 
that something happened.to him, you couk describe a charm 
spell ora compulsion spell.as a cold claw threatening to enclose 
his mind that he manages to shake off. 1f the spell worked, the 
target would not be aware of such an effect, fr his mind would 
not be entirely his own.) 
Sound can bea powerful descriptive fonce. You could say hata) 

lightning bolt is accompanied by a clap of thunder. A cone of ld) 

sounds like a rush of wind followed by inkling of crystallin ice 


HANDLING DIVINATIONS 
Spells such as augur divination, and legend lore require you to come, 
‘up with information on the spot. Two problems can arise when 
dealing with divinations such as these, 


VARIANT: CRITICAL SUCCESS OR FAILURE 
Ia player ros a natural (unmodified) 20 on » check, allow him or her 
to make another check, Ifthe second check is successful the charac: 


ter has achieved a critical success with the use of that skill oF ability, 
and something particularly good happens. Ukewise, Ifa player rolls a 
natural 1, he rolls again. Hf the second check is a failure, the character 
thas achieved a critical fallure (made a eritcal blunder), and something 
teally bad happens. 

It's up to you to determine the specific esult of» critical success or 
{allure Some examples follow, 


tial Successes 

‘On a Climb check or Swim check, the character moves twice as far 
as she would on a normal success. 

When using Diplomacy, the character makes a good, trusted friend 
for long-term play 

When using a Knowledge skil, the character comes to an important 
conclusion related to the task at hand, 

When using Search, the character discovers something that she 
otherwise never could have found (if anything is present to be found), 

When using Survival to track, the character determines some amaz- 
Ing minutiae about her prey. For instance, she realizes thatthe three 
subjects she's tracking aren't happy with one another because they 
‘occasionally stop and apparently argue, based on where they stand in 
relation to exch other 

When using Heal to give first aid, the character heals 1 point of 
damage deat to the subject. 


tea Fallures 

‘When using a Perform sil, the character displeases his audience so 
ireatly that they wish to do him harm 

‘On a Climb check, the character falls so badly that he takes an 
additional 1d6 points of damage, or he falls and tears away a few 
good handholds, making ita more dificult climb (#5 to the DC) on 
the next try. 

When using Disguise, the character not only doesn't look like what 
he Intended, but actually looks like something offensive or hateful to 
the viewers. 

When using Escape Artist, the character actualy gets himself more 
entangled or pinned, adding +5 to the OC on the next ty. 

(On a Use Rope check, the character breaks the rope. 

When using Open Lock, the character breaks off his pick in the lock, 
making it impossible to open. 

‘When using any kind of tool, the character destroys the too. 


Sometimes, there's nothing more that can be achieved with a critical 
‘success, or there's nothing worse than a normal fllure. In such a case, 
ignore this variant rule 

You should also ignore this vaiant whenever a character takes 10 or 
takes 20, I's nat possible to achieve a critical success when all you're 
trying to do is complete a task without worrying about completing it as 
Well as possible, and it's not possible to get a critical failure if you're 
‘not under pressure when you're making the check 


‘The Player Could Learn Too Much: The strategic.use of a 
divination spell could put.too much information into the 
hands of the players, ruining a mystery.o revealing a surprise 
too soon, The way ta avoid this problem is to keep in mind the 
capabilities ofthe PCs vhen you create adventures. Dont forget, 
that the clevic-might be able to use her cammune spell to learn 
the identity ofthe king's murderer. While you shouldnt allow al 
[divination to give a player more information than you want her. 
{to have, you shouldn't cheat a player out of the effects of her 
spells just for the sake ofthe plot. Remember also that certa 
spells can protect someone from divinations such as detect evil. 
and cern lie-—bur thats not cealy the point, Dont design st- 
uations that make the PCs'divinations worthless—design situ 
ations to take divinations into account, Assume that the cleric 
learns the identity.of the king's murderer. That's fine, but the 
adventure is about apprehending him, not just identifying him, 
and.its especially important.to stop him before he kills the 
jqueen as wel | 

Inshort, you should control information, but dont deny ito] 
the character who has earned it 

‘Needing Answers on the Fly: Most likely you wont knoy 
thata characteris going to use a divination spell until the spell is 
cast and so you often need to come up with an answer on the ly 

‘One of the ways to get around this problem is obvious, To anv 
swer a question about what lies atthe bottom of the dark stair 
you have to know whats there. Chances ate you already do know 
[what's there, or the character using the divination wouldnt con: 
[sider the question worth asking. If yousdont know, then you need 
tormake something up in a hurry. 

More difficult is coming up with a way.to.convey.the infor 
{mation, For example, the description.of the divination spell 
notes that “The advice can be as simple.asa short phrase, or it 
‘might take the form of a cryptic thyme ot omen.” Cryptic 
rhymes.are often difficult to come up with in the middle of « 
game, One trick isto create a thyme ahead of time.that can ft 
just about any. question, such as “If X ts the seed you sow, reap 
you will ¥and know? where Xsan action and Ys the result, Or 
"if inta.X fate doth thee send, thou wilt find ¥ in the-end,’| 
where X isa place and Y is a.result or consequence, stich ts} 

“danger” or “treasure | 


CREATING NEW SPELLS. 
Introducing an unbalanced spell does more damage to your 
game than handing out an unbalanced magic item. A magic 
item can get stolen, destroyed, sold, ot otherwise taken away— 
but once.a character knows a spell, she going to want to keep 
using it. 


‘When creating a new spell, use the existing spells as bench=| 
smatks,and.use.common sense. Creating a spell is actualy fairly, 
easy assigning a level co the new spell thar’s hard. 1€the| 

"best" 2nd-level spell is visibility, and the “best” tstlevel spell 
charm person or sleep, and the new spell seems to fall between 

[those spells in power. its probably a 2nd-level spel, (Sleep, how- 

{ever sa strange example, because it's spell that ges less useful 

‘as the caster gains levels—compared to a spell such as magic mi 

sile or fireball, which gets better, up to a point, for higher-level 

casters. Make sure spells that only affect low-level creanures at. 
low-level spells) 

Here are some pieces of advice ro consider. 

‘+ faspell is 0 good that you cant imagine a caster not wanting 

‘tall the time its either too powerful ot too low in level 
+ Anexperience point (XP) cost is ¢ good balancing force. An. 

expensive material component is only. a_moderately. good 

balancing force. (Money can be easy to come by; an_XP loss 
almost always hurts) 

|+_When determining level, compare sange, duration, and target. 
(or area) to other spells to balance..A long duration or a large 
trea can make up fora lesser effect, depending on the spell. 

+ Aspell with avery limited use (only works against red dragons) 
could conceivably be one level lower shan it would be it had 
‘amore general application, Even ata low-level, chisis the sort of 
spell a sorcerer or bard never takes, and. other. casters. would 
prepare itonly ifthey knew in advance it would be worthwhile 

+ Wiaandsand sorcerers should not cast healing spells. but they 
should have the best offensive spells. Lf the spell is flashy. 
dramatic it should probably be « wizard/sorcener spell, 

+ Clerics are best at spells that deal with aignmentand have the 
best selection of curative and repair spells. They also have the] 
best selection. of information-gathering. spells, suchas 
commune and divinaion 

+ Druids are best at spells thar deal with plants and animals, 

+ Rangers and paladins should not have flashy attack.spells.in 
the manner of magic missile and fireball 

+ Bard spells include enchantments, information-gathering. 
spells, and mixture of other kinds of spells, bur do not include 
powerful offensive spells such as.cne of cold 


Damage Caps for Spells 
For spells.that deal damage, use the tables below (one for arcane 
spells, one for divine spells) to determine approximately how 
much damage a spell should deal. Remember that some spells 
(such as hurting hands) use ad for damage, but fica ses a de 
For clerics. a d8 damage die counts as 2d6 for determining the 
‘maximum damage a divine spell can deal. 


ee 


VARIANT: SAVES WITH DIFFERENT ABILITIES 
To model unusual situations, you can change the ability score that 
modifies a save, just as you can do with a skll (see the sidebar on page 
33). This is purely a variant, however, since not all DMs want this 
degree of complication, 

Fortitude saves against mental attacks (such as phantasmal killer) 
«ould be based on Wisdom, making ita cross between a Fortitude and 
a Will save. (Apply the character's Fortitude save bonus from class and 
level then add his Will modifier instead of his Constitution modifier) 

The DM may allow a character to cast a quickened dimension door 
spell in response to falling into a pit trap. Reacting quickly to a trap 
requites a Reflex save, but in this case the DM might make this a Reflex 
save based on Wisdom rather than Dexterity, since casting the spell Is 
‘mainly & mental action, 


Will saves against enchantments could use Charisma instead of 
Wil, since Charisma reflects force of personality 

Wil saves against illusions could be keyed to Intelligence, the abil. 
ity that best represents discernment. 

‘As with shils, changes to a saving throws key ability are always 
handled on a case-by-case basis, Unless you institute changes to 
saving throws as a house rule, these changes are very rave. 

Remember that when you change the way a saving throw works 
Jn this fashion, you should dictate when the change comes into 
play—it's not up to a player to make this sort of decision, Players 
‘may try to rationalize why they should get to use their best ability 
modifier on a saving throw that doesn't normally use that ability, 
‘but you shouldn't allow this sort of rule change unles you happen 
to agree with it. 


Maximum DAMAGE FOR ARCANE SPELLS 


‘Arcane Max Damage Max Damage 
Spell Level, {Single Target) (Multiple Targets) 
ist 5 dice = 
2nd 10 dice 5 dice 
3rd 10idice AO dice 
4th 1Sdkce TOdice 
{est WSdice 15 dice 
Sth 20 dice 1S dice 
7th 20dice 20 dice 
Bh 25 dice 20 dice 
dice 25 dice 
Maximum DAMAGE For DIVINE SPELLS, 
Divine Max Damage Max Damage 
Spell Level (Multiple Targets) 
Vst _ 
Vdie 
Sdice 
10 dice 
WOdice 
WS dice 
WSdice 
20 dice 
20dice 


The damage cap depends on whether.a spell affects single 
ftarget or multiple targets. A single-target spell. affects only one 
Jerearure or has its total damage divided! among several creatures, 
|Eor example, a magic mist spell can deliver 5 dice of damage to 
‘ohe target. If icstrikes more than one target.its damage dice must 
bbe divided among them. A multiple-target spell deals full damage 
{0.10 oF more creatures simultaneously. For-example,a fireball 
damages everything within its 20-oor spread, 


————S EES 


alee and Tordek stand within the measure chamber, surveying 
the riches before them, To get there, they slew three trolls. by=1 
passed several devious traps and solved the riddle ofthe golden | 
golem to stop it from crushing them. Now they are not only 
richer, but from their experiences they have grown in knowledge 
and power: 


‘Esperience poinisarea measure of accomplishment. They rep- 

resent training and leatning by doing, and they illustrate the fat 
thats in fantasy, the more experienced a characteris, the mare pow: 
eche-or she possesses. Experience points allow a character to gain. 
levels, Gaining levels heightens the fun and excitement. 

Experience points can bespentby spellcasters to power some of 
[their most potent spells. Experience points also represent the per- 
sonal puissance that.a character must imbue an object with in 
corde to creare a magic item. 

In addition to experience, characters also earn. treasuts-on theit 
‘adventures. They find gold and other valuables that allow them to) 
buy bigger and better equipment, and they find magic items shat 
sive them new and better abilities. 


EXPERIENCE AWARDS 
‘When the party defeats monsters, you award the characters expe- 
rience points (XP), The more dangerous the monsters, compared 
Jto the party's level, the more XP the charactets earn, The PCS split 
{the-XP between themselves, and each character increases in level, 
} ashis or her personal XP total increases 
You need (o calculate XP awards during the course ofan adven: 
+hether its one you wrote or one you purchased, You may 
‘wish to award experience points atthe end.ofa session to enable 
players to advance theie characters in level if they. have. enough 
‘experience points. Alternatively, you may.sish.to give out XP 
swards.at the beginning ofthe game session following the one in 
which the characters earned it, This gives you. time. between sex 
sions to use these rules and determine she experience award 
‘As part of determining experience point awards, you need. to 
break the game down into encounters and then break the encoun. 
ters dovn into parts Ifyoute using monsters from. the Monster 
‘Manual, some of the work has already been done for you. Each 
monster in that book has a Challenge Rating (CR) that, when 
compared to party level, translates directly into an XP award 
‘ACChallenge Rating iss measure of how easy or difficult a non: 
ster or rap i to overcome, Challenge Ratings are used in Chapter 
3: Adventures to determine Encounter Levels (EL), which in. turn 
Indicate how difficult an encounter (often involving multiple 
monsters is to overcome. A monsters usually overcome by defeat 
ing it in batle, a trap by being disarmed, and so forth, 
You must decide when a challenge has been overcome. Usually, 
this issimple todo, Did the BCs defeat the enemy in battle? Then 
they met the challenge. and earned experience points, Other 


VARIANT: SPELL ROLL 
Substitute this variant forthe standard method of determining saving 
throw OCs for spells. Everytime a characte casts a spel that requtes 
a target to make a saving throw, the caster rolls 1420 and adds the spell 
level and the appropriate ablity modifier. The result is the OC forthe 
‘saving throw, Roll once even for a spell that affects many creatures, 
This variant introduces a great deal more randomness into spell 
casting—sometimes lowlevel spells cast by mediocre casters will 
hhave high OCs, and sometimes high-level spells cast by powerful 
casters are easy to resis. It downplays the level of the spell and the 
ability modifier As with variant combat rules, any change that 
Increases chance in a batle favors the underdog, and that's usually 
the enemy of the PCs. 


VARIANT: POWER COMPONENTS 
‘The horn of the rare red minotaur can be combined with potent 
‘misture of herbs that can aid in restoring wholeness tothe affcted. So 
potent is the energy contained n the concoction that a cleric who uses 
It while casing greater restoration (and uses it up) need not devote any 
personal power (XP) in order to cast the spel 


This variant allows for special rare ingredients ("power compo: 
nents”) to be added to material spell components In place of an XP 
‘component, You're free to allow this on a case-by-case basis, Perhaps. 
these components exist only for certain spells. They're certainly rare, 
and certainly expensive—ten to twenty times the XP component in 
‘old pieces is a good baseline price. Further, characters may need to 
consult sages or cast divinations in order to find out what the proper 
ingredients are 

Consider not allowing characters to buy power components— 
Jnstead, make them the object of an adventure, The hunt forthe red 
‘minotaur can be a challenging and entertaining adventure by itself, but 
Uf the defeat of the minotaur is the frst step toward the goal of bring: 
lng back a fallen comrade, the scenario takes on a larger importance. 

Inthe same way, special ingredients can substitute forthe XP that a 
character otherwise has to spend to create magic items 

This variant works iFit makes powerful magic more colorful and iit 
fits the way you want to portray magic in your campaign. It fails if it 
‘means that the only hatd control on casting powerful spells and creat 
ing magic items (the XP component) slips away, that such actions 
become commonplace, 


times ican be ticker Suppose the BCs sneak paste seeping 
minotaur to get into the magical vault—dd they overcame the 
minotaur encounter? If thet goal was fo get nto he vault and the 
tninotrur was usta guardian, then the answers probably yes. 1s 
tip to you ro make such judgments. 

Only characters who ake part nan encounter should gin the 
commensurate avaris, Characters who ded belore the encounter 
took place, or didnot patcpate for some aber reason earn noth 
ing, even if they are raised o heed later on 1} 

Mo determine the XP awatdforan encounter, follow these steps. 

1. Determine each chatacters evel. Don forget to account for 
ECL (see Monsters as Races, page 172)ifany ofthe characters 
are of powerful race, 

2. For each monster defeated, devermine that 
single monsters Challenge Rating 

¥ Une ible 26 Beperene Mon 
Awards (Single Monster) a ros ¥h 
refetence one character's level). <b: 

‘vith the Challenge Rating for 3g" 
raph defences aionster to. eee 
find the base AP aad 

’ Divide the ase XP award by the 
suumber of characters inthe pary. This i¢ \— 2a 
the amount of XP that one charse 
receives forbelping defeat that mons 

5 Add up all the XP awards for al the. 
monsters the character helped defeat 

6. Repeat the process foreach character. 


Do not awatd XP for creatures that enemies summon.or other 
wise add to their forces with magic powers. An.enemy's ability 
to summon or add these creatures is partof the enemy's CR 
[already, (You dont give PCs more XP ifadnovecleric.casts holy 


VARIANT: SUMMONING INDIVIDUAL MONSTERS 


When a character casts a summon monster or summon nature's aly 


spell she gets u typical, random creature of the kind she chooses. As 
1 variant in your campaign, you can rule that each spellcaster gets 
specific, individual creatures rather than just some random one. This 
Variant lets players feel more ownership over the creatures that their 
characters summon, but it entalls some special problems, so don't 
allow it without considering it carefully 

Specific Creatures: Wherever a spelicaster sumimons a single crea 
tue of a given kind, it's always the same creature. A player can roll the 
‘ability scores and hit points for each creature that his character can 
summon. His specific creatures may be above or below average. Allow 
the player to take average statistics instead of rolling if he wants to 
avoid the risk of getting stuck with bad dice rolls. (There's no “hope: 
less creature reroll” for bad ability scores in this case.) The player can 
also name each creature and define its distinguishing characteristics. 

‘Multiple Creatures: Whenever a spelleaster summons more crew 
tures, the fist one is always the same, and each successive creature is 
likewise always the same. Thus, if Mialee can summon up to three 
celestial eagles ramed Kull, Sktky, and Kiss, then she always gets 
Kulik when she summons one celestial eagle, Kuk and Skihy when 
she summons two, and al three when she summons thee. The player 
can roll ablity scares and hit points for ll three 

The summoner gets the same creatures no matter which version of 
1 spell she uses. Mialee gets Kulik with summon monster If and she 
iets Kullk plus possibly Skitky and Kliss with summon monster Il 

‘Summoning Limits: Getting the same intelligent summoned crea 
ture over and over again gives a summoner certain advantages, She 
can, for instance, send a creature to scout out an area forthe duration 
of the spell and then summon It up again to get a report. Ifthe crea- 


bight on them, sa dont give them more XP if she casts summon] 
‘monster 1Vinstead,) | 
Exumple:A party of five PCs defeats two CR 2 monsters anda 
ER 3 monster. The party consists of a 3rd-level character, three. 
th-evel characters, and a Sth:level character. The 3rlevel char 
acter earns 600-XP foreach CR2monsterand 300 XP forthe CR3 
‘monster. That 2100 XB.and dividing by 5 (the number of charac- 
ters inthe party) yields an experience award of 420 XB.The 4th 
level characters each earn 400 XP [(600 + 600 + 800) + 5] and the 
Stb-level character earns 350 XP (500 + $00:+.750)-+-5}__| 


Ap _. Monsters Below CR 1 

Some monsters are fractions of a Challenge Rating. 
For instance, a single orc is nota good challenge. 
for even a tst level party. although 10 
might be. You could think of an.ore as. 
approximately CR 1/2. For these.cases, 
/ calculate XP as if the crearure were CR, 

? then divide the tesult by 2. 


Challenge Ratings for NPCs 
An NPC with a PC class has.a Challenge, 
Rating equal to. the NPC's level, Thus,.an. 
Sthclevel sorcerer is an Sth-level encounter. As a 
tule of thumb, doubling the number of foes adds 2 to 
the Encounter Level, Therefore, wo Sth-lewel fighters are. an EL. 
10 encounter. A party of four NPC Sth-level characters is.an EL 12, 
encounter 
me powerful creatures are more ofa challenge than their) 
level would suggest. A drow, for example, has spell resistance and. 
other abilities, so her CR is equal to her level +1, 

‘Some creatures have monster levels in addition co their class] 
levels, such as a centaur ranger. In this case, add the creature’. 


ture is klled (and thus sent back to its home) or dispelled, however, 
that individual ereatue isnot available to be summoned for 24 hours, 
The summoner summons one fewer creature ofthat kind because the 
‘unavailable creature stil takes up its normal “slot.” Thus, if Kull fs 
killed and later that day Mlalee summons two celestial eagles, she only 
iets Skthy (Instead of Kullk and Skihy) 

Ifa creature that a character summons is actually truly killed (not 
Just *hiled” while summoned), it 1s no longer available, and the 
‘summoner gets one less creature ofthat kind than normal, On attain 
ing a new level, however the summoner may replace the slain creature 
(see below) 

Replacing Creatures: Each time a summoner gains level in a spell 
‘casting class, she can drop out one of her creatures and roll up a new 
ane to fill ts “slot.” For example, at Sth level, Mialee can summon 
Kull, Skit, and Klis with summon monster Il, When she reaches 6th 
level, she can drop any one of her summonable creatures and replace 
Ie with anew one. If Kull has low ability scores or iit has permanently 
died, she can drap It in favor of» new, randomly rolled creature, which 
then occupies her "first celestial eagle” slot 

Improving Creatures: Summoners can improve their creatures, 
Typically, they do 40 by giving them magic items or other special 
objects. The trick is, a summoned creature can't take things back home 
with it. When a summoned creature disappears it leaves all the things 
that t galied while on the Material Plane. Mialee can't just summon up. 
Kulik and give it cloak ofesstonce. he has to goto its plane or bring 
\tactualy onto the Material Plane before she can give it anything it can 
keep. The way to get a creature to actually come tothe Material Plane is 
to.usealeser planar aly, planar aly greater plonar aly este planar bind 
ing. planar binding, greater planar binding, or gate spell since these are 
all calling spells and actually bring the creature to the caster 


5: EXPERIENCE POINT AWARDS (SINGLE MONSTER) 


Challenge Rating. 
CR) cR? cra crs crs RE CRI CRE CRO CRIO 
300 600 900 13801800 2,700 3.600 5,400 7200 10,800 
300. 600 00 1,200. 1,600 2,400 3,200____4,800, 6400 9,600 
300 500 750 1/000 1,500 2250 3.000 4,$00 6000 -9,000 
300 450. 600 900 1,200 1,800 2,703,600. 5400 7,200 
263 350 525 700 11950 1.400 2100 3,150 4200 6300 
200 300 400 600 400 1,200 1,600. 400 3,600 4,800 
* 225 338 450 675 900 1350, 1/800 2,700 4050 
* * 250 5 500. 750 1,001,500 2,003,000 
‘ . * 28 43 550 225 1,100 16502200 
a * * * 300 450 600 300. 1,200,800 
‘ * " . * 325 485 650 975 1.300 
* . . : * * 350 525 700, 1,050 
* . : . * . . 375 563 750 
: ° ° . . : : 400 600 
‘ * . " . ‘ « * . 25 
Challenge Rating 
CRN CRIZ_ CRIB. «CRIA CRIS RIG. CRIT. CRIB. CRI. CRO 
12400 ‘ *e ce ry v on 7 
12,000 18,900 * “ * * ” a 
10800. 14,402,600 * ” ™ “* ” 
8400 12,600 16800. 25,200 ” ” oa “ os 
7200 9,600 14400 19,200 28,800 a ** *w ** v 
5400 8,100 10380016200 21,600 3,400. Cy “ “ 
4,500 6.000 9,000.12,000. 18,000 24,000. 36,000 ‘ * a 
3300 4,950 6,600 9,900 13,200 1948006400 —«39,600 ” ” 
2400 3,600 5,400 7,200. 10,800. 14,400 23,600 28,800 43,200 " 
1950 2,600 3,005,850 7.800 11,700 15,600 23400 31,200 48,800 
1400 2,100 2,800. 4,200 6,300 3,400 12,600. 16800 25,200 33,600 
1251800, 2s0 30004500 6,750 9000 13,500) 18.000 27,000 
400 1,200. 1,600. 2400. 3,200 4,800 7200 9,600. 14400 19,200 
68 850 1251.70 2.880) 3,400 51007680 10,200 15,300 
450 675 300 1,380 1,800 2,700 3,600 5,40 $100 10,800, 
* 475 m3 950 1425 1,900 2880 3,800 5700 8,550 
. * 500 730 1,000 1,300 2,000. 3,000, 4,000 6,000 


For monsters with CRs higher than 20, double the reward for a CR two levels below the desired CR. Thus, a CR 21 reward equals double the CR 19 

reward, CR-22 is double the CR 20 reward, CR 23 ia double the CR 21 reward, and so on, 

Bold numbers indicate the amount of XP that a standard encounter for a party ofthat level should provide. 

‘The table doesn't support XP for monsters that individually are eight Challenge Ratings lower than the characters level, since an encounter with 
‘muple weak creatures is hard to measure. See Assigning Ad Hoc XP Awards, page 39. 

‘The table doesn't support awards for encounters eight or mote Challenge Ratings higher than the character's level. ifthe party (staking on 
challenges that far above their level. something strange Is gong on,and the OM needs to think carefully about the awards rather than just taking 

tham off table. See Assigning Ad Hoe XP Awards, page 38, 


base CR to its total class levels to get its overall CR, For Class Levels 
example, a centaur is CR 1,.s0.a.centaur who's also.a 7th-level Creature 7 2 10 
ranger is CR, Dwarf wartior cri CRY cro 

Since NPC classes (see Chapter $:Campaigns) ae weaker than Dwarf fighter CRI crz RIO 
PC classes, levels in an NPC class canteibute less coacreaturesCR —_Orewartion cRay2 cri cro 
than levels in a PC class, Foran NEC withanNPCclass,determine Ore fighter. ck cRz R10 
hhor Challenge Rating as if she hada PC class withone less level. row warrior RA CR? R10 
For creature with monster levels in addition to NPC.class levels, Drow fighter cR2 CRS cra, 
add the NPC levels 1 to the creatures base CR (alwaysadding at Ogre warrior cra CRS crn 
least) Ogre fightec’ cra CRA riz} 

For example, when adding class levels to some sample charac- _) The-ogte with no class levels has a.CR of 2. Ogres with class levels | 
{rers, rhe resulting CRs would be as given in the following table, retain thei original 4 HD, attack bonuses, and other aspects oftheir 
{Remember that warrior isan NPC class and fighter is a PC class. monster levels. 


Challenge Ratin 
Traps vary considerably. Those presented in this book played the 
‘see pages 70-74) have Challenge Ratings 2s + Bad rolls or poor choices on the BCs 
signed to them, For traps-you and your players part should not modify ELs or XP. 
create, asa rule of thumb, assign +1 CR for awards. Ifthe encounter is difficult 

points.of damage the trap deals because the players were unlucky 

For magic traps start at CR-Land then assign careless, they. dont get more 

experience 


for Trag Donic worry. about modifying encounters until after you have 


sme a while 


+LCK for every 2d6 points of damage the tap 
deals or +1 for every level ofthe spell the trip 
simulates, Traps generally shouldnt have a 
Challenge Rating greater than 10 
Qvercoming the challenge of a.ttap 
involves encountering the trap either by 
di 
viving the damage it deals. trap 


+ Just because the PCs are 
worn down ftom prior encoun: 
an.that later (more 
difficult) encounters. should gain 
higher awards, Judge the diffculry.of an 


ters does no 


ng it, avoiding it, or simply sur 


Assigning Ad Hoc XP Award 
Sometimes the XP table doesnt quite 


never discovered _or_never 
bypassed.was not encountered 


‘and.hence provides no XP cover 4 given situation. If two 


award are an EL encounter, four orcs EL 
3, eight ores EL S,and sixteen ores 
EL.7_(maybe), are thirty-two, ones 
an EL9 encounter? A party.of 9th 
level characters alm iy 
can wipe them aut with ease. By 9th 


Modifying XP Awards 
and Encounter Le 


An ore warband that attacks cert 
the PCs by flying over them 
fon primitive hang gliders and 


Aleopping large rocks is nor the 


Jovel, a characters defenses are so 
good that a standard ore cannot bit 
lls 


same encounter as one in which done.or two 


cast by-a character of that level 
uld destroy.all. thirty-two 
ores. At such a point, your 
judgment overrules wh 

ever the XP table would 


the orcs just charge in with spears. 


Sometimes, the circumstances give the 


tage. Other times, the PCs have an 
advantage. Adjust the XP award and the 


EL depending. on how greatly circum a 
stances change the encounter’ difficulty An. encour 
Encounters. of EL 2 or lower-ate.the ter s0.casy. that 
exception, They increase and decrease in, up.none or 
ottion.ta.the change in XP. For example, of 

an EL 1 encounter that's rwice as difficult a r irces 
normal is EL 2, not EL 3, shoulda result tn any 
You can, of course, increase or decrease XP XP award ar all, while a 
by smaller amounts, such as 410% ot —10 danger unter that 


the PCs overcome handil 

Modify all ELs and expetience rewards through luck or excellent 
as you see fit, but keep these points in strategy is worth full XB. How 
min ever, an encounter in which 


and just eyeball the EL. 


+ Experience points drive the game PCs defeat something far 
Dat be too stingy or to0 generous above their own level (CRs higher 

+ Most encaunters do not need modi than their level by eight or mo 

a lot of time probably:the result of fantastic luck or a 


vying about che minutiae unique set of circumstances, and thus a full 
XP awan may not be appropriate. Youre going 
tw have to make these decisions, As guideline, the min: 


Circumstance XP Award Adjustment mum and maxianum awards given on Table 2-6: Experi 
Half as dif xPx1/2 fence Point Awards (Single Monster) for a group 
Significantly less difcult_ XP 2/3 level are the least and most XP you should award.a group. 


Significantly more dificult XP 1-1/2 Circumstances in your campaign may alter this, however 
Twice as difficult XPx2. i You might decide thatan EL.2 encounter is worth at leasa little 10 


VARIANT: FREE-FORM EXPERIENCE level foreach character pet ses 
© points, just hand out about 75 XP sessions. 

times the average party level for each character 

balanced encounter Hand out more for tough encounters: 100 XP per system, The drawback is that it generalizes PC rewards, rath 
level per character, or even 150 XP. Award less for easy ones: 25 to 50 granting them based on specific accomplishments. You risk players 
XP. Alternatively, you could give out 300 XP times the average party becoming dissatisfied by gaining the same reward every session, 


0, modified sli 


ty for tough or easy 


Instead of calculating experien 


the party per I's very simple to track how quickly characters gain levels using thi 
han 


Suny 3H 
ONISA 
2 Wad VHD 


your 1oth-level party since i cause them.10,waste some-major 
spells, so you give them half the XP an EL: encounterwould have 
earned them, oF 125 XP.Or you might judge that aJarge quantity 
‘of CR 1 monsters is indeed an appropriate challenge for a 10th- 
level party because the group had los all their equipment before 
the fight started, 


SITORY AWARDS. 
The PCs have rescued the constable’s son from the troll lair. They, 
leave the Jair and stop their current quest so they can return the. 
‘young boy to his home and parents..Do they get experience points 
Hor.this? 

Some DMs want the.answer to be “Of course they do,” To 
accomplish this, you need 10 set up a system in which you can 
award XP for accomplishing goals and for actions and encounters 
thar dont involve combat, 

‘Sometimes you may Want.1o estimate experience point awards 
{for actions that normally dont result in an XP award under the} 
[standard system, These are called story awards, and they should 
jonly.be used by an experienced DM. 


CRs for Noncombat Encounters 
You could award experience points for solving a puzzle, learning a 
seeret, convincing an NPC to help, or escaping from a powerful 
foe. Mysteries, puzzles, and roleplaying encounters (such as nego- 
tiations) can be assigned Challenge Ratings, but these sorts of 

javeards requite more ad hoc ruling on the. DMs part 
| Challenge Ratings for noncombatencountersare even more of 
variable than traps. A roleplaying encounter should only be com 
|sidered a challenge a all f theres some risk involved and success 
or failure really maters. For example, the PCs encounter an NEC. 
{wvho knows the secret password to get inta.a magical prison that 
holds their companion. The PCs must get the information out of 
her—if they dont, thee friend remains trapped forever. In ans 
‘other instance, the characters must crossa raging river by.wading, 
swimming, or climbing across a rope. If they fll they cant get 0 
and if they fail spectacularly. they ae, 

‘washed away down the river 

You might see such situations as having a Challenge Rating) 
equal tothe level ofthe party Simple puzzles and minor encoun: | 
ters should havea CR owersthan the party’ level, ifthey are worth 
an award at all. They should never have a CR higher than the 
party level Asa rule, you probably dont want to hand out alot of 
experience for these kinds of encounters unless you intentionally 
want ro run a low-combat game 

In the end, this kind of story.awand feels pretty much like a 
standard award, Dont ever feel obligated to give out XP for an en- 
<couinter that you dont feel was much of a challenge. Remember 

[that the key word in “experience award’ is awund. The PCs should 

Thave-to do something impressive to get an award 


Mission Goals. 
Oftenan adventure bas mission ora goal that pulls he PCs into 
the action, Should the PCs accomplish their goal, they may- gota, 
story award, No Challenge Ratings are involved here: The XP. 
{award is entirely up.to you. 
uch rewards should be fainly large—large enough to seem sig 
{nificant when compares to.the standard awards earned along the 
‘way toward achieving the mission goal The mission award should. 
the more than the XP forany single encounter on the mission, but 
{not more than al standard awards for encqunters forthe mission 
put together (see Stary Awards and Standard Awards, below), 
Potentially, you could give out only story awants and no standard 
‘awards. In this nonstandatd game, the mission awand would be the 
main contributor to the PCs’ experience point iomls, 

Irs possible that ina single adventure a party.can have multiple 
‘goals. Sometimes the goals ae all known atthe outset: Unchain 
the gold dragon, destroy or imprison the two black dragons, and 
{find the lost staff of healing. Sometimes the next goa is discovered 
shen the first one is accomplished: Now tha the ilithid is dea, 

‘ind the people who were under ts mental control and bring them 
back to town, 

Some players will want to set up personal goals for their char 
acters, Pethaps.the PC paladin holds a grudge against the-night 
hag from when they encountered her before, Although not crit 
‘eal ro the adventure at hand, it becomes his personal. goal to 
avenge the wrongs she committed by destroying her. Or, 
another character wants to find the magic igemthat will enable. 
her to return to her home village and stop the plague. These are 
worthy goals, and che individual character who achieves them. 
should get a specialaward, I want ro get more powerful” is not 
an individual goal, since that's what just about everyone wants} 
to accomplish. 

Remember: A goal that easy ro accomplish is woth lite of no 
award, Likewise, goals that merely reflect standard awards (such as 
“Kl al the monsters inthis cavern complex”) should be treated as 
standard awands 


Roleplaying Awards 

A player who enjoys playing a role well. may sometitmes make 
decisions that fir his or her character but dont necessarily lead to 
the most favorable outcome. for that character. Good roleplayery 
might perform some.deeds.that seem. particularly fitting for 
theircharacters. Someone playing a bard might compose a short 
poem.about events in the.campaign..A smartaleck sorcerer 
might crack an in-game joke that sends the other players to the 
floor laughing. Another player might have his character fall in 
love with an NPC and then devote some portion of his time to 
playing out that love affair, Such roleplaying should be 
rewarded, since it enhances the game, (IF ir doesrit enhance the 
game, dont give an award.) 


VARIANT: FASTER OR SLOWER EXPERIENCE 

You control the pace of character progress. andthe easiest way to do 
that is through experience point awards, Obviously, If you want the 
characters to progress faster, simply make every award 10%, 20%, of 
even 5036 larger. Ifyou want characters to progress more slowly, give 
awards that are some sultable fraction of the original award, 

‘When modifying awards in this way, keep track of the amount of 
change you impose on the PCs! progress. You need to balance this with 
the pace of treasure awarded. For example, ifyou increase the amount 
cof experience earned by the characters by 209% across the board, trea- 
sure also needs to increase by 20%, or else the PCs end up poor and 
tunderequipped for their level 


ModifVing Challenge Ratings 
‘The other way to modify character progress isto modify the Challenge 
Ratings of monsters encountered, Ifyou increase the CRs, you increase 
the experience awards and speed up advancement, 

OF course, whether or not you want to change character progress, 
you may decide to modify vatious Challenge Ratings. Ifyou think that 
a certain monster is worth more (or less) than its Monster Manual 
‘ating, fel free to changeit Keep in mind, however, that just because 
the PCs in your campaign happen to all have bane weapons useful 
against aberrations, that doesn't necessarily make beholders a lesser 
challenge overall, It just means that your party is particularly well 
‘equipped to deal with thelr challenge 


XPawards for roleplaying are purely.ad hoc. Thatis.no-system 
‘exists for assigning Challenge Ratings to bits of roleplaying. The 
awards should be just large enough for the player ta notice them, 
probably no more than $0 XP per character level per adventure. 


Story Awards and Standard Awards i 
You can handle stary awards in one of two ways. The first isto} 
make all awards story awands. Thus, kiling. monsters would earn 
no experience in and of iself—although it may allow characters} 
oachieve what they need to do in onder-to earn a story award. JE] 
you follow this method, you should sill pay attention to how. 
many experience points the characters would be earning by 
defeating enemies, so that you can. make sure the PCs! treasure 
totals are in line with whathey should be earning, 

‘he second way is tose standard awards for defeating enemies 
but award only half the normal amount for doing so, making up 
the other hal through story awards, This method has the vite of 

{eeping the treasure earned at about the sime rate as XP earned, 

Doni simply. add story awards to standard awards (even if 
{you compensate by giving out more treasure as well) unless 
you want to speed up character progression. 


EXPERIENCE PENALTIES 
Characters can lose experience points by casting certain 
spells or creating magic items, This allocation of personal 
power serves aspecifie game function: Ilimitsand controls 
these activities, as well as making them interesting choices for 
players. In general, however, you shouldnt. use experience 
penalties in any other situation, While awards cam be used to 
encourage behavior, penalties dont serve o discourage bad 
behavior. They usually oly lead to arguments and anger. Ifa 
player behaves ina way you dont wont him. behave talk 
him about it. {fhe continues, stop playing with him, 


DEATH_AND EXPERIENCE POINTS. 
Ifa character takes part in an encounter, even if she dies 
dluring the encounter, chat character gets a share ofthe exper: 
tence points, Ifa character dies and is raised, the awarded, 
experience points are granted to herafter she comes back 
from the dead (and after she loses the level from death, i 
appropriate), 


TREASURE AND OTHER REWARDS 


‘Unless you're making up an adventure as you go, you sign 
‘reasure as youmake up encounters. The rules for treasure and 
‘other rewards appear in Chapter 3: Adventures, 


BEHIND THE CURTAIN: 
EXPERIENCE POINTS: 

The experience point award for encounters is based on the concept 
that 13,33 encounters of an EL equal to the player characters' level 
allow them to gain a level 

‘Thirteen or fourteen encounters can seem to go by very quickly. 
This is particularly true at low levels, where most of the encounters 
that characters take part in are appropriate for thelr levels. At higher 
levels, the PCs face a vatied range of Encounter Levels (more lower 
than higher, if they're ta survive) and thus gain levels somewhat 
‘more slowly, Higher-level characters also tend to spend more and 
‘more time interacting with each other and with NPCs, which results 
In fewer XP over time. 

‘With this information in mind, you can roughly gauge how quickly 
the PCs in your game will advance. In fact, you can control it You are 
Jn charge of what encounters happen and the circumstances in which 
they accue. You can predict at what level the characters will reach the 


} 


Tehappens. Adventuring is « high 
‘your campaign will die, sometimes because they were reckless and, 
sometimes because luck was against them. Fortunately, D&D isa 
game, and death doesnt have to be the end, 

Raise dead, reincarnation, resurrection, and true reurrection can, 
return characters t life. Bringing Back the Dead, on page 171 of 
the Player’ Handbook, briefly discusses all four. Any creature 
{brought back to life loses one evel of experience, unless brought 
ack with true rsurection, The character's new XP total is midway} 
between the minimum needed for his or her new leveland the 
minimum needed for the next one. I the character was 1st evel, 
he of she loses 2 points of Constitution instead of losing a level. 
This level loss or Constitution loss cannot be repaired by any. 
mortal spell, even wish or minacle. Stil, the revived charactercan 
improve his or her Constitution normally (at 4th, sth, 12h, 16th, 
and 20th level) and earn experience by Further adventuring 10, 
regain the lost level 

Raise dead has a.number of limitations. The caster can only 
raise characters who have been dead upto one day per caster 
level. Casting time is a single minute.2t does heal hit point 
per Hit Die, but the body. of the raised.character must be 
whole, Raise dead doesn't regenerate missing body parts, 
Paying someone to cast mise dead costs 450 gp (assuming a 3th: 
level caster) plus 5,000 gp for expensive material components 

‘Reincarnate brings back creatures dead one seek es, but 
in entitely new. bodies The subject of the spell fces the same 
Jevellossor Constitution lossas with other spells. Paying some: 
fone fo cast iarnate costs 1,240 gp (assuming aZthdeve 
caster), making itthe least expensive option. The drawback, of 
courses that te player has no control over the new forma | 

and may. not be welcome in civilized society. 


Resurrection must be cast within 40 years per 
caster level ofthe time of death tt 

‘works ongassomesmall 

portion of the character’ 

body stil exists, 


dark temple and prepare accordingly Ifitturns out that you predicted 
incorrectly, you can engineer encounters to allow them to reach the 
appropriate level or increase the difficulty ofthe temple encounters 
as needed 

Published adventures always provide a guideline for which levels 
‘of characters ate appropriate to play. Keep in mind that this infor 
imation is based on character power as well as expected treasure 
Table 5-1; Character Wealth by Level gives a guideline for about how 
much treasure a character of a certain level should possess. This 
fquideline is based on the (slightly more than) thirteen-encounters: 
per-level formula and assumes average treasures were given out. If 
you use a published adventure but tend to be generous with experi 
fence points, you might find that the characters in your group don’t 
have as much treasure as the scenarlo assumes, Likewise, if you're 
‘stingy with experience points, the characters wll probably gain trea 
‘sure faster than levels. Of course, ifyou're stingy or generous with 
both treasure and experience point, it might just all even out. 


(Casting time isa full 10 minutes Ithealsthe character completely 
when cast bur the character suffers the same level ss or Const 
tion loss as with mus dea, Paying someone fo cast. rsumcton costs 
910 gp (assuming a 13thclevel castes) plus 10,000 gp for expensive 
material components. 

Thue resurécton, like rsuetion, can be cast on a character who | 
has been dead for up to 10.years per caster level, No part of the! 
{deceased is required forthe spell. Casting time is full 10 minutes.| 
[nue resurecton restores a character completely, with no loss. of} 
devel or Constitution, This isthe most expensive ofthese spells 10 

hhave cast, Paying someone to cast true resurrection costs 1,530.gp 
(assuuming a 17th-level caste) plus 25,000 gp for expensive mate- 
rial components 


MAKING A NEW CHARACTER 
player may decide tha she wants ro make anew character rather 
than continue adventuring with her existing one. Or maybe 
fyouve recruited a new player for your campaign, When a player | 
{makes.anew.character for your game, you have an important. 
{choice o make: What level wll the new character be? 

In general, D&D encourages continuity of characters in the 
adventuring group. Players get a greater sense of accomplish: 
ment if they develop their characters over time, The group is 
mote effective—and has more fun—if they learn the strengths, 
weaknesses, and quirks of the PCs they're adventuring with, A 
sense of teamwork is hard to develop if the roster of PCs is 
always shifting, 

But there are times when making a.new character isthe best 
Joption, Under the following circumstances, anew character may 
{be warranted 
{+ new player joins the campaign. 

{+ An existing PC dies, and the party doesnt have access to magic 
thar brings her back to life 

Ancesstng PC is unable to adventure for an extended period of 

time, Rerhaps he was turned to stone by a.medusa cult which 

then absconded with the statue. The test of the party intends 9 

rescue. him, but until that happens. he should. have another 

characte to play so he’s not left ou 

The players find they dont havea character to cover.a key: party 

role, Ifthe player of the sole PC. cleric moves away, another 

player might make up a new cleric so the putty stil has access 
to healing magic: 

‘An existing PC has become difficult to play, and the player is 

samenable.to.a new. character. Perhaps you allowed an ogre 

barbarian. PC into your game, but the players find they prefer 
politcal intrigues and urban adventures. 
+ Aplayeris eager to try a new race or class 

How you handle each of these stuationsis up to you, Choosing 

[eve for the new character is matter of finding the balance point 


BEHIND THE CURTAIN: 
WHEN A PC FALLS BEHIND 
DED works best when all the PCs are within a level or two of each 
‘other. The classes are carefully balanced against each other at each 
level, and the Challenge Rating system gives you great freedom to 
design appropriate challenges that are fun for everyone at the table 
Burt often an unlucky PC—or the PC of a sometimes-absent player— 
Wil al behind the rest ofthe party ithe difference is one or two levels, 
you don't need to do anything special. The experience point system 
aves bigger awards to lowerlevel PCs, xo a character who's behind by 
3 level or two wil naturally catch up ove time. For example, Ifa party of 
three Sthevel PCs and one 7th-evel PC defeat a CR 9 vrock, the 3th 
level PCs each get 675 XP (2,700 + 4), but the 7h-level PC gets (4,200 
+4) 1,050 XP. 


where a:neve characteris viable and fan to play without outshin- 
ingihe other PCs { 

Under mostcircumstances,a new character should begin play. 
atthe beginning of the level lower than the players previous PC. | 
{For example, if player wants his 9th-level paladin to ride off 
[into the sunset, his new character starts with 28,000 XP, the 
beginning of sth level. Anew player should create his frst chat- 
acter at the beginning of the level where the lowest-level exist: 
ing PC is | 

In some circumstances, you might want be more lenient. 1f| 
the lowest-level PC: is magically imprisoned, you can let that 
player creates new, temporary chatacterat the same level until the 
original PC is rescued, Bu avoid situations where a player would 
be punished for sticking with an existing PC rather than creating 
‘1 new.one. Its bad for continuity ifa player picks.» brand-new. 

1oth-level character overa longtime PC who will come back from 
the dead ac 9th level 
You also need to ell the player creating the new character how 
Jinuch gear to have. The new PC should have the proper equip- 
ment to be an effective character, but his weapons, armor, and 
imagic items shouldnt beso good that they inspite jealousy among, 
the other players. Two fictors determine hove much gear tallow 
the average amount of gear among the other PCs and whether the 
new PC will haveaccess to.an old PC geat 

‘As long as your campaign is reasonably. clase to the PC gear 
‘guidelines outlined in Creating PCs above 1st Level (page 129), 
you can use Table $1: Character Wealth by Level 10 set the gear 
For example, a new-13th-level character should have.140,000 gp} 
in geat Af your characters are more than 20% higher ot lower) 
than the values on.the-table, adjust the gear value for-the new: 
character by the samme percentage. Ifthe three 12th-level charac] 
ters each have 132,000 gp in equipment (50% above the norm af] 
£88,000), give a new.AtthsTevel character 9,000 gp (5M above the 
norm of 66,000). 

Ifthe new character is replacing an old PC, reduce the trea 
sure amount by whatever the old PC leaves behind, For example, 
fa player creates a new Srdclevel druid because ber 4th-level 
druid died, she can just pick up the old PC's gear and use i 
rather than getting a gear allowance from you. But ifthe player 
makes a 3nd-level rogue instead, the gear of a 4th-level druid 
wont be as useful. If the party.sells the druids gear for 1,000 gp, 
sive the new 3rd-level rogue. gearallaswance of 1,700 gp so the 
character will have a total of 2,200 gp in.equipment. Ifthe party 
instead buries the druid with het equipment, give the rogue 
2,700 gp worth of equipment. 

‘Asagenetal rue, a new character can spend no mote than half 
her total wealth on a single item, and no more than one quarter 
the total. swealth on consumables such as ammunition, scrolls, 
potions, wands or alchemical items 


The experience point system will diminish a three-level gap over 
time, but it might not erase it. And a PC four or more levels behind 
the rest of the party is a recipe for trouble. An encounter challeng: 
Ing to the rest ofthe party is overwhelming to the lowest-level char 
acter, increasing the likelihood that character will dle—and thus 
{all further behind. The player of the lowest-level character might 
fee! like his character can't do anything useful, and the other play 
ers might resent having to keep the lowestlevel character out of 
harm's way 

Fa PC falls that far behind the rest of the party, take action to restore 
2 semblance of balance. You can discuss a new character with the 
player, write a solo adventure for that character to earn the XP needed 
to catch up, or design encounters that simultaneously provide chal- 
lenges appropriate forthe low-level player and the rest ofthe PCs. 


roating adventures one of the great benefits of beings 
Duet NUseer, I's way to express Yourtelf creatively, 
Jealgnlig fintatle places and events filled with monsters 
ancl imaginative elements ofall kinds. Wheh you design 
anadventare, you call the shots, You do things exactly the 

‘yay You wane to, Design 

the rewardsate great, Yo 

miysteri¢s you have cre 


jan adventure ean ber lot of work, bt 

pliyets wil hell arche callenges and 

od for hem foxperienced DMs pride 
themselves. on smasterfuliadyeintes, creative new situations and 
localesjand Intgting NPCs. A wellthoned encounrer—whether 
(rp monster, trap, oran NPC who mustbe réasoned with—can 
Wea chp of beauty 

"What isan adverture?’ isis basal duestion toansweras you 
might think While a campnign is mate up of adventures itsinot 
always clear where die adventure endyanl another begins 
‘AdNbitures cit be so Varieddia is tough rapin down the Basics 
This chaptec s going 10 tr fo helpyou do thar. 

‘An advengute startewith some sort of hook 
‘amor oF ircasire in an oldyabaisdoned monastery ora plea for 
help from the queen. The hook is what dfiws theCs into the 

PY serion and gets them to the posnt where the story of the'adven, 
tare truly bogins, This pohneanight be a location (such as the mon: 
abtery or the queens palice) or an event {the theft of the.queeris 
scepter which the PCs are asked with teeovesing), 

‘Adventures are broken down into encounters Encounters art 
iypically keyed to areas on a miap that you have -prepared 
Eneounters can also be designed in the forin of eben state 
rents: “If che PCs wait ouside the druid prove for ribre this ah 
hour, then his three rained dine beats attack!'Theencounters of 

©) an adventure ar all linked ts some way, whether in theme (all 

thevencounters tha oceur ag they travel ffom the City of Grey= 


hawk tovthe Crystifmalst Mointains), locatlon (all the 
encounters nthe guins of(Castle Temetity), or events (all 
hunters that acces the PCs attempt to rescue the 
mayor's son from Rahurgthe ogte king). 


J 


Motivation is whitideives the adventure 
the PCs invelved in wharevse you have designed for them 
vo do, If the RCs atenirmotivateds they won't da what you 
sant them to, and all your work will be wastesitbed, 
feat, revenge, eed, morally; ange, anid curiosity ae all 
powerful motivatuts: So, of course; fin. Never forget 
tha list one 

‘Weiting an dvdstige wlth strong: motivation is 
really a ater of knowing what style of game you and 
yout players prefer (see page 7 for a discussion of dif 
ferent playing styles) 


TAILORED. GR STATUS QUO 
Tailored’motivationé are ohe thar you have spect 
cally. designed ytth your group’ PCs in mind Here 
ae just # few of many, possible examples 
+ ‘The PCs area hitdened group of mércenaienot 
interested in th plats of impocents oF the stores 
of evil that threitenssome good kingdoms 
However they ate quite interested in gold 

+ Miales the wizard has been sliin by the(gangovis in the 
CCayepss of Dread. Now the other PCSseek a means 
{ raise her. They know of ooxteatted cleric of| 
Telor to the south, inthe city of Dyvers, When 


qqaHL WILdVHO 


they arive, the cleric is willing to raise Miale, butonlyifthe PCs 

help him by ridding the temple's lower level of wenerats. 

+ You know thatthe party has just finished clearing outa wizards 
tower and has lots of treasure, Therefore, you doit lure them to 
the next adventure using the promise of gold, but instead with, 
the rumor that the sizant isnt dead, but has risen asa vampire. 
and has sworn revenge. 

{+ ondek’s brother Ralcoss comes tothe PCS, explains that ay 
terrible tragedy has beset the dwarven city of Dumadan, and] 

asks for thei help 


| Astanus quo motivation isnt really motivation in the strict sense 
‘of the word. t's the fact tha (far instance) adventure awaits in the 
‘Lost Valley for anyone who dares brave the wyvern-haunted cliffs 
that surround the place. The PCs can go there or not, depending 
‘on how they feel. 

‘While tilored motivations good for ensuring that the PCsend 
{pn the adventure you have designed and for lerting the players 
fel that their characters have areal place in the world, «status quo} 

‘motivation allows you to sec up situations unrelated to the PCs! 
specifically. Doing this creates a sense of perspective, the feeling. 
thatthe campaign world isa real place that extends beyond the PCs. 


ONE HUNDRED ADVENTURE IDEAS 
Use the following lst for spur-ofthemoment adventure seeds or for 
generating ideas 


49% Adventure 
1 Thieves ste 


‘own jewels 

2. Adragon flies into a town and demands tribute, 

3) The tomb of an old wizard has been discovered, 

4 Wealthy merchants are being klled in thee homes. 

'S The statue in the town square is found to be a petrified paladin, 

6 A.caravan of important goods is about to leave fora tip 

igerous area 

Kidnapping potentlal sacrifices 

Goblins riding spider eaters have been attacking the outskirts 

of town, 

9 Local bandits have joined forces witha tribe of bugbears, 

10 A blackguard is organizing monsters in an area 

V1. Agate to the lower planes threatens to bring more demons to 
the world 

12. Miners have accidentally released something awl that once 
was buried deep 

13. Awards guild challenges the ruling council 

14 Racial tensions rise between humans and elves 

15) Armysterious fog brings ghosts into town, 

16. The holy symbol of a high priest s missing 

117 ‘An evil wizard has developed a new kind of golem, 

18 Someone in town is a werewolf, 

19. Slavers continue to raid a local community, 

20_Afire elemental escapes from a wizard's lab, 

21 Bugbears are demanding a tll on a weltraveled bridge. 

22. Amitror of oppostion has created an evil duplicate ofa hero, 

23 Two ore tribes wage a bloody war. 

24 New construction reveals a previously unknown underground 
tomb, 

25 A neatby kingdom launches an invasion, 

26 Twowellknown heroes fight a due 

27) An ancient sword must be recovered to defeat a ravaging, 
monster. 

28 A prophecy fretellsof coming doom unless an artifact is 
recovered, 

29) Ogres kidnap the mayor's daughter 


“Anadventure-runs its course from the beginning ro an ending 
Some adventures are completed in an hour. Others take months of 
playing sessions, Length is up to you, although its smart to plan 
ahead and know roughly how many sessionsan adventure will ast 
ind make sure that the.current group of players can commit ro 
‘thar length, Following are some guidelines to keep in mind for 
structuring good adventures and avoiding bad ones 


GOOD STRUCTURE 
Good adventures ate fun. That an esy generalization, but itsalso, 
true. An adventure that everyone enjoys likely includes the fol 
lowing features. 

‘Choices: good adventure has atleast afew points where the| 
players need to make imporrant decisions. Whatthey decide should 
have significant impact on what happens next. A choice.can be as 
simple asthe players deciding not to go down the corridor tothe 

[left where the pymhydra waits for them) and instead going to the 


{right (toward the magic fountain), oras complex asthe PCs deci 
ng not to help the queen against the grand vizier (so that she ends. 
up being assassinated and the visier's puppet gains the throne), 


30. Awizard is buried (na trap-filed tomb with her power ma 
hems, 

31, An enchanter is compelling others to steal for him, 

32 Ashapechanged mind layer is gathering mentally controlled 
servitors 

38 A plague brought by wererats threatens a community, 

34 The heys to disarming al the magic traps in a wizard’ tower 
have gone missing, 

35 Sahuagin are being driven out ofthe sea to attack coastal 
village 

136 Gravediggers discover a huge, ghoulilled catacomb under the 
cemetery 

37 -Avwizard needs i particulary rate spell component found only 
Inthe deep jungle 

38 A.map showing the location of an ancient male forge is 
discovered, 

39. Various monsters have long preyed upon people from within 
the sewers of major city. 

40. Anemissary going into a hostile kingdom needs an excor. 

‘81 Vampires ave preying upon a small town, 

42_Ahaunted tower is reputed to be filled wth treasure. 

43, Barbarians begin tearing up a village in a violent rage 

‘44 Giants steal cattle from focal farmers 

45. Unexplained snowstorms bring winter wolves into an otherwise 
peaceful area, 

46. Alonely mountain pass is guarded by a powerful sphinx 
denying all passage 

47 Evil mercenaries begin constructing a fortress not far fom a 
community, 

48 An antidote to a magic poison must be found before the duke 
dies 

49. A druid needs help defending her grove against goblins. 

50_An ancient curse is turning innocent people Into evil murderers 

51 Gargoyles ae kiling giant eagles in the mountains 

52. Mysterious merchants sell faulty magic tems in town and then 
attempt slink away, 

53 Arecently recovered artifact causes arcane spellaster! powers 
to goawry. 

54 An evil noble puts a price on a good noble's head. 

55 Adventurers exploring a dungeon have not returned ina week, 


continued on nest poge 


sionally include undead that she can use her turning abilityon.E) 
the party has.a ranger ora druid, include encounters with animals 
(dire animals can make challenging encounters for even mid- 10} 
high-level BCs see the Monster Manual for more information).The. 
{advice to remembers “Everyone gets a chance fo shine” All abil 
[ties available to BCs were designed 10 make the characters better, 
\butanability (ora spell shatacharacter never gets touse isa waste 


Difficult Choices When a choice as a significant cansequence, it 
should sometimes bea dificult one to make. Should the PCs help 
the church of Heironcous wage war on the goblins, even though 
the conilict will almost certainly keep them from reaching the 
Fortress of Nast before the evil duke summons the sla assassins? 
Should the PCs tust.the words of dragon, or ignore her warning? | 
Dilferent Sorts of Encounters: A god adventure soul ro 
wide a number of different experiences—attack, defense, prab:| = 
{tem-solving, roleplaying, and investigation. Make sure you vary. BAD STRUCTURE 


the kinds of encounters the adventure provides (see Encounters. 
page 48) 

‘Exciting Events: Like a welltold story, good adventure 
‘ould have ising and falling tension, This sot of pacing is easier 
‘to accomplish with an event-based adventure (since you have 
more control over.when each encounter takes place), but its pos 
sible ina site-based. adventure to design a locale where the 
encounters are likely to occur in a desired fashion. Make sure to 
{pace events appropriaiely. Stat slowly and have the action build. A | 
[climacticencounter always makes fora good ending. 

Encounters that Make Use of PC Abilities: If the partys, 
‘wirard or sorcerer can cast fly think about incorporating aerial. 
encounters into the adventure. When there’ a clevic along, occa 


“Try to avoid the pitialls described below, 

‘Leading the PCs by the Nose: A bad event-based adventure is 
marked by mandates testricting PC actions or is based.on events 
that occur no matter what the PCs do, For example, plot that 
hhinges.on she PCs finding 2 mysterious heirloom, only to have it 
stolen by: NPCS, is dangerous—if che players invent good way... 
protect the heirloom, they wont like having it stolen anysvay just 
Jnccause thats what you had planned beforehand. The players end 


Jup feeling powerless and frustrated, No matter what all adven: 
\rutes should depend upon player choices, and players should fee. 


tas though what they choose to do matters, The results should 
affect the campaign setting (albeit. pethaps in minor ways). and. 
they should have consequences (good ot bad) fot the PCs. 


ee 
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56. The funeral for a good fighter is disrupted by enemies he made 


while alive 

57° Colossal vermin are straying out ofthe desert to attack 
settlements 

58 An evil tyrant outlaws nonoffcaly sanctioned magic use, 

59 Ahuge dire wolf, apparently immune to magic, organizing 
the wolves in the wood. 

{60 A.community of gnomes bullds a fying ship. 

{6} An/sland atthe center ofthe lake is actully the top of 
strange, submerged fortes. 

‘62. Buried below the Tee ofthe Word lies the Master Clock of 
Time, 

63) A child wanders into vast necropolis, and dusk approaches 
‘quickly. 

{64 All the dwarves in an underground city have disappeared. 

165. A strange green smoke bilows out ofa cave near a mysterious 
vin 

{66 Mysterious groaning sounds come from a haunted wood at 
night 

67, Thieves steal a reat treasure and le into Mordenkainan's 
‘magnificent mansion. 

{65 A-sorcerer attempts to travel etherealy but disappears 
‘completely in the process 


69 A paladins quest for atonement leads her to trol ar too well 


‘defended for her to tackle alone. 

70. Atangdom known forts wizards prepares fr wa 

71 The high priest san sion 

72. Anew noble seeks to clea & patch of wilderness ofall 
monsters. 

78. A bulete i tearing apart viable farmland, 

74 An infestation of sieges drives yuan closer to cvhzed lands 

75 Treants in the woods ae theatened by a huge fie of| 
mysterious aig. 

76. Cleries who have resurrected long-dead hero discover she's 
rot what they thought 

17° sorowful bard tls. tale of is imprisoned companions. 

78. Evil nobles crete an adventurers’ gull to monitor and contro) 
adventurers 


79. Atialfing caravan must averse an ankhepinfesied wilderness, 


480 Allthe doors in the king's castle are suddenly orcane locked and 
fire wopped. 

'51 ‘An innocent man, about to be hanged, pleads for someone to 
help him, 

82. The tomb of a powerful wizard, filed with magic tems, has 
sunk into the swamp, 

‘83, Someone is sabotaging wagons and carts to come apart when 
‘hey travel at high speed, 

84 Acertain kind of frogs, found only in an Isolated valley, fal Uke 
rain on a major ct. 

85, A jealous rival threatens to stop a welatended wedding 

186 A woman who mysteriounly vanished years ago is seen walking 
on the surface ofa lake 

87, Anvearthquake uncovers a previously unknown dungeon, 

‘88 A wronged hale needs a champion to fight for her in a 


ladiatoral ta 
189. Atthe eye ofthe storm that tears acrovs the land tes floating, 
cctadel 


90 People grow suspicious of halore merchants peddling gold 
dragon pars inthe marke. 

491 -An abseniminded wizaed lets her oof won flint the 
‘wrong hands 

92 Undead shadows vera large library, especially an od storeroom 
long et undisturbed 

93 ‘The door into an abandoned house inthe mile of town turns 
‘ut tobe a magic poral 

‘9 Barge pirates make a deal wits covey ofhags and exact a high 
tol use the rer. 

95 Two parts ofa magic tem are in the hands of biter enemies; 
the third piece is lst. 

96 Afght of wyverns is preying upon sheep as well as shepherds 

97 Evil leries gather in secret to summon a monstous god tothe 
word, 

98 Aci faces a siege by a force of humans, duergar, and gr. 

99. Auge gemstone supposedly les within  rulned monastery 

100 Lizard viding dragon turtles sll thir services 35 
mercenaries tothe highest bidder 


PCs as Spectators: In this kind of bad adventure, NECs 
accomplish all the important tasks There might bean interesting 
story going on, but its going on around the PCs. and.they have 
very little to do with it.As much as.you might like one of your 
NPCs, resist the urge ro have him or her accomplish everything. 
instead of letting the BCsslo the work. As great asi might be 10 
have your big NEC hero fight the evil wizard (also an NPC)! 
threatening the land, it. not much fun for the players if all they 
|gecso dois watch. 4 

Deus ex Machina: Similar to he "PCsas spectators” problem is 
the potential pitfall ofthe deus ex machina, aterm used to describe 
the.ending toa story in which the action is resolved by the inter 
vention of some outside agency sather than by the characters own, 
actions. Dont put the BCs in situations in which they can only sur 
vive through the intervention of others. Sometimes i's interesting 
to be rescued, but using this srt of escape hatch’ gets frustrating 
for theplayers quickly. Players would rather defeat young dragon 
‘on their own than face anancient wyrm and only defeat it because | 
[ahigh:Level NRC telepors in to help them. 

Preempting the Characters’ Abilities: Its good to know the] 
7s capabilities, but you shouldnt design adventures that contin 
ually countermand or foil what they can do, Ifthe wizard just 
learned frebal, dont continually throw firetesistant foes at him. 
Doni create dungeons where fly and teleport spells dont work, just 
because its more difficult to design challenging encounters for 
characters with those capabilities, Use the BCs’ abilities to allow 
{them to have more interesting encounters—dont arbitrarily rule 

thut their powers suddenly dont work. 


THE FLOW OF INFORMATION 
‘Much ofthe structure of an adventure depend on what the PCs 
[kaow and when they learn i. IF they know that there’ a dragon at 
the bottom of the dungeon, they will conserve their siength for 
that encounter and have proper spells and strategies prepared 
‘When they learn the identity of a traitor, they. wll probably act on 
this information immediately 1 they lear too late that their ac 
tions will cause. cavern complex to collapse, they wont he able to 
eeep it from happening t 
Donit give away the whole plot in one go, bur do give the play: 
xs some new bit of knowledge every s0 often. For example, ifthe! 
drow elves are the secret masters behind an uprising of giants.) 
slovly reveal clues to that fact. Information gained white fighting. 
the hill giants leads the PCs to the frost giants, which in turn gar 
nots chem clues that take them 10 the fie giants, Only among the 


ADVENTURE WRITER'S CHECKLIST 

Ifyou want to write an adventure but aren't sure where to start, just 

work your way down the checklist below. Each entry corresponds to a 

section found later in this chapter 

+ Brainstorm one or more motivations for the adventure, keeping in 
‘mind the style of play you prefer, Why will the PCs pur their lives at risk? 

+ Decide whether you want a site-based adventure, an event based 
adventure, ran adventure that incorporates both, 

+ Ifitsa site-based adventure, imagine where the adventure wil tke 
place. You don’t need to know every deal et, ust abroad sense of 
What the placeis lke 

+ If t's an event-based adventure, imagine the stating scene, 


ely 


climax scene, and a few “set plece” intermediate scenes you think 
would be fun 

+ Choose the most important antagonists for the PCs. If alles, 
patrons, or other NPCS are Important, think about ther too, 

+ Begin assembling your adventure. If i's a site-based adventure, 
sketch out the site and decide where your important NPCs spend 
‘most of ther time. IFit's an event-based adventure, identify the most 


fire giants da the BCs encounter information that leads them.t0. 
understand that the drow are involved. And thus the final en- 
counter-with those drow masters is made all the more dramatic 
In.some situations, the PCs know everything they need to, 
Jimow before the adventure begins. That's okay, Occasionally. there 
[is no mystery. For example, the. adventurers learn that a haunted 
rower inthe woods is inhabited by a vampire and her minions. 
They go in with sakesand holy wate, slay a bunch of undead, and 
finally meet up with the vampire and take her out. That’ fine 
adventure, Sometimes, however, a surprise that the ECs never] 
‘could have seen coming makes ial the more interesting—the| 
‘vampire turns out io bea good-aligned undead resisting her boo 
ust but slowly succumbing to the temptation of an.erinyes devil 
who lives under the church back in town, Both the ne surprises" 
and the ‘unexpected nist” structures work well slong as you 
avoid overusing either, 


Divination Magic 

{Keep divination magic-in mind.when predetermining how 
youite going to control the flow of information, Don't deny the 
spells their potency. Instead, learn what. they-can and cannot so, 
and plan for the PCs to use them. (See Handling Divinations, 
page 34), Aficr all, if you have assumed that they would cast the 
proper spells and they dont use what’ available to them, they 
deserve to fal, 


The Tomb of Horrors, the Temple of Elemental Evil the Ghost 
Tower of Inverness-—these are places of legend) mystery. ana 
venture, Ifyou create an adventure based around some place—a| 
dungeon, a ruin, amountan,a valley, a.cave complex, asvildernes,| 
‘4 town—then you have created a site-based adventure. Site-based 
adventures revolve around a map with a key, detailing important 
spots on that map, Encounters in the adventure are.triggered. 
when the PCs enter a new location atthe site, The implication is 
that each encounter describes what occurs. at that site when the 
Ps arrive (or arrive fr the frst time), 

Creating a site-based adventure involves two steps: drawing a 
imap and keying the encounters, 

Draw a Map: Graph paper is.useful for mapping out dungeons, 


because you can assign. scale forthe squares, such as 5 feet or 10 
feet per square, The printed gridlines also aid in drawing straight 
lines (particularly useful when you! 


mapping the interior of a 


likely sequences of events that take the PCs from the beginning, 
hitting one oF more ofthe important intermedi 
ve Way, 

+ Fillin the details. Create the areas and scenes that arent integral to 
the adventure but may be fun or challenging nonetheless. Draw the 
‘maps you'll need, build the NPCs, and create any random encour: 
ters you want forthe adventure. 

+ Check your wark. Examine what you've done, but think like your play 
rs 1s there a clever way to bypass many of the adventure's chal: 
lenges? Think of ways to reward cleverness without rendering the 
adventure obsolete 


Now that you've worked your way down the checklist, here's a secret 
You don't have to do the items in order You ean just as easly start by 
saying, "I want to write an adventure with mind faye assassins as the 
‘main villains.” starting with the antagonists and making the other 
choles later. You might design a site ist, then figure out hw to entice 
the characters inside. But it's always 2 good idea to start with motiva: 
tion, because i's the energy that gets your adventure off the ground. 


building or a dungeon). Mark imporiant areas with numbers oF 
letters that reference the map key. Make notes on the map describ- 
ing anything of importance, including room contents (statues, 
pools, furniture, pillars steps, pits, curtains, and so on). Plan out 
which areas are linked by similar orallied inhabitants, Place traps. 
taking care to note particulary the location of trap triggers. Con-| 
sider spell ranges—ifan NPC:wizard is ina particulararea and you, 
know that she might casta particular spell, save yourself time 
during the playing of the adventure by noting now how far the] 
spellefiect.can extend, 

‘As you map out the ste think about how youll depict each area 
at the gaming table. It’s a bad idea, for example, ro design a site 
‘with many areas chat are larger than the gr you place your mini: 
tures on. If it's likely that characters will ravel back and forth 
between two adjacent rooms, make each of the rooms small 
‘enough to fit both of them on the tabletop grid at the sume time 

Remember thatthe player characters are catalysts for change, 
While you play, note changes caused by the PCs’ presence—pos- 
sibly even striting them directly on the map. That way it easier tol 
remember, on the second time they pas through an area, which 
doors they have knocked down, which traps they have triggered 
which treasures they. have looted, which guardians they have 
defeated and s0 forth. 

‘Create a Key: A map key is set of notes (as detailed ot brief as 
you need them to be) detailing each area's contents, NPCs 
(description, statistics, possible actions), and whatever else makes 
the plice special, For example,on an outdoor map you might mark 
an.area that triggers a landslide if crossed, bridge over the river 
‘guarsled by lizardfolk, nd the lair of a basilisk—complete with 
sdetails about the interior of the lair and the treasure formerly in 
the possession of the halfeaten, petrified victims in the back 
Each entry should include the game information needed ro run 
that encounter, an area has nothing to write about, dont bother 
marking ion the key. 

‘Most dungeon adventures are site-based. See The Dungeon, 
‘page 57.8 well asthe sample dungeon adventure tat begins on 
Page 78, 

‘A site-based adventute allows the PCs to drive the action. If 
they come to a fork in the path they'te free ro choose whichever 
‘way they want. Ir doesnt matter which path they choose, ori they 
never go down one path atall. The characters ean leave the loca 
tion and come back, often resuming the adventure exactly where 
they left off although some aspects of the site may have changed, 
depending on hovestatic the site is. see below) 

‘A site-based adventure is easy.to run once youve made all the 
preparations. Allhe information isright there in front of you, on 
the map and in the key. Between the two of them. you should be 
able to handle any sort of action the PCs may take during the 
adventure 

Sitecbased adventures often lure BCs based simply on the repu 
|tation of the site, but sometimes an event triggers a site-based 
adventure; drawing the BCs.o.the location, Once they are atthe 
site, our map and its key come into play 


STATIC OR DYNAMIC 
Sometimes a site-based adventure takes place at a static location. 
TThe map depicts an old ruin filled with monsters, hows whete 
the ancient treasures are located within the ruin, where the traps 
cot danger spots are located, and so on. The PCs can arsie at this 
location at any-time, stay.as ong. as they desir, leave whenever 
|they.want. and. come back later to find the site pretty.much the 
|same as they-left it (although more monsters may have taken wp 
{residence ora few may have wandered of; maybe a trap has been 
\triggered by a monster and no longer threatens the PCs, ora. trap 
the PCs previously triggered has been reset) 
Designing a static site-based adventure is fairly easy. You dont 
have-tothink much about how the residents of the various en: 


counter afeas interact, and each encounter area need only be de 

signed with the most immediate implications in mind—namely, 

what happens when the PCs arrive? 
By-contrast,a good example ofadynamic site isa drow fortress: 
temple, A dynamic site usualy involves some sort of intelligent 

Jorganization, As the PCs move around the site, they discover that 

actions in certain areas affect encounters in other areas, For 

‘example, ifthe PCs kill wo of the drow priestesses in the fortress: 

temple but allow a third one to escape, the fortresstemple mobi 

Ives its populace—naw, defenders are moving around from loca 

tion to location and are much more likely to atack any unknown} 

intruders rather than ask questions Perhaps the two.dead pies: 
esses rise from the dead as vampires and start. creating vampire 
spawn as bodyguands, 

Designing a dynamic ste is more complicated than designing a 
static one. In addition to creating map and a key—both of which 
might be updated significantly as the adventure develops—you 

[must address the following issues aswell 

+_-Formulate defensive plans forthe inhabitants, "If attacked, the. 

‘guards use the gong fo raise the alarm, The sound of the gong. 

‘ean be heard in areas A,B,and.D.The inhabitants. those areas 
hastily don hide armor (5 rounds) and overturn tables to. give 

themselves cover The sorcerer in area B casts mass incisibilityon 
himself and the barbar 

+ Develop conditional requirements for various areas “Ianyone 

iturbs.the three unholy gems upon. the.altac the-Infecna 
ates n.area $ open, allowing access tothe City.of Dis but also| 
calling 344 barbazu devils, who live inthe dungeon by day.and), 

‘come out at night co raid the countryside in S-mile radius” 

*+ Determine the inhabitants’ fong-term plans, “Ina monthissime, 
the goblins will have completed the wall in orea.39, With that 
defense to fallback on, they begin the assault on.the kobold 
‘aves in areas 32 through 37, Ifno one intervenes, the goblins 
will clear out the kobolds in three weeks and the goblin adept 
will gain the ward of lightning bot stored in the secret vault in 
area 35; 


The death of the king. The Rain of Colorless Fire. The carnivals 
arrival in town. Unexplained disappearances. Merchants of Druus 
ooking for caravan guards. Events can lead to adventures, drawing 
the PCs in and getting them involved.in amazing predicaments, 

‘When you create anan event-based adventure, you structure i 
in the form of “Something happens. and ifthe PCs do this, then 
‘hat happens....’ An event-based adventure is built around a series 
of events influenced by the PCs’ actions. The PCs' reactions 
change the events that occur, or the order in which they occu, oF 
both 

Inan event-based adventure, the PCs usually have a goal ora 
mission beyond "Killa the monsters“ or’Get as much treasure as 
possible” or even “Explore this. area.’ The adventure instead 
focuses on the adventuners trying to.accomplish something spe 
cific The encounters in the adventure occur as an offshoot ofthat 
cffort—either.as a consequence of their actions, or as opposing, 
forces attempting to stop them, or both 

‘This kind of adventure is often described as story-based,. 
‘becauseitsmorelikea book o a movie and less like exploration of | 
4 passive site. An event-based adventure usually doesnt tse a) 
room:by-r00m key.of a location but instead consists of notes.on| 
‘which events occur when. Two ofthe best rays o.organize these 
notes are inthe form of flowchart ora simeline. 

Flowchart: By dtswing connected boxes or.citeles with event 
descriptions in them. it easy-to visually ttack the flow of events 
"As the PCS investigate the mutder, they question the innkeeper: 
‘She tells them that she saw someone suspicious hanging around 
the back ofthe livery lst night. they ask specifically about Greg- 


ory, she tells them where he lives” In this example, the Dowehart 
has two lines drawn away from the innkeeper. One goes to the 
livery and the other goes ro Gregorys house, since those are the 
two likely paths the PCs.will take next, 

‘Timeline: Another way. organize an event-based adventure is 
by the passage of time. timeline tars when the PCs get involved | 
{n the story (or sometimes even before then). Lt matks what hap-[ 
{pens when: “One day afterthe PCs arrive in sown, Joham comes i. 

{tiem pleading for belp. The next day, Joham is found dead in his 
oom at the inn. That evening. Gregary.comes to the inn, poking | 
{around for information to sce i the body has been found” 

Combination: An eventchased adventure might use both a 
oweharrand a timeline thatare closely integrated: "Ifthe PCsask 
the innkeeper about Gregory on the day after the murder, she tells 
them where he lives. The following morning, Gregory shows up at 
the inn, heavily disguised, and convinces the innkeeper that he is 
{being framed for the murder. She agrees to hide him, tthe BCs 
[ask the innkeeper about Gregory aftr this occurs, she gives them | 

{he Location of his house—but she also tells the PCs (untruth:} 
lly shat Gregory har been aay cm own on rp fo the 
several days: 

Random Encounters: Even in an adventure driven by events, 
an encounter untelated tothe flow of events can serve to empha 
size (or distract from) the ongoing plot. See Table 328; Urban 
Encounters, page 102, for an example ofan event-based random 
encounter table. 


Eventually, cach adventure comes to.an_end.-A climactic 
encounter places a nice capstone on an adventure, particularly if 
it one tha the players have seen coming, (XE the ogres they have 
{been fighting have been refering toa drigon,shen. an encounter 
with the dragon isa suitable ending.) 

‘Many. adventures require a denouement—some Wsap-up t0 
‘deal with the aftermath of the final encounter. This.can be the 
time when the PCs discover what teasure isin the dragons hoard, 
‘dramatic scene in the king’ court in which he thanks the aden 
turers for slaying the dragon and passes out knighthood all) 
around, of ative © mourn those comrades who did not survive} 
the battle, Generally, the denouement should not take neatly. as 
Tong.as the climax itself 

‘As with movies and books, adventures sometimes deserve se 
quels. Many adventures lead directly into new adventures for the 
PCs, relating to what shey have accomplished of discovered. Ifthe 
characters just destroyed the fortes of the evil overlord, they may 
find clues within the fortress that betray the identity of ataitoron 
the town council who has been secretly aiding the warlord, er~ 
{haps the overlords ore minions fled the site—where did they go? 
|(Ores.1 matter where they go, are sure to cause trouble!) Suppose 
Jbandits attacked the adventurers while they were on their way to 
the overlord’ fortress—going back now and finding the bandits’ 
Jai is an adventure of both justice and vengeance. 


‘As interesting as its 10 talk about adventures (and the stories be- 
hind them), the game is really composed of encounters. Each indi- 
vidual encounter is like its wn game—with a beginning, a middle, 
an end, and victory conditions to determine a winner and a lose. 


TAILORED OR STATUS QUO. 
{Justas:vith motivations, encounters can be tailored specifically 10 
{the BCs or not. tailored encounter isone in which you fake into 
‘consideration that she wizand PC has a ward of visibility and the 
fighter’ ACis 23. na ilored encounter, you design things to fit). 
the BCs and the players. Infact, you can specifically design some= 


thing foreach PCt0 do—the skeletal minotaur isa challenge for 
the barbarian, anather skeleton with a crossbow ison a ledge that 
‘only. the rogue.can reach, only the monk can leap across the chasm, 
to pull the lever raise the portcullsin front ofthe treasure, and. 
the cleric’ hie rom undead spell allows her to get ro the treasure 
|the skeletons are guarding while the batle rages, 

| Asstarusquo encounter forces the PCs to adapt tothe encounter 
rather than the other way.around. Bughears live on Clover Hill, 
and if the PCs go there, they encounter bugbears, whether bug: 
bears are an appropriate encounter for them o.not. This kind of] 
lencounter gives the world a certain versimilirude, and so it's good | 
toxmixa few in with the other sorts of encounters. 

Ifyou decide to use only status quo encounters, you should 
probably let your players know about this, Someof the encounters 
‘you place in your adventure setting will be an appropriate chal-| 
lenge for che PCs, bur others might nor be. For instance, you could 
decide where the dragons lair is long before the characters arc.ex 
Jperienced enough to survive a fight against the dragon. If players 
{know thatthe setting includes status quo encounters that theit 
characters might not beable to handle, they willbe more likely 0 
make the right decision i{they.come-upon.a tough encounte 
“That decision, of course is trun away and fightagain another day 
(ovhen the party.s better equipped to meet the challenge), 


CHALLENGE RATINGS AND 

ENCOUNTER LEVELS 
‘Awonster Challenge Rating (CR) ells you the level ofthe puty 
for which that monster is a good challenge. A monster of CR S is} 
an appropriate challenge for a group of four Sth-level characters If 
the characters are of higher level than the monster, they get fewer 
XP becuse the monster should be easier to defeat. Likewise, ifthe] 
characters are of lower level than a monsters Challenge Rating. 
the PCs get a greater award 

Parties with five or more members can often take on monsters 

with higher CRs, and parties of three or fewer are challenged by 
monsters with lower CRs. The game rules account for these facts 
by dividing the XP earned by the number of chatacters.in the 
party (see Rewards, page 36), 


Multiple Monsters and Encounter Levels 
Obviously, if one monster has.a.given Challenge Rating, more 
than one monster reptesents.a greater challenge than that. You 
can use Table 3-1: Encounter. Numbers to determine the 
Encounter Level of a group.of monsters as well a to determine 
how many monsters equate 1o a given Encounter Level (useful in 
balancingan encounter with a BC party) 

‘To balance an encounter with a patty, determine the party’ 
level (he. average ofall the members character levels). You want 
the party's level to match the level ofthe encounter, so find that 
‘number in the “Encounter Level” column. Then look across that 
line to find the CR ofthe kind of creature that you want to use in 
the encounter. Once yow have.found it, look at the top of that 
columa.tofind the number of creatures that makes a balanced 
encounter forthe party. 

Forexample.suppose you want to send ogres against a ¢th-level 
party The Monster Manual entry on ogres shows that they are CR 2 
Looking atthe "6" row inthe "Encounter Level" column, you read 
across to the “2” entry and then check the top of that column ro 
find chat four CR2 monsters make a good éth-level encounter To, 
determine the Encounter Level of a group of monsters, reverse. 
these steps (begin svith the number of creatures, tead down to ind, 
the CR for the creature, then look lft so find the appropriate EL} 

In general, ifa creatures Challenge Rating s two lower than. 
given Encounter Level, then two creatures. of that kind equal an 
Jencounter of that Encounter Level. Thus, pai of fost giants (CR 
| cach) isan EL Lt encounter. The progression holds of doubling 
‘the numberof creatures for each drop ofrwo places in their ind- 


vidual CR, so that four CR 7 creatures (say, four ill giants) are an 
EL 11 encounter, as are eight CR S creatures (such as shadow mas- 
tiffs), This calculation does not work, however, with creatures 
whose CR is { or lower, s0 be sure to use Table 3-1; Encounter 
‘Numbers for such encounters 

‘Mixed Pair: When dealing with a creature whose Challenge 


Rating is only one lower than the intended EL, you can raise the 


[Eby one by adding a second creature whose CR is three less than. 


[the desited EL. For example, a DM wants to set up an encounter | 
‘with an aboleth (CR 7) for an 8th-level party. Two aboleths would 


bbe EL 9, and she wants an encounter of EL 8, so she decides to give 
the aboleth a companion or pet.to raise the encounter 10 EL 8 
(Checking Table 3-1: Encounter Nambers she finds that the entry 
for sth-level encounters in.the “Mixed Pair" column js "745." This 
‘means thata CR 7 monsterand a CR $ monster together are an EL 
S encounter 

In general, you can treata group of crearures asa single creature 


J whose.CR equals the groups EL. For example, instead of having) 


{the Pcs encounter.one CR 4 creature (say, a brown beat), you. 
could substitute two CR 2 creatures (a pair of black bears), whose 
EL together is 4. However, creatures whase CR is far below the 
party's level ofien provide no challenge at all, so dont substinute 
hordes of low-CR creatures fora single high-CR creature 

‘Some monsters’ CRs ate fractions. For instance, a single ore (CR 
1/2) is not a good challenge even fora tst-level party This means 
that you should either calculate XP as ifthe ore were CR 1, then 
|divide by 2,or teat each pair of ores encountered asa CR A monster 

Encounters with more than a dozen creatures are dificult ro 
judge. Ifyou need thirteen or more creatutes to provide enough, 
‘XP for a standard encounter, then those individual monsters are 
{probably so weak chat they dont make fora good encounter. Thats 
Why Table 3~1 doesn't have an entry Jarger.than.twelve for 

‘Number of Creatures” 


TAaDLe 3-1; ENCOUNTER NUMBERS. 
‘Number of Creatures ——— Mixed 
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What's Challenging? 

So, what counts asa “challenge”? Since a game session probably 
lincludes many. encounters, you don't want to. make every 
Jencounter.one that taxes the PCs ro theilimits They would have. 
Jo stop the adventure and test for an extensive period after every 
|fight, and that slows down the game. An encounter with an. 

Encounter Level (EL) equal to the PCs' level is one that should 

expend about 20% of their resources—hit points, spells, magic 

item uses.and 50 on. This means, on average that after about four. 


‘encounters of the party's level the PCs need to rest, heal, and, 
regain spells. filth encounter would probably wipe them ou 
The party should be able to take on many more encounters | 
Jower than their level bur fewer encounters with ELs higher than. 
their level. As a general rule. ifthe BL is two lower than the party's 


Hlevel, the PCs should be able to take on twice as many encounters 
[before having to stop and rest, Two levels lower than that, and the 


‘number of encounters.they.can cope with doubles again, and so 
‘on, By contrast, an encounter of even one or two levels higher 


,than the party level might tax the PCs to theit limit,although with, 


luck they might be able to take on two such encounters before 
needing to recover. Remember that when the EL is higher than. 
the party level, the chance for PC fatality rises dramatically. 


Single Monster Encounters 


Many adventures reach their climax when the party encounters 


\the mastermind behind the plot, or when they track a big mon 
| ster, such as a dragon ot beholder, to its lair, Unfortunately, 


jencounters with single monsters can be very "swingy. If the party 


Jakes the time to use the Gather Information skill and divination 


spells, they may begin the encounter immune to.the monster's 

‘most powerful weapons Ifthe party. wins initiative, they can gang. 

tupon the monster and severely weaken it before it can act, 
‘When planning adventures, consider some oral of the follow 

ing points to make single monster encounters.more enjoyable. 

+ If your monster uses spells or magic items. prepare additions 

cs blocks that show the impact of ability enhancers and 

other defensive spells and effects. Depending on. how. much 

‘warning the monster has ofthe party’ approach, may. have all. 

sorts of additional. defenses, Remember, though, shat readying 

an action is a combat action, and the monster shouldnt do this, 

until combat hegins (no fair readying fireball before anyone 
checks for surprise or roll for initiative). 

+ Prepare your monsters tactics in advance, including. what it 
does if loses the initiative rol, tt may flee, or itmay.simply 
choose a different order for its spells and attach 

+ Distrat or split up the party. I the entire party.can gang up on 
4 single opponent; the encounter can end very quickly (espe 
cially if the party wins initiative) 

‘+ Put the partyin situations where they must burn resources in 
order to move forward, For example, a ery hot environment 
might do damage every.round, forcing the party ro use spells 
such as.endure elements, o x0.se-mast ofthe clerics spells 0 
hal. up after passing through the hot area. 

+ Go.on the aggressive. Let the single monster attack the party 
before the purty has a chance ro useall ts ability enhancers and 
defensive effects 

+ ool he party. Use lookalikes and decoys to convince the patty 
that a major encounter is stating, s0 they use lots of high-level 
spells and powerful items. before encountering your single 
monster 


DIFFICULTY. 


Sometimes, the PGs encounter something that's pushover for 
them, At other times, an encounter too difficult, and they have 
torun away. Awellconstructed adventure as variety of encoun 
ters a several different levels of dificult Table 3-2: Encounter 
Difficulty shows (in percentage terms) how many encounters of a 
certain dificulty an adventure should have. 


‘Taste 3-2; ENCOUNTER DIFFICULTY | 
% of Ttal_Encounter Description 
10% Easy EL lower than party level 
20% __Ensyf handled property Special (ste below) 
50% Challenging EL equals that of party 
{iss Very eifcut EL 1-4 higher than party level 
5% Overpowering EL 5+ higher than pat level 


-e‘The PCs win handily wish tle threat to themselves. The 
Encounter Level for the encounter is lower than the party level 
The group should be able ro handle an almost limitless number of 
these encounters 

Easy f Handled Properly: There’ a tick to this kind of encout 
ter—a rick the PCs must discover to havea good chance of vic 
tory Find and eliminate the evil cleric with greater imvsbity ist 

|soshe stops bolstering the undead, and everything else about she 
encounter becomes much easier, not handled properly, this} 
kind of encounter becomes challenging or even very difficult 

Challenging: Most encounters seriously threaten at least one 
member ofthe group in someway. These are challenging encoun 
‘rs,about equal in Encounter Level the party evel. The average 
adventuring group should be able to handle four challenging en: 
counters before they run low on spells, hitpoints, and other re 
sources, Ifan encounter doesnt cost the PCs some significant por 
tion of thei resources its not challenging 

[very plfclt: One PC might very well die. "The Encounter Level | 

fishigher than the party evel. This sort of encounter may be more. 
dangerous than an overpowering one, because it's not immed 
nely obvious to the players that the BCs should fle. 

Overpowering: The PCs should run. If they don, they will 
almost certainly lose. The Encounter Level is five or more levels 
higher than the party eve. 


Difficulty Factors 
{You have several options for making an encounter mote or less df- 
{ficult by changing the circumstances of the encounter to account 
{fo some feature ofthe PCs surroundings or the makeup of the 
party. For instance 
+ Tight quarters make things more difficult for rogues, since is 
harder to skulk about and gain a sneak attack. 
+A spread-out force makes things more difficult for splleasters, 
since the area affected by most spells is small. 
* Many lesser foes are harder for a character to engage in melee 
than one powerful foe 
* Undead ate much more dificult to fight without cleric, 
+ Encounters involving animals or plantsare much more difficult 
without a druid ora ranger in the party, { 
‘+ Encounters involving evil outsiders are much more difficult, 
without a paladin or cleric (and perbapsa wizard or sorcerer) in. 
the party 
+ Allarge force is much more dificult to fight without a wizard or 
sorcerer in the patty, 
*+ Locked doors and traps are much mote difficult to overcome 
without a rogue in the party 
+ Multiple combat encounters are more dificult to win without 
fighter, barbarian, a ranger, ora paladin in dhe party 
‘+ Multiple combat encounters are more difficult ro survive with- 
[outa cleric in the party 
[=the bard and the cleric make good group support characters 
‘Their presence makes practically every encounter easier 
None of the above factors should necessarily be taken into 
account when assigning or modifying Challenge Ratings, but you 
should keep them in mind when designing encounters 


TOUGHER MONSTERS. 
A really big basilisk with more hit points and a higher attack 
bonus than a normal basilisk is.a greater challenge, Ifyou.use the 
rules found in the Monster Manual for increasing the Hit Dice of 
‘monsters, you should also increase the experience point (XP) 
|avvard forthe monster appropriately See Advanced Monster Chal- 
Llenge Rating. page 293 of the Monsler Manual 
fa monster has levels in PC or NPC. classes, see Monsters and 
Cass Levels, page 290 of the Monster Manual, for how to determine 
iisCR. 


LOCATION 
A fight between characters perched on a bridge made of skulls 
‘vera pool of bubbling lava is more exciting and more dangerous, 
than that same fightin a nice, safe dungeon room. Location serves 
two purposes, both equally.important.Itcan make a humdrum en: 
counter more interesting, and it can make an encounter easier or 
‘much more diffcul, 


Making Things Interestir 
Arguably the dungeon itself isa fairly exoric local, but eventually 
the same old 30-foot-by:30-Foot room stars to grow stale Like- 
Wise, a trip through the dark woods can be interesting and fright: 
ening, but the fenth rip through i less so, Since this is.a fantasy 
‘game, allow yourself the freedom to considera sorts of strange 
locations for encounters, Imagine an encounter inside a volcan, 
along a nartow ledge on the sie ofa lif, atop a lying whale, or 
ddeep underwater, Think of the exeiting location first,and.then 
sworty about how and why the PCs would get there. 

Situations within.a location ean have as much impact asthe 
ocation ive. Ifa rogue has to pick the lock on the only door out 
‘of the top room ofa tower thats collapsing, ts suddenly a mich 
more exciting situation than just another locked door in a dun: 
‘geon corridor. Create an encounter in which the PCs must be 
diplomatic while all around them a battle rages. Fill an. under 
‘ground cave complex with water for a different sort of dungeon 
adventure. Seta series of encounters ina large syooden fort—that 
happens to be on fie 

See the Interesting Combats section, page 47, fora short discus 
sion that deals with this same issue. 


Modifying Difficulty 
‘Ores with crossbows, behind cover, firing down at the BCs while 
the characters cross a.nartow ledge over o pit full of spikes are 
much more dangerous than the same orcs being engaged in hand 
to-hand combat in some tunnel. Likewise, ifthe PCs find them: 
selves on a balcony, looking down at oblivious orcs who ae catty 
ing barrels of Lammable ol, che encounter i likely. to be much 
easier than if the ores were aware ofthe PCs 
Consider the sorts of factors, related 10 location or situation, 
that make an encounter more difficult such as the following 
+ Enemy has cover (for example, behind x low wall) 
‘+ Enemy is at higher elevation or is hand to get a (on a ledge ot 
atop adefensible wal) 
nemy has guaranteed surprise (PCa are asleep), 
* Conditions make it difficult to see or hear (mist, darkness, 
rumbling machinery all around). 
* Conditions make movement dificult (underwater, heavy grav 
ity, very narrow passage) 
Conditions require delicate maneuvering (climbing down a 
sheer cliff hanging fom the ceiling) 
*+ Conditions deal damage (inthe icy cold in a burning building, 
‘overa pit of acid), 
Conversely. the first three conditions given above make 
encounters easier fom the PCs point of view if they are the ones 
benefiting from the cover, elevation or surprise. 


REWARDS AND BEHAVIOR 
Encounters either individually or strung together, reward certain 
types of behavior whether you are conscious of itor not. Encoun 
ters that can or must be won by killing the opponents reward 
‘aggression and fighting prowess. Ifyou set up your encounters 
like this, expect wizards and priests fo soon go into every adven: 
ture with only combat spells prepared. The PCs will learn 10 use 
tactics to find che best way to ill the enemy quickly. By contrast, 
‘encounters that can be won by diplomacy encourage the PCs to 
talk so everyone and everything they meet, Encounters that 
reward subjerfuge and prowling encourage sneakiness. Encoun: 


ters that reward boldness speed up the game, while those that 
reward caution slow it down, 

Always be aware of the sorts of actions youre rewarding your 
players for taking, Reward, inthis case, doesnt jst mean expe- 
rience points and treasure, More generally, it means anything, 
that consistently. leads to success. An adventute should contain, 
encounters that reward different types of behavior. Not every! 
‘one prefers the same kind of encounter, and even those with a 
[favorite enjoy a change of pace, Remember, then, that you can 
‘offer many different kinds of encounters, including all of the} 
following 

‘Combat: Combat encounters can be divided into two groups: 
attack and defense, Typically, the PCs are onthe attack, invading 
monsters’ ais and exploring dungeons. A defense encounter, in 
which the PCs must keep an area, an object, ora person safe from 
the enemy, can be a nice change of pace. 

Negotiation: Although threats can often be involved, a negot 
ation encounter involyes less swordplay and more wordplay, Con: 
‘incing NPCs 10.do what the BCs want them to is challenging for, 
both players and DM—quick thinking and good roleplaying are 
the keys here, Dont be ataid to play an NPC appropriately (stupid 
‘or intelligent, generous or selfish, as long as it fits, Bur dont make 
an NPC so predictable thatthe PCs can always tell exactly what he 
fr she will do in any given circumstance. Consistent, yes; one: 
dimensional, no, 

Environmental: Weather, earthquakes, landslides, fist 
moving rivers, and fires are just some of the environmental condi 
tions that can challenge even mid-to high-level Rs. 

Problem-Solving: Mysteries, puzzles, riddles, or anything that 
requites the players to use logic and reason to try to overcome the 
challenge counts as a problem-solving encounter 

Judgment Calls; "Do we help the prisoner here in the du 
{geon, even though it might be a trap?” Rather than. depending 
‘on logic, these encounters usually involve inclination and gut 
instinct, 

Investigation: This i a long-term sort of encounter involving 
some negotiation and some problem-solving. An investigation 
may be called for to solve a mystery or to learn something new, 


ture would be comple 

‘close second in importance to experience point, treasure 
provides an important motivator for PCs to go on adventures. AS 
‘with experience points treasure empowers the PCs. The more 
they get, the more powerful they become. 


MONSTERS WITH TREASURE 

The standard way fo acquire treasure js to defeat enemies that pos 
est, guard it, oF happen. to be neat it. In the Monster Manual, ev 
ety monster has treasure rating (indicating how much treasure it 
has, although for some creatures the rating is “None”, The tables 
found in this section enable you.to determine the specifics. After 
referencing the level and kind of treasure (coins, goods items) 
found inthe creature description roll on the appropriate row and 
columns ofthe proper rable 

‘When generating an encounter dealing with monsters away 
from theit lair (a patrol, a wandering creature, and so.on), remem 
ber that a creature only takes what itcan easly carry with ft In the 
case of a creature such asa displacer beast, that generally means 
nothing. The monster safeguards or hides is treasure as wel asi 
can, but itleaves it behind when outside the lait. 

Example: Gnolls that live in a dungeon often leave their lair 10 
‘wage wat on nearby orc brigands to steal. treasure and food. The 
PCs encounter and defeat the gnolls while the bestial 
‘humanoids are on their way to raid the ores, Each gnoll has a 
smattering of coins or gems on its person, The leader has the 


‘masterwork greatsword from the group's hoard and uses itin the 
battle. The majority of the gnolls treasure, however, remains in| 
their lis. guarded by.a few gnoll left behind and two well-con: 
cealed pit traps, 


Monsters with Classes: 
Many monsters advance by adding class levels (se the Monster 
‘Manual, To determine treasure for monsters with class levels first 
sive them equipment, Use Table 4-28: NPC Gear Value (Page 127) 
and use just theirclass levels to determine the value of thei equi: 
‘ment. Then generate their treasure according to.theit: monster, 
entry and the rules under Building a Treasure, below. This may. 
generate more items thatthe monster can use,and thats fine (see 
Custom Treasures, below), 


Treasure per Encounter 

Table 3-5: Treasure has been created so that if PCs face enough 
‘encounters of their own level to gain a level, they will have also, 
gained enough treasure so keep them apace with the wealth-by: 
Jevel information found in Table $1: Character Wealth by Level 
(page 135). Justa gaining a level requires between thisteen and 
fourteen encounter ofa partys level, $0.00 fourteen average rolls 
cn the table at che partys Level will get them the treasure they 
‘ced to gain the appropriate amount for the next highest level, 
assuming thatthe PCs expend some resources suchas potionsand 
scrolls during those encounters 


‘Taove 3-3: TREASURE VALUES PER ENCOUNTER | 


Encounter Treasure. Encounter Treasure) 
evel per Encounter Level Encounter 
1 300; " 75008 | 
2 600 gp 2 9800 gp 
3 300 gp oy 13,000 ap 
4 1,200 gp 4 17,000 gp 
5 1,600 gp 15 22,000 gp 
6 2,000 gp 6 28,000 gp 
7 2,600 ap v 36.000 gp 
8 3,400 gp 18 47,000 gp 
) 4500 gp 19 61,000 ap 
10 5,800 gp, 20 90,000 gp 


‘Onaaverage, the PCs should earn one treasure suitable ro their 
Jevel for cach encounter they overcome, The key, of course, is 
“average.” Some monsters might have less treasure than average, 
some might have more, and some might have none at all As you 
write an adventure, its okay to combine the individual treasures 
listed for each monster into one larger hoard, Ifa dungeon is 
hhome oa beholder and numerous bughears for example, you can 
take some or all of the bughear treasure and add it to the 
beholder’s hoard. 

Monitor-the progress of measure into the hands ofthe PCs, For 
instance, you may wanto use lots of bigh-treasure or low-treasure 
‘monsters, yet still hand outa normal amount of treasure overall. 
The PCs neednit have average treastre at every stage in their 
carvers, but ifan imbalance (either high or low) persists for mo 
than a few levels, you should take gradual action to correct it by 
awarding slightly more or slightly less treasure, 


‘TABLE 3-4; AVERAGE TREASURE RESULTS 


Type ‘Average Result i 
Gem 215¢p 
Art object. 1.100.gp } 
Mundane tem 350gp 
Minor magic tem 1,000 gp 
Medium magic item 10,000.89 
Majoc magic item____40,000 gp 


‘TABLE 3-5; TREASURE 
Level 
Vet 


td 


ad 


at 


sth 


6th 


nh 


ath 


oth 


oh 


Mth 


— coins — 


161,000 cp 
16800 sp 
268%10 gp 
1d410 pp 


161051,000 ep 
24}0s100 5p 
4d10x10 gp 

248510 pp. 


24101000 cp 
4485100 5p 
14100 gp 
1410510 pp 


34101 000 ep 
‘461254000 sp 
16100 gp 
148310 pp 


14410,000 <p 
14647,000 5p, 
18100 gp 
1d10%10 pp 


146x10,000 ep 
168,000 sp 
14)0%100 gp 
1d12410 pp. 


1410%10,000 ep 
1612%1,000 sp 
26:00 gp 
3410 pp 


141210,000 <p 
1246%1,000 sp 
28100 gp 
36x10 pp 


246%10,000.cp 
2d8%1,000 5p 
564100 gp 
2612410 pp 


24101,000 sp 
‘644x100 gp 
54610 pp 


3101 0005p 
448x100 gp 
4410210 pp. 


a 
01-20) 
91-95 
96-100 


oti 
82-95, 
96-100 


om 
795 
96-100 


O70 
71-95 
96-100 


01-60 
61-95 
96-100 


1-86 
57-92 
93-100 


Olas) 
49-88 
89-100 


oysas 
46-85 
46-100 


140 
41-80 
81-100 


O15 
36-73 
0-100 


1-24 
25-74 
75-100 


143 gems 
di art 


193 gems 
143 ant 


164 gems 
vd ant 


144 gems 
Vdtan 


1d gems 
Idhars 


144 gems 
Tad ant 


1d6 gems 
dA att 


1d8 gems 
146 art 


a% 
or 
3S 

96-100 


01-49 
50-85 
46-100 


og 
50-78 
80-100 


ona 
43-62 
63-100 


58-67 
68-100 


ois 

55-59 

0-99 
100 


os) 
52-97 
98-100 


o1-as. 
49-96 
97-100 


92-100 


01-40 

41-88 

38.09 
100 


01-31 
3-84 
85-98 

99-100 


Items 


1 mundane 
Veninor 


1 mundane 
1 einoe 


163. mundane 
V minor 


104 mundane 
Vminor 


14 mundane 
143 minor 


144 mundane 
143 minor 
Tmedium 


1d4 minor 
rmedium 


1d minor 
1 medium 


1d4 minor 
1 medium 
1 major 


1d minor 
1 medium 
1 major 


‘Taste 3-5: TREASURE (CONT.) 


Level om — Coins — 4% Goods 6 tems 
12th 1-08 = 1-17 ~ 01-27 - 
can 441.241,000 sp 18-70 1610 gems. 25-82 1d minor 
15-75 14451, 000 gp ni db ant 83-97 J medium 
76-100 144100 pp 98-100 major 
13h 01-08, ~ ott - os = 
03-75, 141,000 gp. 12-66 1412 gems 20-73 146 minor 
76-100 1410100 pp 67-100 idl0 art 74-95 Vmedium 
96-100 1 major 
uth 01-08 = ory - 01-19 = 
09-75 161,000 gp 12-66 248 gems 20-58 146 minor 
76-100 1d12*100 pp 67-100 2d6art 59-92 Vedi 
93-100 1Limajat 
1th 01-03 - 109) = on = 
4-74 16841,000 gp 10-65 2d10 gems }g10. minor 
75-100 344100 pp 66-100 2db art Y medium 
major 
16th 01-03 - oor = - 
4-74 1412), 000 gp 8-64 4d6 germs 1610 minor 
75-100 3144100 pp 65-100 2d10 art 143 medium 
V major 
inh 10s = 01-04 = O13 = 
04-68 344,000 gp 05-63 AB gers 4-83 143 medium 
69-100 2410100 pp 4-100 sa8art 4-100 Vimijor 
Yah 1-02 - 1-04 - ova - 
03-65 361,000 gp 05-54 312 gems 25-80 16 medium 
(66-100 54100 pp 55-100 310 art 81-100 TV major 
19th 1-02 = 01-03 - 01-04 - 
03-65 538,000 gp 04-50 646 gems 05-70 144 medium 
66-100 3410100 pp 51-100 66a n-100 V major 
20h 01-02 - oo2 - 1-2 a 
03-65 41,000 gp O38 410 gems 26-65 1d4 medium 
66-100 4410100 pp 39-100 Tab art 66-100 163 major 
For treasuces above 20th level, use the 20th-evelrow.and then add a numberof random major items, 
Level Magic Items Level Magic items Level 
Dist “1 25th 9 28th 
22nd 2 26th “12 23th 
23rd “ anh a7 30th 
auth “6 


BUILDING A TREASURE 
You can use any of several methods for determining what trae 
tures to include in your encounters oradventures All of them refer 
to Table 3-5; Treasure Instructions for using that rable appear in 
Using the Treasure Table, below. 


Random Treasures 

‘An easy approach is to determine treasure randomly-using the 
‘reasure information given in the Monster Manual foreach kind of 
creature. Some creatures have more than average treasure and 
some less I'you use this system, the kind of creatures inan adver: 
ture determines how rich the treasures are. An adventure with lots 
‘of intelligent creatures has higher than average treasuie, and one 
‘with mostly oozes, vermin, and dire animals has poor treasure. 
‘alance the treasure by balancing the kinds of creatures or simply 
by adjusting the treasures toward the average. 


Ifyousvant to include balanced amount of treasure, you can just 
roll on Table 3-S:Treasure for each encounter according (0 its 
Encounter Level fyou.want the treasures to make sens, rol for 
them randomly but then assign them to the encounters based on 
yourbest judgment. Double or triple up for some encounters giving, 
them ewo or three rolled treasures, and leave some others without 
treasure. Ln this way, youie sure that the treasures are balanced tothe 
encounters averll, even some encounters have lots of treasure and. 
others have none. For example, if your adventure has seven encoun: 
ters of EL Seach, just ol on the Sth-Jevel row an Table 3. Treasure 
seven times and assign the seven treasures among the encounters. 

Slightly more complex, you can figure out the percent chance 
sogeteach kind of treasure on Table 3-5; Treasure and rll once for 
‘ach line on the table. For instance, at tst level, you have a 15% 

‘chance to get copper coins, 3 23% chance to get silver coins, a 43% 

chance to get. gold coins, a 8% chance to get platinum coins, a S% 


chance to get a gem, 5% chance.to getan artabject, 24% chance Finally, you could avoid rolling altogether and choose treasures. 
uld just invent coins and 
‘means that some treasures will have several different kinds of gems worth 5,000 ta 6,000 gp, and choose magic items from Chap- 
coins, or both a gem and.an art object, and so forth, ter 7: Magic Items to fill the rest ofthe total 
You con use Table 3-5: Treasure first for gems, art objects, and 


togeta mundane item, and a S%.chance to getaminor item, This For. treasutes totaling 11,200 gp, you c 


{nems, Total the value ofthe objects generated by the table, then! Wiz nd Treas 
subiract that total from the appropriate level of treasure from Table|. If yout designing an encounter with 4 wizard, subtract the value 
3-3: Treasure Values per Encounter, What remains is the value of| ofa spellbook and material camponents (sce Selling a Spellbook, 


‘coins in the treasure, Choose coin types S 9 of the Player’ Handbook) from the average 


and numbers to fill ou the treasure. = my treasure value before you start rolling up trea 
You can also bypass Table 3-5: Trea ure, Alternatively, you. can add the tp the 
sure-and base treasures on what their value ofall the components and the spellbook 


‘overall value should be, For example, ‘glo and compare the tora value to Table 
ince each Sth-level trea 4 3-3: Treasure Values per 
sure is worth 1,600 gp Encounter. Find the 
(on average), seven of level that_most 
them. should closely. ap: 
worth about , proaches that 
14,200 gp_™ total, and sub 
(on average). You + Ie from the level ofthe 


an go right = = ter, Use that new level 10 


the other 
tables (Table ™ 


Table 3 You may wish to build a custom 
Art Objects; and so on) and roll on them instead. To balance treasure for.the toughest 

these rolls, you need to know the average value of eac ‘the head of the.consp 

Table 3-4: Average Treasure Results So, fora treasure worth sbout leader of the metcenaty 


11,200 gp, you could rol for a medium magic item (10,000 gp) and ° ‘ther special encounter, the value of the 
an art object (1,100 gp) oF roll forfour minor items (1,000 gp each *reasure should still be determined using. 


and five gems (275 gp each), giving the rest in coins ofthe appro- 3-3: Treasure Values per Encounter, bur instead of rolling on 
P 


3-5: Treasute, you choose the items in the treasure 


priate value, Depending on yout rolls, you cun geta treasure worth 


re, but acampaign ‘When you doso, spend no more than half the treasure value for 


less than average or much m 


you should get pretty close to average results overall the encounter on items that might be used up during the ex 


BEHIND THE CURTAIN: TREASURE VALUES Weavrn Companisons 
There's a relationship between Table $1: Character W ary Expected «Treasure fom ——Theature por. 
able 3-5: Treasure, and Table 3-2: Encounter Diff Level Wealth Guin Encounters Character 
adventures follwing the guidlines inthis chapter, and using Table st 90 gp 3.999 go 4,000 
3-2: Encounter Diffeulty should generate enough treasure and 1,800, 7.98 gp 21000 gp 


Table 3-5: Treasure to keep characters abreast of the wealth fig ard 2,100 gp 1997 ap 2.999 mp 
described in Table 5-1. In fact, such adventures should provid ath 3,600 gp 15.996 gp 3,999 ap 
wealth, because characters expend some money on scrolls sth 4,000 gp 21,328 9p 5,332 5p 
ammunition, an al of which get used up i eth 6,000 gp bp 


adventuring 7th 1,000 gp 34658 gp 


‘As you can see, rewards using these tables generate more wealth 8th 9,000 gp 45,322 gp 
than Indicated. We assume characters use up that additional money oth 13000 gp 59,985 gp 
fon expenses such as being raised from the dead, potions, sen 1oKh 314 gp 
ammunition, food, and so forth Mth 99,975 ip 
Your job isto compare the wealth gained from the encounters in ath 30,634 gp 
your adventure with the expected wealth gain shown on the table Sth 173,290 gp 
above, If your adventure has more treasure, reduce it. Ifyour adver ath 226,610 gp 
ture has less treasure, plant enough teasute not related to en 15th 293,260 gp 73,315 gp 
counters to match the value (see Other Treasure, below) eth 373,240 gp 93,310 gp 
Your job is also to make sure that wealth gets evenly 17h 479,80 gp 119,970 gp. 
The third column in the table above shows that exch ch 18th 626,510 gp 136,628 gp 
should get an equal share of the treasure from an adventure. Ifa 19th 313,130 gp 203,283 gp 
single item, such as a magic staff, makes up most ofthe treasure, Expected Wee le 5-1 indicates a charactet 
then mast of the party earns nothing for their hard work, While you should gain while reaching his ner level 
can make it up to them in later adventures, it ls best to use the Treasure from Encounter: This fs the average treasure value frm Table 
‘methods described in this chapterto ensure an even distribution of 13: Treasure Values per Encounter multiplied by 13.33 encounters. 


wealth TTeasure per Character. This is Treasute from Encounters divided by 


four, the exp 
rearest gold piece 


ed party size. The amounts are rounded to the 


ter, fall the items in the encounters treasure are expendable, 
such s potions and srolls, you dont want ro spend the entire trea 
sure value on them. Ifyou did, the characters might find nothing 
but empty potion bottles and scroll tubes after defeating the 


NPCs with Treasure 

“The gear that NPCs carry serves as the bulk oftheir treasure. The. 
average value of an NPC’ gear is listed on Table 4-23: NPC Gear. 
Value, and examples of what specific geat-a character of a given 
class and level would have are in the simple NPC descriptions in 
(Chapter 4. NPCs may have treasure in addition to their gear, at 
your discretion, but an NPC’ gear is already worth about three 
times the average value of a treasure of his or her level Defeating. 
NPC foes brings about great rewand for teasure-seekers, but since 
the gear is mostly magic that the NPC can use against the charac 
ters (some of which isone-use)it all evens out 


Other Treasure 


‘At times you're going to want to generate a treasure on the fly 


that's nor directly related to a monster. You might, fore 
have created a devious dungeon full of taps and 
monsters atall, and now you have to generate the" 
that the eras were protecting. You can still use the table. First find 
the average party level, then use the table in the Treasure Values 
sidebar (page $4) to figure out the wealth the PCs should gain in 
the course of the adventure, Subtract the foal value of all the other 
treasure in the adventure. What’ leftisthe value ofthe grand tre 
sure. You can generate the contents randomly by finding the aver- 
age treasure value on Table 3-3: Treastte Values pet Encounter 
that most closely matches it. That tells you the level ofthe grand 
treasure, and you can use that to roll on Table 3-5: Treasure for 
‘coins, goods, and items 


Using the Treasure Table 
‘Cross-reference the level of the treasure on the Jeft with the type 
of treasure, The level of the treasure 1s equal.to. the CR.of the. 
monsters in the encounter, A standard treasure (one that, 
includes coins, goods, and items) requires three rolls, ane for 
‘each category, 


TYPES OF TREASURE 
Treasure comes in. many forms: piles of coins, pouches of gems, 
useful adventuring equipment, and magic items, 

Coins: The most basic type of treasure is money, Table 3-5 
Treasure generates anything from common copper pieces to rare 
platinum pieces. When placing a hoard of coins, remember the 
‘olume and weight of large numbers of coins is considerable (50 
coins weigh 1 pound, s0 10,000 coins weigh 200 pounds), 

‘Gems: PCs love gems because they're small, lightweight, and 
casily concealed compared with the same value in coins. Gem 
treasures are more interesting when you describe them and pro- 
vide names. ‘A lustrous golden peat!’ is more interesting than" 
4100 gp gem” 

Art: Idols of solid gold, necklaces dripping with gems, old 
paintings of ancient kings, a bejeweled golden flagon—this cate- 
sory includes all these and more, Portability is a major concern 
haere, A jeweled comb is easy so carry buta life-sized bronze statue 
ofa knight is not. In general, mast reasure you place in encoun- 
ters should be easy forthe PCs ro carry (weighing 40 pounds or 
ess) Treasure. that’s impossible to take out of the dungeon isnt 
really treasure, 

‘Mundane Items: While nonmagical, these items are worth: 

| whileas treasure because shey ae useful or valuable or both. Many. 
‘of these treasures are used by intelligent opponents rather than, 
just stored away as coins or gems ae. 


Taste 3-6: Gems, 


1%. 
01-28 


26-50 


31-70 


71-90 


91-99 


100 


Yalue 
444 Bp 


244x10 gp 


440810 90) 


2640100 gp 


“445200 9p 


241,000 gp 


Average 
1p 


sO.ge. 


5,000 gp 


Tanve 3-7: Art Onjects 


a% 
01-10 


1-35 


26-40 


41-50 


51-60 


6-70 


n-80 


81-85 


Value 
Nd10*10 gp 


346210 gp 


146100 gp 


1d10%100 gp. 


246100 gp 


3464100 gp 


446100 gp 


546100 gp 


141,000 gp 


161.000 gp 


2445),000 gp 


26x1.000 gp. 


‘Average 
35 ap. 


105 gp 


3508p 


$50.49 


7005p 


1,050 gp 


11400 gp 


1,750 gp. 


25500 gp 


3500 gp 


5.000 gp 


7,000 gp 


Examples 
Banded, eye or moss agate; 
azurite; blue quartz; hematite; 
lapis lazuli; ralachite: obsidian; 
thodochroste tiger eye turquoise 
freshwater (regular) pear 
Bloodstone; carnelian; 
chalcedony, chrysoprase citrine, 
Jolt, jasper: moonstone: ony. 
peridot; rock crystal. (clear quartz): 
‘ard; sardonyx, rose, smoky 
star rose quart; zion, 

‘Amber; amethyst; chrysobery) 
coral red or brown-preen garnet; 
jade; et; white, golden, pink; or 
Silver pear; red spinel, red-brown, 
‘or deep green spinel: tourmaline 
‘Alerandrite; aquamarine; violet 
garnet; black pear deep blue 
spine; golden yellow topaz 
Emerald white, black, oF fie opal, 
blue sapphie; fey yellow ar rch 
purple corundum; blue or black 
star sapphire; star ruby 
Clearest bright. green.emerald. 
blue-white canary. pink, brown, 0 
blue diamonds jacinth. 


Examples 
Silver ever carved bon or ory 
statuettes finely wrought smal 
old bracelet 

Cloth of god vestments, back 
velvet mask with numerous 
citrines iver chalice with apis 
lazuli gems 

Large welldone woo tapestry 
bass mug with ade inlay 

Silver com wth moonstones: 
silver plated see! ongsword with 
Jet jewel it 

Carved harp of exole wood with 
lwo inlay and aheon gems: solid 
old idol (10) 

Gold dragon comb with ed garnet 
‘gold and topaz botle stopper 
‘otk ceremonial electrm dagger 
with star ruby inthe pommel 
Eyepatch with mock eye oF 
sapphire and moonstone; fie opal 
pendant ona fine gold chain; ol 
‘masterpiece painting 
Embroidered sik and velvet 
mantle with numerous 
‘moonstones; sapphire pendant on 
geld chain 

Embroidered and bejeweled glove 
Jeweled anklet gold music box 
Golde ciclet with four 
aquamaines: a sirng of smal 
pink peas (necklace) 

Jeweled gold crown; jeweled 
electrum ring 

Gold and ruby ring: gold cup set 
with emeralds 


TABLE 3-8: MUNDANE ITEMS 
4% Mundane item 
01-17, Alchemica item 
01-12 Alchemists fie (164 flasks, 20 gp each) 
13-24 Acid (2d flasks 10 gp each) 
25-36 Smofesticks (1d4 sticks, 20 gp each) 


37-48 Holy water (Id flasks, 25 gp each) 
[49-62 _Amitonin (144 doses, 50 gp each) 
53-74 Everburning torch 


75-88 __ Tanglefoot bags (Id4 bags, $0.gp each) 
89-100. Thunderstones (1 stones, 30 gp each) 

18-50 Armor (roll 3: 0}-10.= Smal, 11-100 = Medium) 
01-12 Chain shir (100 gp) 
13-18 Mastervork studded leather (175 gp) 
19-26) Breastplate (200 gp) 
27-34 Banded mal (250 gp) 
35-54 Halfplat (60 gp) 


55-80. Full plat (1,500 gp) 
81-90 Darkwood 
‘01-50 Buckler (205 gp) 


51-100 Shield (257 gp) 
91-100 Masterwork shield 


01-17 Buckler (165 gp) 
18-40 ght wooden shield (153 gp) 
41-60 Light ste! shield (159 tp) 
61-83 Heavy wooden shield (157 gp) 
84-100 Heavy steel shield (170 gp) 


51-83 Weapons 


01-50 Masterwork common melee weapon (roll on Table 7-11 
Common Melee Weapons) 
|. 51-70 Masterwork uncommon weapon (oll.on Table 7-12: 


Uncommon Weapons) 

T=100._Masterwork common ranged weapon (oll on Table 

7-13: Common Ranged Weapons) 

84-100.__Tools and gea 

01-03 Backpack, empty 2 gp) 

04-06 Crowbar (2 gp) 

7-11. Lantern, bllseye (12 gp) 

12-16.__Loek, simple 20 gp) 

17-21 Lock average (40 gp) 

22-28 Lack, yood (80 gp) 

29-35 Lock, superior (150 tp) 

36-40. Manacls, masterwork (80 gp) 

41-48 Miror, smal steel (10 gp) 

44-46 Rope, sk (50) (10 gp) 

47-53 Spyelass (1.000 ep) 

54-58 _Anisan’s tools, masterwork (5 ge). 

58-63 Climbers kit (80 gp) 

64-65 Disguise kit (50 gp) 

69-73, Healer's it (80 gp) 

14-77 Holy symbol. silver (25 gp). 

78-8) Hourglass (25 gp) 

82-88 Magnifying glass. (100 gp). 

89-95. Musical instrument, masterwork (100 gp) 

96-100 Thieves tools, masterwork (50 go) 


Minor, Medium, and Major Magic Items: Refer to the 
appropriate column on Table 7=t: Random Magic Item Geners 
tion and use it to generate the specified number of magic items 


OTHER REWARDS. 
| With great deeds and increasing reputation come.the grat 
ude and admiration of those around you, Heroes are often 
lavatdled grants.of land (which aid in the building of steong: 
holds), decreces of friendship from communities they have 
rescued, and even honorary titles of nobility, As PCs gain 
levels and complete adventure after adventure, their notoriety 


(good or bad) spreads throughout the land so that NPCs may 
recognize them on sight, 
(Once PCs establish a reputation, it becomes easier for them to, 
attract like-minded allies and admiring followers, Cohorts acrive. 
{who wish to share in their adventures, as do apprentices eager 10 
be trained by such legendary figures. Villains begin to consider 
|the PCs possible actions when concocting their evil schemes. The 
player characters have left their mark and made a place for them: 
selves in the campaign world with their grand exploits 
Introducing rewards such as noble titles. land grants. and a| 
widely known reputation is a matter of knowing what motivates) 
your players. These les tangible rewards only work if your players 
perceive them as valuable. Experience points are alas: valuable, 
and even enotc treasure types can usally be sold foccash, but being 
kknown.asa Knight ofthe Red Tower is only svarth something i 
your players regard it as valuable, Perhaps is value les in access 10 
noble patrons who wouldnt previously give the characters the time 
Jof day. Maybe theresa hierarchy of knightly orders that the charac: 
ers are determined to climb, Or maybe players just like it when. 
NPG peasants bow and scrape in the presence oftheir characters, 
Consider the example of a vacant stronghold given toa PC by a 
graceful king, For one player, the grant ofa small keep isa chance 
to create a base of operations and leave het mark on the commu 
nity. Another player might just ignore the keep, content. 10 enjoy 
an adventurers’ wandering lifestyle. And a thisd player might 
bring the game to halt, worried that the keep willbe destroyed if 
he leaves on another adventurer, Before you introduce other 
rewards, think carefully about how your players will reactto them. | 
While less tangible rewards requir alittle more.ork than tox: 
divional treasure.and experience awards, they can be powerful 
motivators to players precisely because they cant bexeduced 1 gp 
‘oF XP Afierall, weoften say of valuable thing that its‘somethin 
You may be surprised at the lengths players 
acquire something they cant buy, borrow, or steal any 


will go 
other way. 


BRINGING ADVENTURES 


Taking different adventures and tying them together makes a 
campaign, While creating. campaign is discussed elsewhere 
(see Chapter 5), below are some ideas for designing adventures 
that fit together 


EPISODIC OR CONTINUING 


Episodicadventures ate those that stand alone, with no relation to 
the one that came before or the one that follows. These adventures 
ae Fun, stand-alone scenarios that can be inserted anyt 
needed ot desired. They often provide interesting diversions from 
’ continuing campaign, For example, in the middle ofa series of 
adventures dealing with an evil prince, his minions, and the 
plague he unleashes.on the land, the PCs might have a short 
episode dealing with recovering lost lammasu cub, 
‘Accontinuing adventure has links that connect its compo: 
nents, each of them an individual adventure. A link may.take the 
form of a recurring NPC ot a group of related events. sorcen. 
who sends the PCs on three different adventures, all to recover 
lost relics, forms the link that transforms those three missions| 
{nto a continuing adventure. Another example might be three 
\ndventures dealing with defeating an evil monk, coping with his 
evil cronies.who come to avenge his death, and fending off the| 
evil bard who secks the powerful magic gem the monk once 
‘owned. Each part of a continuing adventure builds on some 
thing that has come before, with the ramifications of one series 
cof events causing another series of events and thus producing 
another adventure. 


Most campaigns need a blend of episodic and continuing 
adventures to be successful and fun. To getthe best of both worlds, 
it's possible ro string together a number.of unrelated episodic 
adventures with hints ofa continuing plot in the background that 
eventually comes to fruition. For example, as the PCs progress 
from dungeon to dungeon and ruin to ruin, they hear rumors and, 
find clues thar some subterranean race is preparing to launch 
strike against the surface world. Pethaps,as they delve énte.dun-{ 
\geons, they learn that some of the monsters they face work for the 
masterminds, whom they eventually discaverto be the min ay 
ts. Finally, the mind flayers make their move, and the PCs ate 
there 10 stop it, Thus, aseries of unrelated adventures suddenly 
feels like a coherent whole. Tiss the first step in refining the art 
known as plot weaving. 


PLOT WEAVING 
Plot weaving is what a DM does when he or she runs multiple 
{adventures atthe same time. For example: In one adventure, the} 
{identity of murderer leads the FCs into conflict with a powerful 
assassins’ guild, In the second adventure, the PCs seek a magic 
staff rumored to be inthe hands of a troglodyte priest, Here’ one 
\way these adventures can be interwoven. 

1. The PCs; in town seeking the magic staff, witness a murder 
When they look into it, they discover the culprit and track him 
down, He fights to the death, and on his body they discovera mys 
ferious tattoo, 

2. They learn that the saf of healing they seek was stolen by 
[uvglodytes years ago. 

3, While they attempt to learn more about the troglodytes and 
hte aga assasin with the same mysterious tatoo attacks the PCs 

4. They head to the caves where the troglodytes live. They 
‘encounter heavy resistance and withdrayy. 

', Returning to town again, the PCs find themselves under sur 
veillance and eventually attack fom the guid 

6They go back tothe caves and obtain the stall 

7. They return to town and, ater learning the location of the 
assassins guild, confront the assassins dinectly 

Plot weaving can make your campaign seem less like aserses of 
adventures and more like... well like real lif. This intermingling, 
of adventures can be difficult fo manage, however, and once you 
bhegin to weave more than two or three plots together, players may 
feel somewhat dissatisfied with the number of loose ends that 
always seem 0 be left behind relating to one adventure while they 
find their chatacters.embroiled in another. Some players dont 
want plots to.be interwoven. They prefer to sick with one goal if 
possible and donit start anything new sintil they feel they have 
achieved closure on what is before them. In the above example 
the PCs might ignore the troglodytesand the staff until they have 
decisively dealt withthe assassins. Ultimately, a good DM runs the 
adventures that players want to play by-paying attention to the 
sway they want to play. 


‘When an adventure comes to an.end, you should always handle « 
few tasks before proceeding to the.next one. 


AWARD EXPERIENCE POINTS: 

Even if you award experience points atthe end ofeach. game ses 
sion, another XP award is called for atthe end of the adventre— 
‘which, presumably, isalso the end ofthe current game session. At 
| the Leas, this will be an award commensurate with what the PCS 
Jaccomplished to successfully resolve the adventure. It may also 
[include story awards (see page 40). Ifa character eatns enough XP 
toattaina new level, work with that player (either before the game 
session breaks up or before the next adventure begins) to modify 
his or her character sheet properly. 


UPDATE PC INFORMATION 

Bring your notes on the FCs up to date, recording such accom: 

plishments as.new-magic items gained, new levels earned, ene: 

mies. they have angered, friends they have made, and anything 
clse that’ pertinent. The amount and detail ofthis information 
| ill vary depending on whether the adventure ust concluded was 
{episodic (featuring characters and challenges the PCs are not 
likely to encounter again) or continuing (featuring characters and 
challenges that may be recurring or may lead to other, related. 
characters and challenges) | 


UPDATE YOUR RECORDS 
If you and your players just finished an episodic adventure, you 
may nat need to spend a lor of time on this ask. since litle iEany. 
of what che PCs have just gone through will have any bearing on, 
the future events ofthe campaign. 

Ifthe PCs have just concluded a part ofa continuingadventure, 
your records need to be more thorough. Be sure your notes on. 
{what happened in the adventure areaccurate and sufficiently. 

‘complete. Record new NPCs encountered, significant monsters 
defeated, secrets learned, magic discovered, and so forth, 

In ether case, make notes about opportunities for further ad: 
ventures based on. what has happened in the.one just concluded. 
Remember whatshe players seemed t like and dishike, so. you can. 
tailor furure adventures accondingly 


Dungeons are deep, dack pits filled with subterranean horrors and. 

Jot, ancient treasures. Dungeons are labyrinths where evi villains, 

and carnivorous beasts hide from the light, wating for a time to 

strike out into the sunlit lands of good, Dungeons contain pis of 
seething acd and magic taps that blast intruders with ire as well 

as dragons guarding their hoards and magic artifacts waiting 10 be 

discovered. 

In short, dungeons mean advent. 


THE DUNGEON AS ADVENTURE SETTING 
The term ‘dungeon’ isa loose one, A dungeon is usually under: 
‘ground, but an aboveground site can be a dungeon as well, Some 
DMs apply the term to virtually. any.adventute site, For this dis 
‘cussion, a dungeon isan enclosed, defined space made up of 
‘encounter areas connected in some fashion. 

‘The.most common form of dungeons an underground com. 
plex built by intelligent cteatures for some purpose. Physically, 
such aplace has rooms joined by corridors, stairs connecting it 
with the surface, and doors and traps to keep out intruders. The 
archetypal dungeon is abandoned, swith creatires other than the 
builders now occupying areas within t. Adventurers explore such 
places with the hope of finding treasure either left behind by the 
‘original inhabitants or in the hoards of such squatters 


TYPES OF DUNGEONS 
tthe four basic dungeon types are defined by their current status, 
Many.dungeons are variations on these basic types or.combina- 
tions of more than one of them. Sometimes old dungeons are used 
again and.again by different inhabitants for different purposes, 

Ruined Structure: Once occupied, this place is now aban: 
doned. (completely. or in part) by its original creator or creators. 
and other creatures haye wandered in. Many subterranean crea) 
tures look for abandoned underground constructions in which to) 
‘make theitlairs. Any traps that might exist have probably been set 
off, but wandering heasts might very well be common. 

‘Areas within the ruined strucrure usually-contain clues to their 
‘original intended use, What is now the lair of a family of rust mor 
sters might once have been an old barracks, the rotting remains of 
the bedsand other furnishings now arranged 10 make nests for the 


creatures, An ancient throne room, adorned with the taters of 

‘once-beautiful tapestries, might be empry and quiet—the ancient 
curse that struck down the queen still hanging inthe air before 
the verdigrisencrusted bronze throne. 

‘A ruined structure dungeon ia place that cries out to be ex 
plored. Adventurers might hear tales of treasure still Lingering in| 
the abandoned labyrinth, leading them to brave the dangers to un:| 
|caver it Thisis the simplest and most straightforward ofthe dun: 
[con types, and ir usually balances danger (she inhabitants) with 
reward (the treasure). The creatures dwelling in a ruined structure 
arent necessarily organized, o PCs.can usually come and go.as 
they please, making it easy to start and stop an adventure. 

Occupied Structure: Thistype of dungeon isstill in use. Crea 
‘tures (usually intelligent) lve there although they may nor be the 
dlungeonis creators.An occupied structure might bea home a for 
‘ness, a temple, an active mine, a prison, or a headquarters. This 
type of dungeon is less likely 40 have traps or wandering beasts, 
and.mote likely to have organized guards—both on watch and on 
{patrol taps or wandering beasts that might be encountered ate | 
usally under the control ofthe occupants. Occupied structures 
have furnishings to suit the inhabitants, as well as decorations, 

supplies and the ability fr occupants to move around (doors they 
can open, hallways large enough for them to passthrough, and so 
‘on). The inhabitants might have a communication system, and 
they almost certainly control an access tothe outside. 

Some dungeons are partially occupied and partially empty or 
|in-ruins, In such cases, the occupants ate typically no the origi: 
[nal builders bur instead a group of intelligent creatures that 
have set up their base, liso fortification within an abandoned 
dungeon, 

Use an oceupied structure dungeon forthe lag ofa goblin tribe, 
{asecret underground fortes, or n occupied castle Ths is one of 
|the most challenging types of dungeons for adventurers to enter 
{and explore, if the occupants are hostile. The challenge comes 
fromthe organized nature ofthe inhabitants. ldsalways harder to 

fight foe on his own terms in an area he knows well ands pre 
pared to defend 

Safe Storage: When people want to protect something, they 
‘might bury it underground. Whether the item they want xo pro: 
tect is fabulous treasute, a forbidden artifact, or the dead body.of| 
tn important figure, these-valuable objects are placed within a 
«dungeon and surrounded by barriers, traps and guardians 


BEHIND THE CURTAIN: WHY DUNGEONS? 
Dungeons facilitate game play. Being underground, they set apart the 
“adventure” from the rest ofthe world ina clean way, The idea of walk 
Ing down a corridor, opening a doar, and entering an encounter—while 
8 gross oversimplification and generalization of what can happen in a 
ddungeon—faciitates the flow of the game by reducing things down to 
easly grasped and digestible concepts 

‘You have an easy way to contol the adventure in a dungeon without 
leading the characters by the nose, In dungeon, the parameters are 
clearly defined for the PCs—they can't walk through walls (not at fist, 
anyway) oF go into rooms that aren't there. Aside from those limits, 
they can go wherever they like in whatever order they like, The limited 
environment of the dungeon grants players a feeling of control over 
their characters’ destiny 

‘A dungeon is really nothing but an adventure flowchart, The rooms 
are encounters, and the corridors are connections between the 
encounters, showing which encounters should (or cauld) follow 
Which other ones. You could design a dungeonlike flowchart for an 
adventure that didn't take place in a dungeon and accomplish the 
‘same thing. One encounter leads to two mare, which in turn lead to 
‘others, some of which double back on previous encounters, The 


The safe storage type of dungeon isthe most likely to have traps 
but.the leat likely o have wandering beasts. The crypt of an an: 
cient lich may be filled with all manner of magic taps and guard 
jans, but its unlikely that any subterranean monsters bave maved. 
inand made apart of the dungeon their lair—the traps and guar 

Jians will have held them at bay. This type of dungeon normally is, 
‘built for function rather than appearance, but sometimes it has 
‘ornamentation in the form of statuary or painted walls. Thisis par- 
ticularly true ofthe tombs.of important people 

Sometimes, however.a vault ora crypt is constructed in such a| 
‘way a8 ro house living guardians. The problem with this strategy is 
that something must be done to keep the creatures live berween 
Intrusion attempts. Magic is usually the best solution to provide 
food and water for these creatures. 

Evenif theres no way anything living can survive in asafe stor 
age dungeon, certain monsters can still serve as guardians 
Builders of vaults o tombs often place undead creatures or con- 
‘structs, both of which which have no need for sustenance or rest, 

|to guard their dungeons. Magic teaps.can attack intruders by sum: 
{moning monsters into the dungeon. These guardians also need no 
sustenance, since they appear only when they'e needed. and dis 
appear when their task is done 

‘Natural Cavern Complex: Underground caves provide homes 
fo.all sorts of subterranean. monsters, Created naturally and con: 
nected by a labyrinthine tunnel system, these caverns lack any 
sort of pattern, order, or decoration, With no intelligent force 
behind its construction, this type of dungeon isthe least likely to, 
have traps or even doors, 

Fungi ofall sorts thrive in caves, sometimes growing in huge 
forests of mushroomsand puffballs Subterranean predators prose 
these forests looking for those feeding upon the fungi. Some va: 
tes of fungus give off phosphorescent glow, providing a natural 
cavern complex with its own limited light source. In other areas, 
daylight spell or similar magical effect can provide enough light 
for green plants to grow, 

Often, # natural cavern complex connects with anather type 
of dungeons, the caves having been discovered when the mans 
factured dungeon was delved. A cavern complex ean connect 
two otherwise unrelated dungeons. sometimes creating a 
strange m(xed environment. natural cavern, complex joined 
with another dungeon often provides a route by which subter 
ranean creatures find their Way into.a manufactured dungeon 


dungeon becomes a model, in this way, forall adventures, 

‘Academic analysis aside, dungeons are fun, Deep, dark under: 
round places are mysterious and frightening. Dungeons have many 
encounters crammed into one small space. Nothing is more exciting 
than anticipating what's on the other side ofthe next door. Dungeons 
‘offer many kinds of chalenges—combat, tactics, navigation, overcom: 
Ing obstacles, traps, and more. They encourage players to pay close 
attention to their environment, since everything. in a dungeon Is a 
potential danger 

Inthe Dunctons & Dsacons game, the clases, spells, magic items, 
and many other facets of the game have been designed with 
dungeons in mind, That's not to say that the dungeon is the only 
possible adventuring environment, but its the default setting, Many 
ofthe tasks that characters can do well, such as a rogue's Open Lock 
shill o an elf's ability to notice secret doors, are centered around 
dungeon adventuring. 

When in doubt while creating the setting for an adventure, use a 
‘dungeon, However, despite opportunities for exploration and the 
Ccombat-ntensive nature of dungeons, don't neglect to include chances 
for PCs to interact with NPCs such as dwarf strike teams, other adven- 
turing parties, or weird denizens that are happier to talk than to fight 


and populate it. Rumors in some places speak of the Underdark, a 
subterranean world that is one enormous natural cavern complex 
running under the surface of entire continents 

Natural cavern complexes can be quite beautiful, with stalac 
tite, stalagmites, lowstone, columns, and other limestone form: 
tions, However, roman adventuring point af view they have aseri: 
‘ous shortcoming: less treasure. Since the dungeon was not created 
fora specific purpose, there's litte chance of happening upon.ase 
‘ret room filled with gold left behind by the previous occupants 


ls. loors, daots, and other kinds 


Practically all dungeons have. 
‘of common features, Adventurers quickly learn what the common 
and you can use this fact to your ad 


features ofa dungeon are 
vantage. Common features create consistency (which helps sus 
pend disbelief) and allow you to create interesting surprises by 
‘hanging the fearures—sometimes only slighty, When the PCs 
‘enteta dungeon its often useful to establish some conventions 
that misunderstandings dont crop up late 
Default Ele 

ments: Tell your players what the 
floor is like, what the walls are 

rade of, and how high the ceilings 
Bae. Soy tha youl et them know 
any-of these default 


Convention #1 


change. That helps them imagine 
the dungeon, and it keeps you from 
having to repeat yoursell. If most of 
the doors or tombs.in your duungeon 
are identical, you can describe the firs 
cone in detail and add, "Unless say oth 
cexwise, they're all like this one 
Convention #2—On the Grid, Each 
Square Has One Feature: When you 
raw something such as. pool of shallow 
ater on yout-map grid, any square that 
‘more than half covered by the poal is con: 
it, but squaes that. 
just have water in a small fraction of theie 


sidered 10 have w 


axeaare consideted dry. Using this co 
vention means you dont have to create 
bt-edged, unnatural-looking terrain f 
‘ures by forcing chem.to conform toa square grid that doesnt exist 
{n the game world 

Convention #t3—Establish Standard Procedures: 
{all into a predictable pattern when 
confronted with some recurring kind of challenge such 


Marowry well 


Once the character 


as.aclosed door it okay to assume that the characters 


\¥ 


dlothat every ime, For example, ifthe rogue always. \ \ 
searches a dooe for traps, hen makes.aListen check to Q ) 
hear what on the other side, then ties 10 pick the lock, 

Ys 


convention saves time because you don't have to wait for 
accidentally overlook a step in their standard procedure." 


WALLS 
Sometimes, masonry walls—stones piled on top of X¢ 
‘each other (usually but not always held in place. with. 
mortat)—divide dungeons into coxridorsand chambers. 
‘Dungeon walls can also be hewn from solid rock, leaving. 
them with a rough, chiseled look. Or, dungeon walls can_( 
be the smooth, unblemished stone of a naturally occur 
ring cave, Dungeon walls are difficult to breake down 
through, but they're generally easy to climb, 


‘Masonry Walls: The most common kind of dungeon wall, 
masonry walls are usually at least 1 foot thick. Often these ancient 
walle sport cracks and crevices, and sometimes dangerous slimes 
‘or small monsters live in these areas and wait for prey, Masonry 
walls stop all bur the loudest noises. Ic takes a DC 20 Climb check 
to travel along a masonry. all 

Superior Masonry Walls: Sometimes masonry walls are 


better buile (smoother, with tighterfitting stones and less crack: 
ing), and occasionally these superior 
walls are covered with plaster or 
stucco. Covered walls often bear 
paintings, carved reliefs, or other 


Uecoration. Superior masonry walls 
are no more difficult ro destroy than 
regular masonry. walls but are more dif 
ficult to climb (DC 25; 

Hewn Stone Walls: Such walls usw: 
ally resule when a chamber or passa 
‘nunneled out from solid rock. The rough. 


surface of « hewn wall frequently pro- 
vides minuscule ledges where fungus. 4p 
grows and fissures where vermin, bats, 
and subterranean snakes live. When such 
a wall has an other side" (it separates two. | 


chambers in the du 
ally at least 3 feer thick; anything thinner. 
risks collapsing from the weight ofall the_ | 
one ovethead. It1akes a DC 25 Climb 
check to climb a hewn stone wall Ww 

Unworked Stone Walls: These 
surfaces are uneven and rarely flat. a 
They are smooth to the touch but 
filled with tiny holes, hidden alcow 
at various heights. They'te also usually wet or atleast damp, since 
its water that most frequently creates natural caves. When such 
wall has an “other side,” the wall is usually atleast feet thick. It 
takes a DC 15 Climb check ro move along an unworked stone wall, 

‘Special Walls: Sometimes you can place special walla in a dun. 
eon. Expect players to react with curiosity-and suspicion when 
their characters encounter these unusual wall 

Reinforced Walle These are masonry.walls with iron bars on one 
or both sides of the wall, placed within the wal to strengthen it 
The hardness of a reinforced wall remains the same, but its hit 
points are doubled and the Strength check DC to break through it 
Is increased by 10, 
Iron Walle: "These walls are placed within dun. 

ound important places such as vaults 


on) the wal ius 


Hun stone eal. 
and ledges 


oper Wills: Rape: alls 
Ils, placed as screens to block line of sight but 
nothing more 
‘Wooden Walls: Wooden walls often exist as recent 
additions to older.dungeons, used to crea 
pens, storage bins, or justo make a numberof smaller 
rooms out ofa larger one 
‘Magically Treated Walls: These walls are stronger than 
average, with a greater hardness, more bit points, and 
Unworked a higher break DC. Magic can usually double the 
‘tome — hardness and hit points and can add up to 20.10 the 
‘wall break DC.A magically treated wall also gains asiving. 
throw. against spells that could affect it, with the save 
bonus equaling 2 + one-half the caster level of the magic 
reinforcing the wal, Creating a magic wall requites the 
‘Craft Wondrous Item feat and the expenditure of 1,500. 
gp foreach 10 footy-10-foot wall section, 
Wills. with Arrow slit: Walls with arrow slits can be 
sade of any durable material but are most commonly 
masonry, hewn stone, or wood. Such a wall allows 


the opposite of iron 


Tague 3-9: Watts 


Typical Break Hit climb 
Wall Type Thickness, OC_Hardness._ Points! _ DC 
Masonty 1k 35 8h 1S 
Superior masonry Vf 358 80hp 20. 
Reinforced masonry 1 458 18D! 1S, 
Hewn stone 3h 508 Sah 22 
Unworked stone Sk 6 8 900hp 20 
tron 3im 3010 Op 25. 
Paper Paperthin 1 — The 30 
Wood, Gin 20 $ 6Ohp 21 
Magicalytreated?# = — 2 


Per 10-footby-10-oot section. 
2 These modifiers can be applied to any of the other wal types. 
3.Or an additional $0 hitpoints, whichever is greater 


defenders to fire arrows or crossbow bolts at intruders from, 
hind the safety ofthe wall. Archers behind arnow slits 

|have improved cover that gives them a +8 bonus ro 
JArmor Class, +4 bonus on Reflex saves, and the 
benefits of the improved evasion class feature, 


Floors 
‘As with walls, dungeon floors come in many 
types 
Flagstone: Like masonry walls, flagstone 
{floors are made of fired stones, They are usually 
{cracked and only somewhat level. Slime and mld 
grows in these cracks, Sometimes water runs in 
ivulets between the stones o 
|dles. Flagstone isthe most commo 
‘Uneven Flagstone: Over time, some floors can 
become so uneven that a DC 10 Balance check is. Jot 
required to run or charge across the surface. Failure. 
means the character can't move in.this round 
Floors as.treacherous as this should be the excep. 
tion. not the se 
Hewn Stone Floors: Rough and uneven, hewn 
floors are usually covered with loose stones, 
dirtorother debris.A DC 10 Balance check i required to 
run or charge across such a floor. Failure means the channeter can 
stil ct, but cant run o charge i ahs ound 
Light Rubble: Small chunks of debris liter the ground Light 
rubble adds 2 tothe DC of Balance and Tumble cheeks 
Dense Rubble: The ground scovered with debris ofall sizes 1 
cots 2 squates of movement to enter a square with dense rubble 
Dense rubble adds 5 tothe DC of Balance and Tumble checks, and 
itadds2 tothe DC of Move Silently checks 
Smooth Stone Floors: Finished and sometimes even polished, 
‘smooth floors are found only in dungeons with capable and care 
ful builders. (They ate a hallmark of dwatfdelved dungeons) 
‘Sometimes mosaesare setin the floor, some depicting interesting 
images and others just smooth marble 
Natural Stone Floors: The floor of» natural cave is ws uneven 
4s the walls, Caves rately have flat surfaces of any great size 
Rather thet floors have many levels. Some adjacent lor surfaces 
ight vary in elevation by only afootso that moving, from one 19 


WALLS, DOORS, AND DETECTSPELLS 
Stone walls, Iron walls, and iron doors are usualy thick enough to 
block most detect spells, such as detect thoughts. Wooden wall, 
wooden doors, and stone doors are usually not thick enough to do so, 
However, a secret stone door bull into a wal and as thick asthe wall 
itself (at least 1 foot) does black most detect spell 


Rinforted salt 


the other is no more difficult than negotiating a stair step, but in 
other places the floor might suddenly drop off or rise up several. 
feet or more. requiring Climb checks to get from one surface t0 
the other. Unless a path has been worn and well marked In the. 
floor of a natutal cave, ittakes 2 squares of movement to enter a 
‘square with a natural stone_floor, and the DC of Balance and 
Tumble checks increases by 5. Running and charging are impos 
sible, except along paths. 
Special Floors: A. number of strange floorings and floor fea 
tures exist ro make adungeon more interesting. | 
Slippery: Water, ic, slime, or blood can make any of the dun: 
‘geon floors described in this section more treacherous. Slippery. 
floors increase the DC of Balance and Tumble checks hy s 
cna: A grate often covers a pit or an area loveer than the main. 
floor. Gates are usually made from iron, but large ones canalso be 
made from iron-bound timbers, Many grates have hinges 1 allow 
access to what lies below (such grates can be locked like any 
door), while others are permanent and designed not to, 
move, A typical 1-nch-thick iron grate has 25 hit po 
J hardness 10,and.a DC of 2 for Strength checks ro break 
7 dhrough itor teatit loose. 
alge: Ledgesallow creatures to walk above some lower 
by area. They often citcle around pits,run-along under 
2. ground streams, form balconies around large rooms, or 
provide a place for archers to stand while firing upon 
«enemies below. Narrow ledges (12 inches wide or ess) 
requite those moving along them.t0.make- Balance 
checks (see the skill description on page 67 ofthe Haye, 
Handbook for DCs), Failure results in the moving charac: 
ter falling off the ledge 
Ledges sometimes have railings. In such a case, cha. 
acters gain. 4S citcumstance bonus on Balance checks 
to move along the ledge. A character who is.next t0.a 
railing gains 9 +2 circumstance bonus on his ot her 
opposed Strength check to avoid being bull rushed off 


» can also have low walls 210 3 feet high along 
their edges. Such walls provide cover against attackers 
‘within 30 feer onthe otheeside of the wall, as longa th 
target is closer tothe Low wall than the attacker is 

Thunyurent Floor: Transparent floors, made of reinforced glass 
‘of magie materials (even aswillof fore) allow a dangerous setting 
tobe viewed safely from above. Transparent floors are sometimes 
placed over lava pools, arenas, monster dens, and torture cham: 
bets. They can be used by defenders to watch key areas for 
Intruders 

Sliding Floors: A sliding flor isa type of trapdoor, designed 19 
‘be moved and thus reveal something that lies beneath it. A typical 
sliding floor moves so slowly that anyone standing on one can 
avoid falling into the gap itcxeates, assuming there's somewhere 

se to go. AC such a.floor slides quickly enough that there's a 
chance ofa character falling into whatever lies beneath—a spiked 
pita vat of burning oil, ora pool filled with sharks—then its a 
ttap (see page 67). 

‘Trap Floors: Some floors are designed to become suddenly 
dangerous, With the application of just the right amount of 
weight, or the pull of a lever somewhere nearby, spikes prota 
from the floor, gouts of steam or flame shoot up from hidden 
holes, or the entre loor tilts. These strange floors ae sometimes 
found in an arena designed to make combats more exciting and 


deadly. Construct these loors.as you would any other trap 


DOORS 
Doors in dungeons are much more than mere entrances and 
cats, Often they can be encounters all by themselves. Afterall, 
anything that.can trigger a nasty tap, offer you a clue, zap you 
wit.aspell,orsimply block your way deserves attention from the 


dungeon explorer. The doorways that doors are setin.may be 
plain arches and lintels, or may be festooned with carvings 
often gargoyles or leering faces but sometimes carved words that 
‘might reveal a clue to what lies beyond, Dungeon doors.come in 
three basic types: wooden, stone, and iron. 

‘Wooden Doors: Constructed of thick planks nailed togeth 
sometimes bound with iron for strength (and to reduce swelling 
from dungeon dampness), wooden doors are the most common, 
type. Wooden doors come in varying strengths: simple, good, and. 
strong doors, Simple doors (break DC.13) nt 0 keep. 
‘out motivated attackers, Good doors (break DC 16), while sturdy 
and long-lasting, are still not meant to take much punishment 
‘Strong doors (break DC.23) are bound in irom an 
barrier to those attempting to.get past them, 


sturdy 
Iron hinges fasten the door to ts frame, and typicaly a cirew 
lar pull 
instead of a pulling. door has an iron pull-bar on one or both 
sides: of the door to serve as handle. in inhabited dungeons, 
these.doors are.usually well maintained (not stuck) and, 
unlocked, although important areas are locked up if possible. 
Stone: Carved from solid blocks of stone, these heavy 

unwieldy doors are often built so that they pivot when // 
‘opened, although dwatves and other skilled craftsfolk 

to fashion hinges strong enough to hold up « 

doors concealed within a stone wall 


ring in the center is there to help open it. Sometimes, 


are abl 
stone door. Seen 
tate usually stone doors. Otherwise, such doors stand as 
tough barriers protecting something tmportant 
beyond, Thus they ate often locked or barred, 

Tron: Rusted but sturdy, iron doors in a dungeon are 
hinged! like wooden doors. These doors are the tough: 
est form of nonmagical door. They are usually locked 
barred, 

Locks, Bars, and Seals: Dungeon doors may be 
locked, trapped, reinforced, barred, magically sealed, or 
sometimes just stuck. All but the weakest characters 
can eventually knock down a door with a heavy tool 
such as asledgehammer, and a number of spells and 
‘magic items give characters an easy way around a 
locked door. 

Attempts to literally chop a doot down with a slashing 
or bludgeoning weapon use the hardness and hit points 
given in Table 310; Doors. Often the easiest way to over 

recalcitrant door is not by demolishing it but by breaki 
its lock, bar, ot hinges, When assigning a DC t 
anattempt to knock a door down, use 
the following as guidelines: 
DC 10.0" Lower: a doc 
anyone can break open. 
DC 11-15: 8 door that a strong 
person could break with on 
age-person might be able 
vak with one try. 

DC 16-20; a door that almost 
anyone could break, given time 

DG.21-28; door that only a strong 


just about 


tryand 


‘or very strong person has a hope of 
breaking. probably. not on.the first tr: 
DC 26 or Higher. door shat only an 
exceptionally strong person has 
hope of breaking, 
For specific examples in applyi 
guidelines, see Table 3-1 
Random Door Types (pag 
Locks: Dungeon doors are often, 
Tocked, and thus the Open Lock skill comes, 
in very handy. Locks are usually built into the door, either on the 
‘edge opposite the hinges or right in the middle of the door. Built 


‘Stowe dear 


Woden dor 


Taste 3-10; Doors 


Typical Hit Break DC 
Door ype Thickness Hardness Points Stuck Locked 
Simple wooden Vin. SOK 1 1s 
Good wooden 1-2 $— Shp 16 1B 
[strong wooden 2in, 5 Wh BB 
Stone 4in, Ssh 28 28 
von Zin 10 hp 2828 
Porteull, wooden 3 n 5 30hp 25! 2st 
Portals iron Zin, 10 hp 25125! 
Lock - 15 30hp 

Hinge - 10 30hp 


TDC to If, Use appropriate door figure for breaking 


{in locks either control an iron bar that juts out of the doorand into 
the wall ofits frame, or else sliding iron bar or heavy wooden bar 
that rests behind the entire door. By contrast, padlocks are.not 
builrin bur usually run throu 

ther on the wall, More complex locks, such as co 


two rings, one on the door and 
Tocks and puzale locks, are usually built into the door ise 
Because such keyless locks ae larger and more complex, 
they are typically only found in stunly doors (strong 
‘wooden stone, or iron doors) 
The Open Lock DC10 pick aock often falls into the 
range of 2010 30, although locks with ower or higher 
{DCs can exist. A door can have more than one. lock, 
‘each of which must be unlocked separately Lacks ate 
often trapped, usually with poison needles that 
extend out to prick a rogue finger 
Breaking # lock is somesimves quicker than break 
ing the whole door, Ifa RC: wants ro whack atalock 
with awweopon, tea the typical lock as having han 
ness.15.and 30 hit points. A lock can only. be 
broken if t can be attacked separately fromthe 
door, which means that a builen lok is immune 
to this sort of treatment 
nd that in an occupied dun 
every locked door should havea key somewhere 
If the adventuers are unable to pick lock or 
break dow the doo, finding whoever has the key and 
ing part of 


{ing it away from its possessor can be an intere 
the adventure 

A special door (see below for examp 
no key, instead requiting that the right combination 
levers must be manipulated or the right symbols rust be press 


5) might have a lock with 


con a keypad in the correct sequence to 
‘open the door, You're perfectly justi- 79 
fied in ruling that some puzzle doar 
must be solved by the characters 
rather than being bypassed with an 
(Open Lack check—for example, 
if door only. unlocks when the 
riddle carved on it is correctly 
angered, then itt up tothe char 
scters to solve the riddle 

Stuck Doors: Dungeons are 
often damp, and sometimes doors 
et stuck, particularly wooden 
doors. Assume that about 10% of 
wooden doors_and 5% 
wooden doorsare stuck. These nun 
bers can be doubled (to 20% and 
10%, respectively) for long-aban: 
doned_or_neglectest dungeons 
Table 3-17 (page 78) gives Strength i 


of non: 


check DCs to open various kinds of 


stuck do 


Troe door 


Barred Doors: When characters try.to bash down a barred 
door it's che quality of the bar that matters, not the material the 
door is made of Ie takes a DC 25 Strength check to break through 
aadoor with a wooden barand a DC 30 Strength check ifthe baris 
made of iron, Characters can attack the door and destroy it} 
instead, leaving the har hanging in the now-open doorway 

“Magic Seals: In addition to magic traps (described in the traps 
{section below), spells such as.arcanc lack can discourage passage 
through a door. A door with an aranc lock spell on itis considered 
locked even ii doestt have a physical lock, cakes a knock spell 
dispel magic spell, oF a successful Strength check (DC equal to 10, 
+:the yalue given on Table 3-17; Random Door Types, page 78) to 
‘get through such a door, 

Hinges: Most doors have hinges, Obviously, sliding doors do 
not (They usually have tracks or grooves instead, allowing them 
toslide easily toone side.) 

‘Standard Hinges: These hinges are metal, joining one edge of the 
{doorto.the doorftame or wall, Remember thatthe door swings | 

‘open toward the side withthe hinges. So, ifthe hinges are on.the 
Gs’ side, the door opens toward them; otherwise it opens away. 
from them,) Adventuters can take the hinges apart one at atime 
with successful Disable Device checks (assuming the hinges are 
on their side of the door, of course), Such a task has a DC of 20 
because most hinges are rusted or stuck. Breaking a hinge is dif 
cult. Most have hardness 10 and 30 hit points. The break DC for a 
hinge isthe sume as for breaking down the door (see Table 3-17: 
Random Doot Types, page 78). 

Nested Hinges These hinges are much more complex than ord 
{nary hinges, and are found only in areas of excellent construction, 
{such as an underground dwarven citadel, These hinges ate built 

{nyo the wal and allow the door to swing open in either direction, 
{PCs cant get at the hinges to fool with them unless they break 
through the doorframe or wall. Nested hinges are typically found 
‘on stone doors but sometimes on wooden or iron doors as well. 

Phvos Pivots aren really hinges atall, butstmple knobs jutting 
from the top and bottom of the door that fit into holes in the 
doorframe,allawing the door to spin. The advantages of pivots is 
that they cant be dismantled like hinges and they're simple to 
make. The disadvantage is that since the door pivots on its.centex} 
cof gravity (typically in the middle), nothing larger than half the. 
doors width can fit through. Doors with pivors are usually stone. 
and are often quite wide to overcome this disadvantage, Another 
solution ito place the pivot tveard one side and have the door be 
thicker at chat end and thinner towand.the other end so that it 
‘opens more like.« normal door, Seeret doors in walls often turn 
‘on pivots. since the lack of hinges makes it easier to hide the 
doors presence, Pivors also allow objects such as bookcases to be 
used as secret doors. 

Special Doors: An interesting facet of a dungeon might be a 
|sealed door too strong to break down, Such + door might be 
Jopened only by operating secret switches, or hidden (and distant) 
levers, Crafty builders make using the switches or levers more dif 
ficult by requiring thatthey be used in a special way. Forexample, 
particular door might only open fa series of four levers is moved 
into a specific configuration—two pushed up and two pushed 
down, If lover inthe series is putin the wrong position, a trap is 
sprung, Now imagine how much more difficult it would be if 
there were a dozen or more levers, with multiple settings, spread 
‘our through the entire dungeon, Finding the method to open 2 
special door (perhaps leading into the vault, the-vampite’ lai, oF 
{the dragonis secret temple) can be an adventure in itself 
| Sometimes a door i special because ofits construction, A lead: 
{ined door, for example, provides a barrier against many detection 
{spells.A heavy iron door might be built ina circular design, 
rolling to oneside on a track once itis opened. A mechanical door 
linked with levers or winches might not open unless the proper. 
mechanism is activated. Such doors often sink into the floor, tse 


up into the ceiling, lower like a drawbridge, or slide into the wal. 
rather than merely swinging open like a normal doot. 

Seeret Doors: Disguised asa bare patch of wall (or floor, ox cel: 
ing), bookcase, a fireplace, ora fountain, a secret door leads to. 
secret passage or room, Someane examining the area finds secret 

door, fone exist, on a successful Search check (DC. 20 fora typi 
‘cal secret door to DC 30 fora well-hidden secret door). Remember 
that elves have a chance.to detect a secret door just by casually 
ooking at an area 

‘Many secret doors require a special method of opening, such as 
‘aiden button ot pressure plate. Secret doors can open like nor- 

mal doors, or they:may pivot slide, snk, rise, or even lower ike 
drawbridge to permit access. Builders might put.a secret door 
down low-nearthe floor or high up in a wal, making it difficult to 
find oreach, Wieards and sorcerers have a spell, phase door that 
allows them to create a magie secret door that only they. can use. 

Magic Doors: Enchanted by the original builders, doormight 
[speak to explorers, warning them avy. It ight be protected om 
Sharm, increasing its hardness or giving it more hit points as wellas, 
!an improved saving throw bonus against disintegrate and other 
similar spells A magic door might not lead into the space revealed 
‘beyond, bs instead it might bea portal oa faraway place or even 
another plane of existence, Other magic doors might require pass 
words or special keys (ranging from the tal feather of an evil 
eagle, toa note played upon a lute, toa certain ftame of mind) ro 
‘open them, Effectively, the range and variety of magic. doors Is 
limited only by your imagination, 

Door Traps: More often than just about any. other facet of a 
dungeon, doors are protected by traps. The reayon is pretty obvi: 
‘ous—an opened door means an intruder, A mechanical trap can 
be connected to dor by wites o springs so that itactivates when, 
the door is opened—fiting an arrow, releasing a cloud of gas, 
opening a trapdoor, letting loose a monster, dropping a heavy 
block on intruders, or whatever: Magic raps such as glyphtof san: 
‘ng typically are cast directly on the door, blasting intruders with 
flame or some other magical attack 

Portcullises: These special doors consist of iron or thick, ion 
bound, wooden shafts that descend from a recess in the ceiling. 
sbove an archway. Sometimes a portcullis hus crossbars that create 
‘grid, sometimes not. Typically raised by means of a winch ot 4 
capstan, a portculis can be dropped quickly; and the shafts end in 
spikes to discourage anyone from standing underneath (or from 
attempting to dive under itas it drops). Once it is dropped, a port 
culls locks, unless it sso large that no normal person could lift it 
anyway, In any event, iting atypical portcullis requires a DC 25 
Strength check 


ROOMS. 

Rooms in dungeons vary in shape and size. Although many are 

simple in construction and appeatance, particularly interesting 

rooms have multiple levels joined by: stairs, ramps, or ladders, as 

well as statuary altar, pits, chasms, bridges, and more 

ce things in mind when designing a dungeon room 
support, and exis 

‘Most kinds of intelligent creatures have a tendency to decorate 
their airs. Ie should be fairly commonplace to find carvings or 
paintings on the walls of dungeon rooms. Exploring adventurers 
also often encounter statues and bas reliefs, as well as scrawled 
messages, marks, and maps left behind by others who have.come 
this way before, Some of these marks amount to little more than. 
araffti CRobilat was here), while others may be useful to adver: 
turers who examine them closely 

‘Underground chambers are prone 10 collapses many rooms—| 
particularly large ones—have arched ceilings or pillars to support 
the-weight of the rock overhead 

ay. close atention to the exits. Creatures thar cant open doors 
‘anit make.a lair in a sealed room without some sort of external 


assistance. Strong creatures without the ability 10.open doors 
smash them down if necessary. Burrowing creatures might dig 
theirown exits 

In general, both the PCs and the monsters should be able to 
move around a room without too much difficulty. Fighting a battle 
in particularly tight quarters can make foran interesting change 
of pace, however, 

Common dungeon rooms fall into the following broad cate: 
{gories, Use them as springboard for your own creations, not asa 
Timied lis. 

Guard Post: Intelligent, social denizens of the dungeon will 
‘generally have a series of adjacent. rooms they consider “theirs,” 
and they'll guard the entrances to that common atea. A guard post 
smay just be a room with arable where bored gnolis play a dice 
game. Or it might be a pai of iron golems backed up by two fre 
ballcasting drow wizards hiding in balconies overhead. When you 
design a guard post, decide how many guards are on duty, note 
theit Listen and Spot modifiers, and decide what they do when} 
they notice intruders, Some will rush headlong into a fight, while) 
‘others wll negotiate, sound an alarm, or retreat to get help 

Living Quarters: All but the most nomadic ereatures have 
lair where they can tes, eat, and store their treasure, Living quar 
ters commonly include beds (ifthe creature sleeps), possessions 
(both valuable and mundane), and some sort of food preparation 
area (anything from a well-stocked kitchen to fie pit to « hunk, 
cof rotting venison), Noncombatank creatures such asjuvenilesand 
the elderly ae often found here. 

Work Area: The bugbear fletcher has an alcove where she 
makes new arrows for the tribe. The mind flayers have a grisly tor 
‘ure chamber where they bring their stunned victims for brain 
‘extraction, Most intelligent creatures do more than just guard, eat, 
and sleep, and many devote rooms to magic laboratories, work 
shops for weapons and armor, or studios for more esoseric tasks. 

Shrine: The ogre in the cave keeps acandle lit next xo the skull 
cof her child, which was killed by human hunters, The kuo-toas 
hhave a series of underwater altars dedicated to their dread god 

Blibdoolpoolp. Any creature thats particularly religious may have 
some place dedicated to worship, and others may venerate some 
thing of grea historical or personal value, Depending on the crea 
tures resources and piety, a shrine can be humble ar extensive. A 
shrine is where PCs will likely encounter NPC clerics, and it. 
common for wounded monsters to flee to a shrine friendly 10, 
them when they seek healing. 

Vault: Well prorected, often by.a locked iron 
ddoor,a vaultisa special room that contains trea 
sure, There’ usually only one entrance—an 
appropriate place for a trap. 

Crypt:_Although sometimes con- 
structed! like a vault, «crypt can also be a 
series of individual rooms, each with its 
‘own sorcophagus, or along hall with @ 
recesses on either side—shelves to hold 
coffins or bodies, Wise adventurers expect 
to encounter tundead in a crypt, but are 
often willing to risk it to Jook for the treasure 
thats often buried with the dead. Crypts of most 
cultures are well appointed and highly. decora 
since the fact that the crypt was created at 
all shows great reverence for the dead 
entombed within, 

Those who are worried about undead 
|rising from the grave take the precaution of 
{tocking and.smapping a crypt from the outside— 
making the crypt easy to get into but difficult 
to leave, Those worried about tomb robbers 
make theic crypts dificult to get into, Some 
builders do both, just to be on the safe side. 


aTy 


‘Spirastairease made fron 


CORRIDORS 
Stretching into the darkness, a mysterious, cobweb-filled passage 
deeper into the dungeon can be intriguing anda lite frightening 
All dungeons have rooms, and most have corridors. While most 
corridors simply connect rooms, sometimes they can_be 
encounter areas in their awn right because of traps, guard patrols 
and wandering monsters out on the hut 
When designing a dungeon, make sure the corridors are large 
‘enough for the dungeon residents to use. (For example, a dragon. 
needs a pretty big tunel to get in and out ofits lai) Wealthy, 
powerful, or talented dungeon builders may favor. wide corridors 
to give a grand appearance to their residences. Otherwise. pas: 
are no larger than they need to be, (Tunneling is expensive, 
-breaking, and time-consuming work) Corridors nartawer 
than 10 feet can make it dificult forall the members of the PC. 
party to get involved in any fights that occur, so.make them the 
exception rather than the rule 
Corridor Traps: Because passageways in dungeons tend ro be 
‘narrow, offering few. movement options, dungeon builders like to 
{place traps in them, In.a cramped passageway, there’ no way for 
truders ro move around concealed pits falling stones, arrow. 
ups, tilting Qoors, and sliding or rolling rocks sha fill the entire 
passage. For the stme reason, magic traps such as glyph. waning 
are effective in hallways as Well 
Mazes: Usually, passages connect chambers in the simplest and 
straightest manner possible. Some dungeon builders, however, 
design a maze ora labyrinth within the dungeon, This sort of con: 
struction is difficult to navigate (or at least.to navigate quickly) 
tnd, when filled with monsters or traps, can be an effective bar 
tet: A maze can be used 10 cutoff one area of the dungeon, deflect 


ng intruders away from a protected spot. Generally though, the 


far side of a maze holds an important crypt or vault—someplace 
that the dungeon’ regular inhabitants rately need to get to, 


MISCELLANEOUS FEATURES 
“Any dungeon is made more interesting by the inclusion of some 
‘or ll ofthe following Features, 

‘Stairs: Tho usual way to connect different levels of dungeon 
swith stairs. Straight stairways, spisal staircases, or stairwells 
‘with multiple landings between flights of stairs are all common, 
{in dungeons, as are ramps. (sometimes with an incline so slight 
that ican be dificult to notice: Spot DG 18), Stats are important 
accessways, and are sometimes guarded or trapped. Traps on 

stats often cause intruders to slide ot fall down to the 
ottom, where a pit, spikes, a pool of acid, or some other 
sdanger awaits 
Gnadual Stairs Stairs that rise less than feet for every $ 
feet of horizontal distance they cover dont affect move: 
‘ment, but characters who attack a foe below them gain a +t 
bonus on atack rolls from being on higher ground. Most stairs in 
dungeons are gradual, except for spiral stairs (see below), 
‘Step Stairs Characters moving up steep stairs (which rise at a4 
degree angle ocsteepet) must spend 2squares of movement 10 enter 
each square of stars. Characters running or charging 
down steep stars must succeed on a DC 10 Balance check 
upon entering the firs steep stats square, Characters who 
GJ ‘ailstumbleand mustend their movement 1d2XS feet ater 
‘Characters who fil by 5 of more take 1d6 points of damage 
and fll prone inthe square where they end theit movement. 
Steep staits increase the DC of Tumble checks by 5 
Spin Sta: This form of steep stars is designed to make 


bbelow them on spiral stirs because they.cin easily duck 
around the staircases central support. 

Railings and Low Walls: Stars that are open to large rooms 
‘often have railings or low swalls They function as described 
for ledges (see Special Floors, page 60) 


defending a fortress easier. Characters gain cover against foes 


Bridge: A bridge connects two higherateas separated ky lower 
area, stretching across a chasm, over ariver,orabovea pit. A simple 
bridge might be a single wooden plank, while an el 
could be made of mortared stone with iron supports and side rails 
Narrow Bridge Ifa bridge is particularly nastow, such asa series 
of planks laid over lava fissur 
Hoots, page 60), It requires a Balance check (DC 
\width) to ross such a bridge 
structed of wooden planks suspended from 


treat it as.a ledge (see Special 


3 ridge is convenient because it po 
casily removed. It takes two fullsound actions to untie one end of 
pe check reduces the time to 2 
e two supporting ropes i attached, 


sarope bridge, but a DC.15.U 
move action. if only one.of 
‘everyone on the bridge must succeed on a DC 15 Reflex save to 
avoid falling off and thereafter must 
the remnants ofthe bridge. 

Rope bridges ae usually fee wide. The two ropes that support 
them have 8 hit points © 
DDnavbndge: Some bridges have mechanisms that allow them 10 
Be extended or retracted from the gap they cross, Typically, che 
‘winch mechanism exists on only dj 
move action 1o lower a drawbrid 
down until the beginning 
takes a full-round action to rase a drawbridge; the drawbridge is 
upat the end of the acti 

Particularly long or wide drawbridges may. 
raise and lower, and some may requite Strength checks to rotate 


ke DC 15 Climb checks to 


Railings and Low Walls: Some 
along the sides, Ifa bridge does, the railing orlow-walls affect Bal: 
tance checks and bull rush attempts as described for ledges (see 

9), Low walls likewise provide cover to 


izes have tailings or low walls 


‘Special Floors, pa 


Chutes and Chimneys: Stars arent the only way to move up 
‘nd.down.in a dungeon, Sometimes a vetical shalt connects 
levels of a dungeon oF links a dungeon with the surface, Chutes 
ace usually raps that dump characters into a ower area 
place featuring some dangerous situation with which they: must 
Pillar: A common sight in any dungeon, pillar 
sve support to ceilings The larger thexoom, the more likely ihas 
hums the deeper inthe dung. 
pillars need tobe support the overhead weight 
Pillas tend to-be polished and often have carvings 
paintings, oF inscriptions upon them, 
Slender ilar. hese plas are only foot or two 
‘3et035 50 they donit occupy asshole square 


dot in the center of each square that has a slender 
pillar in it, and dont worry about exactly how much 


space i takes up. A creature sta 
square as.a slender pillar. gains a +2 cover bonus to 
Armor Class. and +4 cover bonus on Reflex saves 
i stack with cover bonuses from 
Ya oxhcr sources) The presence ofa slender pillar 


not otherwise affect a creature's fi 
cause its assumed that the creature is using the 
to itsadvantage when it.can. A typical slender 
pillar has AC 4, hardness 8, and 250 hit points 

Wide Pilla: These pillars take up an entire square 


A.DC.20.Climb check is sufficient to climb 
‘most pillars; the DC increases to 25 for polished 

A, or unusually slick ones 
Stalagmite/Stalac 
natural rock columns e 


je: These tapering, 
fend from the float. 
stalagmite) or the ceiling (stalactite), Stalagmites 


although itis ctumored that deep in the 4 

Underdark, some wide stalagmites and stalac 
Statue: Keil 

rand in dungeonscan bs elie depic 


and stalactites function as slender pillars, ae 


ions of bygone days, sta. 


sons, creatures, or scenes, oF they 


as commematative representations 
‘of people from the pastas well as idols of gods. | 


Statues may be ether painted or let { 
have inscriptions. Adventurers wisely distrust 
statues in dungeons for fear that they may ani--\} 


mate and attack a8.a stone golem can do, Statues. 
{na dungeon could also be a sign indicating the 
presence of a monster with a petrifying power 
(auch asa medusa or a cockatice). Feel free co ri 
lize both of these 4 
mes a statue is just asta, 
‘Most statues function as wide pillars, aking JY 
‘up a square and providing cover, Some statues 
are smaller and actas slender pillars.A DCS. f 
Climb check allows a character xo climb a statue 
Tapestry; Elaborately embro 
tapestries hang. fom the walls of 


as, bur dorit forget that some 


;ppointes dungeon rooms ot 
corridors, They not only make chambers more comfortable.. 0.x; 
an ald a ceremonial touch to shrines and. throne rooms, 
Crafty builders take advantage of tapestries to-place alcoves, con: 


eae doors or secret switches behind them, Sometimes the iia 


n cues to the nature of the builders, the inbab 


tants, the dungeon itself 


Tapestries provide total concealment (50"% miss chance) to.chat 
acters behind them ifthey’te hanging from the ceiling, of con 

cealment (20% miss chance) if they’ flush with the wall, 
Climbing a big tapestry isnt particularly difficult, requiring a 

DC 15 Climb check (or DC 10 if wall is within reach; 

hing important on display ina dungeon, fom 3 


treasure toa coffin, tends t 
Raising he object off the floor focuses attention on it (and, in 
practical terms, keeps it safe from any water or other substance 
that might seep onto the floor). pedestal is often trapp 


rest atop a pedestal or a dats 


tect whatever sits ot beneath 


spite Atean conceal a secret tr 
itself or provide a way to reach a.do 
Only the largest pedestals take-up.an.entite square; most provide 


Pool: Rooks of water collect naturally in low spots in dungeons (a 
dry dungeon is rate). Pools can also be wells or natural under 


ground springs, or they can be inte 


basins, cisterns, and fountains. In.any event, ¥ 


water is fairly common in dun, 
ing sightless fish and sometimes aquatic 
monsters, Pools provide water for dun: 


Shallow Pool: Ifa square contains a shallow /} 


i 


( 


into a square with a shallow pool, and the 


f 
i" 
{ 
pe aul IN 
Deep Pool: These squares have at, NDS, 
a deep pool, or characters can swim if (/¥ 


they sesh. Small or smaller creatures Yiplayinga grand gem 


must swim to move through a square containing adeep pool 
Tumbling is impossible ina deep pool. 

The water in a deep pool provides cover for 
Medium or larger creatures. Smaller creatures 
sii improved cover (+8 bonus to AC, +4 bonus on 
Reflex saves), Medium ot larger creatures can crouch 
a8 a move action to gain this improved caver. Crea 
tutes with this improved cover take a 10 penalty 
‘on attacks against creatures that arent also under 
water. 

Deep pool squares are usually clustered together 
and surrounded by a ring of shallow. pool squares. 

Bath shallow pools and deep pools impose 3 ~2 ci 
‘cumstance penalty on Move Silently checks. 

Special Mol: Through accident or design, a pool ean 
become magically enhanced, Rately.a pool fountain 
smmay.be found that has the ability to bestow beneficial 
{magic.on those who drink from it—healing ability 
{score modification, transmutation magic, or even 
something as amazing as « wish spell. However, magic 
pools ae just as likely curse the drinker, causing & 
loss of health, an unwanted polymorphing, or some 
even greater affliction, Typically, water from u magic 
pool loses its potency if removed from the pool for more than an 
hour oso 

Some pools have fountains, Occasionally these are merely deco- 
tative, bu they fien serve as the focus ofa trap or the source of a 
pools magic 

Most pools are made of water, but anything’s possible in a 
dungeon, Pools.can hold unsavory. substances suich.as blood, 
{poison, oil, or magma. And even if pool holds. water, can be 


A pool with grim fountain 


hholy water, sulsvater, or water tainted with disease (see page 
'292 for some possible diseases) 
4, — Elevator: In place of or in addition o sais. an 
levator (essentially oversized dumbwaiter) can 
‘ake inhabitants from.one dungeon level to the next 
‘Such an elevator.may’ be mechanical (sing gears, pul 
Teys, and winches) or magical (such asa levitate spell 
}\ cast on.a movable flat surface). A mechanical elevator. 
might bes smal asa platform that olds one chan 
ter atastime, or as large as an-entire room that raises 
and lowers. A clever builder might design an elevator 
room that moves up or down without the cesupants 
knowledge to catch them ina tap. or one that appears 
to have moved when it ctully.emainel stl 
‘Atypical elevator ascends or descends 10 feet per 
round at the beginning of the operators urn (or on 
initiative count 04 it functions without regard 10 
whether creatures are on it. Elevators can be 
enclosed, can have railings or low walls, or may. 
simply be treacherous floating platforms. 
Ladders: Whether free-standing or cungs.set 
{nto a wall a ladder requires. a.DC.0.Climb check 
ascend or descend. 
Shifting Stone or Wal: These features can cut off access 10a 
passage or room, trapping adventurers inadead end or preventing 
‘escape out of the dungeon, Shifting wallscan force explorers t0.g0 
down a dangerous path of prevent them from entering a special 
area. Not all shifting walls need be traps. For example, stones con: 
trolled by pressure plates, counterweights, ora secret lever can 
shift out of a wall to become a staircase leading to. hidden upper 
room or secret ledge, 


Taste 3-11: 32___Dung heap (Pi (hallow) 
MAJOR FEATURES AND FURNISHINGS 33. Evil symbol 67 Platform 
4% _ Feature/Furishing 34 fallen stones. 68 _ Pool 

01 Alcove 35. Firepit 69 Portals 
2 Altar 36 Fireplace 70 Rack 

03 Arch 37° Font n 

(04 Arrow sit (vall/murdechole(eling). 38. Forge 2 

05 Baleony 39° Fountain 73 Relief 

06 Bare 40 Furniture (roken. 1A Sconce 

0) Bed 4) Gong, 75° Screen 

Oh __Bench 42 Hay (pile 76 Shaft 

03 Bookeave 4a Hole 7 

10__ Brazier 44 Hole (blasted) 78 Shrine 

1 Cage 45 dal 79 Spinning wheel 
12 Caldron 46 _ Iron bas. 80 Stall or pen 
13 Carpet 47 Von maiden 81 Statue 

14 Caving 48 in '82_ Statue (toppled) 
18) Casket 49 Ladder 83 Steps 

16 Catwalk 50 Ledge 84 Stool 

7 Chair 51 Loam 85 Stuffed beast 
18 Chandelier 52. Loose mason’ 86 Sunken area 
19 Charcoal bin 53 Manaces 87, Table large) 
20. Chasm 54 Manger 88 _Table (small) 
21 Chest 58. Mirror 49 Tapestry 

22__ Chest of drawers 56 _ Mosaic 90. Thvone 

23 Chute 57° Mound of rubble 9) Teash (pile) 
74 Coatrack 58 Oven 52 Tipod 

25 Collapsed wall 59° Overhang 53 Trough 

26 Cate 60 Painting 94 Tub 

27° Cupboard 61 Partly collapsed ceiling 95 Wall basin 
28 Curtain 62_ Pedestal 96 Wardrobe 
29 Divan 63 Peephole 97. Weapon rack 
30 Dome 64 Pilar 98 Well 

31 Door (broken) 65 Pillony 99 Winch and pulley 


100 Workbench 


Shifting stones and walls are generally constructed as traps (see 
page 67), with triggers and Search and Disable Device DCs. How- 
ever they donit have Challenge Ratings because theyre inconven- 
iences, not deadly in and of themselves. 

‘Teleporters: Sometimes useful, sometimes devious, places ina, 
dungeon rigged with a teleportation effect (such as. teleportation | 
‘irl transport characters to some other location in the dungeon | 

Jor someplace far away. They-can be traps, teleporting the unwary. 
into dangerous situations, or they can be an easy mode of trans: 
port for those who built or livein the dungeon, good for bypassing 
‘barriers and traps or simply.to get around 
more quickly, Devious dungeon designers 
sight place a teleporter in ax0om that trans 
ports characters to another seemingly identi 
eal room so that they donit even know 
they've been teleported. Adetect mage spell 
swll provide-a clue tothe presence ofa tele 

| porter, butsdirect experimentation or other 

{research isthe only way to discover where 
the teleporter leads. 

‘Altars: Temples—particularly co dark 
gods—often exist underground. Usu 
ally taking the form ofa stone block, an 
ktaristhe main fixture and central focus 
of such atemple, Sometimes all the other 
{rappings ofthe temple are long gone, 
Jost to theft age and decay, but the altar 
survives. Some altars have traps or paw 
Jerful magic within them. Most take up 
‘ne oF two squares on the grid and provide caver to creatures 
{behind them, 


deslicated to 
anevildety 


Tame 3-12: 2 


CAVE-INS AND COLLAPSES (CR 8) 
‘Cavecins and collapsing tunnels are extremely dangerous, Notoaly, 
do dungeon explorers face the danger of being crushed by tons of 
falling rock, even if they survive they may be buried beneath a pile 
cof rubble or cutoff from the only known exit, A cavecin buries 
anyone in the middle ofthe collapsing area,and then sliding debris 
{damages anyone inthe periphery ofthe collapse. Atypical corridor 
subject to a cave-in might have a bury zone with a 15foot radius. 

and a 10-foor-radius slide zone extending beyond the bury zone. 

‘A weakened ceiling can be spotted with a DC 20 Knowledge 
(architecture and engineering) or DC 20 Craft (stonemasonry), 
check. Remember that Craft checks can be made untrained as In 
telligence checks. A dwarf can make such a check if he simply. 
passes within 10 feet of a weakened ceiling. 

‘A weakened ceiling may collapse when subjected to.a major 
{impactor concussion. A character can cause acave-in by destroy’ 
‘ng half the pillars holding the ceiling up. Ifyou want. cteate a 

oom where a collapse is teal possibility, include a numberof 
pillars that have already toppled before the PCs arrive, (the 
presence of broken pillars is an obvious clue to a weakened 
ceiling, even for characters with no particular knowledge.) 

‘Chatacters in the bury zone of acave-in take 86 points of 
damage, ot half that amount if they make a.DC.15 Reflex 
save, They. ate subsequently buried. Characters inthe slide 
zone take 3d6 points of damage, or no damage at all i they 

make a DC 15 Reflex save, Characters i.the side zone who. 

fall their saves are buried, 

Characters take 1d6 points of nonlethal damage per 
‘minute while buried. such a character falls unconscious, he. 
must make a DC.15 Constitution check, 1ft fails, be takes 1d6| 
points of lethal damage each minute thereafier until freed or dead, 


Discarded weapons 66 Paper 
MINOR FEATURES AND FURNISHINGS, 33. _—Dishes 67 Pillows 

4% Feature/Furnishing 34. Dripping water 68 Pipe (smoking pipe) 
OF “Anil 35. Drum 69 Pole 

2 Ash 36 Dust 70 Pot 

03 Backpack 37 Engraving 2) Pottery shard 

4 Bale (stray) 38, _ Equipment (broken), 72 Pouch 

05 Bellows 39° Equipment (usable) 73 Puddle (water) 
| 06 fet 40. Flask 74 Rage 
\o7 Bits ofr 4) Flint and tinder 15 Razor 
{08 Blanker. 42__ Foodstuffs (spoiled) 76 Rivet 
109 Bloodstain Foodstuffs (edible) 77 Ropes 

10 Bones (humanoid) Fungus 7 Runes 

11 Bones (nonhumanoid) 4S Grinder 79) Sack 

12 Books 46 Hook HO Scattered stones 
13 Boots 47 Hon BY Scorch marks 

14 Bottle 48 Hourglass '82__ Scroll (nonmagical) 
18 Box 49° Insects 83. Scroll case (empty) 
16 Branding iron 50__ Jar ‘84 Shull 

17 Broken glass 5) kee a5 Slime 

18 Bucket 52 key ‘86 Sound (unexplained). 
19 Candle 53 Lamp 87 Spices 

20. Candelabra 54 Lantern 88 Spike 

21. Cards (playing cards) 55) Markings 89 Teeth 

22 Chains 56 Mold 90 Tongs 

23 Claw marks 57) Mud 9) Tools 

24 Cleaver 5B Mug 92 Torch (sub) 

25 Clothing 59, Musica instrument 3 Tay 

26 Cobwebs. 60 Mysterious stain 94 Trophy. 

27 Cold spot 61 Nest (animal) 95 Twine 

28 Corpse (adventurer) 62 Odor (unidentifiable) 96 Un 

29 Corpse (monster) 68) Oil uel) 97) Utensils 

30__ Cracks 64 Oil (scented) 98 Whetstone 

3 Dice 65 Paint: 99 Wood (scraps) 


100 Words (scrawled) 


Characters who aren't buried can dig out their friends tn 1 
minute, using only her hands, a character.can clear rocks and 
debris equal o five times her heavy load limit (see Table 9-1: Car- 
rying Capacity, page 162 of the Payers Handbook). The amount of 
loose stone that fills a $-foot-by-S-foot area weighs one ton (2,000, 
pounds). Therefore, the average adventurer (Str 10, heavy-load | 
Limit 100 {b,) takes 4 minutes to clear a.5-foor cube filled with] 
| stone (100 Ib. x 5 = 500 th; S00 Ib. 4= 2,000 Ih) A half-ore swith 
20 Strength (heavy load limit 400 Ib,).can accomplish the same 
{feat in A minute (400 Ib, x $= 2,000 Ib). Armed with an appropri 
ate tool, such as. pick, crowbar, or shovel, a digger can clear loose 
stone twice as quickly as by hand, You may allow a buried charac: 
ter to free himself with aDC2s Strength checks 


ILLUMINATION 
Some dungeons are welllighted, while others areas dark as pitch. 
Theillumination in adungeon you create should depend on tw. 
{factors the monsters that inhabit it and your preference asa DM. | 
|obviously, monsters without any way to see in the dark sll) 
{cary light wih them or keep the areas they frequent illuminated. 

(On the opposite-end of the spectrum, creatures with blindsight 
and tremorsense can often do without light. In general, smart 
‘monsters will keep the lights off if they'te worried about attacks 
from humans and other ereatures that cant see in the dark. And 
less intelligent monsters may live inthe dark simply because they 
haverit mastered the crafts of magic or making fit. 

Creatures with 60-foot darkvision fall somewhere between the 
‘avo extremes, They have an advantage against creatures without 
dlakvision i they fight inthe dark. On.the other hand, few intel 
_gent creatures wil willingly live their day-to-day ives in black and, 
{white when a simple torch or level spell would letthem see colors. 

‘Many underground civilizations keep'safe"areas lighted, but douse 
| heir lanterns if they're warmed of intruders from the surface world 

‘Another aspect of datkvision to consider is its Limited range. 

‘Creatures who live in avast underground cavern might have 
torches to light the entrance, which otherwise they. couldnt see 
because its:more than 60 feet away from much of the cavern, 
Because regular vision extends until it's blocked, their guards can, 
see without being seen—a major tactical advantage 

‘You may want to have combat in the datk sparingly because ican 

be frustrating forthe players, who spend much of theit time guessing. 
which squares their foes are in. A fight in the darkness i also hard 

for you to keep track of, because you have ro know where every 
unseen foes It may beeaste for youand the players to simpy esta 
lish the convention that in this dungeon, torches are set in sconces 
every 40 feet along the walls. But done sparingly and well a fight in 
the darkness can tur into an extiting eatand-mouse game n which 
ers. with good Listen scores really have a chance to shine. 


Rhndom Features and Furnishings 
“Table}~11; Major Featuresand Furnishings is ist of large or pre 
‘dominant features commonly found in dungeons. Use this table 
as feature generator when creating a random dungeon or to 
round out one youare creating. 

‘Adventures an also come across smal bits and contents of dun: 
eon rooms while exploring, Use Table 3-12: Minor Features and 
Furnishings to generate.these contents randomly, ot pick what 
appeals to you from the lst 


Tha dungeon, adventurers ean fll to their deaths, be burned alive | 
or ind themselves peppered with poisoned darts—all withoutever] 
having encountered a single monster. Dungeons tend to be filed 
[swith barriers or lfe-threatening traps of one kind or another. The 
following section describes how traps work, provides a large selec 
tion of sample traps. and offers some basic rules for trap creation. 

‘Types of Traps: A tap can be either mechanical ot magic in 
“nature. Mechanical traps include pits, arrow raps, falling blocks,| 
‘water-filled rooms, whieling blades, and anything else that 
depends on a mechanism to operate. A mechanical rap can be 
constructed by a PC through successful use of the Craft (trapmak: 
ng) skill (see Designing a Trap, page 74, and.the skill description 
fon page 70.of the Payer’ Handbook), 

Magle traps are further divided into spell traps and magic! 
device traps, Magic device traps initiate spell effects when act 
Jared, just as wands, rods, rings, and other magic items do, Creat 
{inga magic device trap requires the Craft Wondrous Item feat (see 
{Designing a Trap, page 74, and the feat description on page 92 of 
the Players Handbook) 

Spell traps are simply spells that. themselves function as traps, 
such as fre tap or slyph of wading, Creating a.spel. sap requires, 
the services of character who can cast the needed spell orspells, 
who is usually either the character cteating.the trap ot an NEC 
spelleaster hired for the purpose, 


MECHANICAL TRAPS 
Dungeons ae frequently equipped with deadly mechanical (nom 
magical) traps, such as hidden crossbows that fire when the st 
unwittingly stepson a trigger plate on the floor or hallyays rigged 
to collapse ina deadly cavei. A tap typically is defined by its loca] 
tion and riggering conditions, how hard itis to spot before it goes) 
off, how much damage it deals, and whether oF not the heroes 
receive a saving throw to mitigate it effects, Traps that attack with 
arrows, sweeping blades, and other types of weaponty make normal 
stack rolls with a specific attack bonus dictate by the rapscesign. 

Creatures who succeed on a DC 20Search check detecta simple 
mechanical trap before itis triggered. (A simple trap isa snare, a 
‘rap triggered by a tripwite, ora large rrp sich asa pit) 

‘A character with the trap sense class feature who succeeds on a 
DC 21 (or higher) Search check detects well-hidden or complex 
mechanical trap before itis ariggered. Complex traps are denoted 
by theit triggering mechanisms and involve pressuce plates, 
mechanisms linked to doors, changes in weight, disturbances in 
the alt, ibrations, and other sorts of unusual triggers 


MAGIC TRAPS 

Many spells can be used to create dangerous traps, For example, 

high-level clerics can create glyphsof wading or symbol spells to 

prevent inteuders from entering particular area, while high-level 

‘wizards can create fine. tips or permanent images to conceal dangers 

of confuse invaders. Unless the spell or item description states 

otherwise assume the following to be true 

+ -A.successful. Search check (DC. 25 + spell level) made by a 
rogue (and only a rogue) detsets a magic tap before it goes off 
(Other characters have no chance to find a magic trap with. 
Search check 


BEHIND THE CURTAIN: TRAPS 
Why use traps? Traps change the play ofthe game. Ifthe adventurers 
suspect traps or have encountered them frequently in the past, they're 
‘much more likely to be cautious on adventures and particulary in dun. 
‘eons. While instiling alittle Fear and paranoia in players can be fun, you 
should be aware that this also tends to slow down play and searching. 


every square foot of a corider can get tedious for players and DM alike. 

‘The solution isto place traps only when appropriate. Characters and 
creatures put traps on tombs and vaults to keep out intruders, but 
traps can be annoying and inappropriate in well-traveled areas. An 
Intelligent creature is never going to build a trap that it might fll victim 
toitselt 


‘+ Magic traps permit a saving throw in order to avoid the effect 
(DC 10 + spell level x 1.5), 

‘+ Magic traps may be disarmed by a rogue (and onlya rogue) with 
a successful Disable Device check (DC.25 + spell level 


ELEMENTS OF ATRAP { 
Alraps—mechanical or magic—have the following elements: 
{tvigger, reset, Search DC, Disable Device DC, attack bonus (or 
siving throw or onset delay), damage/effect, and Challenge). 
Rating. Some traps may also include optional elements, suchas 
|poison ora bypass. These characteristics are described belov. 


Trigger 
‘Atraps trigger determines how itis sprung 
Location: A location trigger springs a trap when someone 
stands ina particular square, For example, a covered pit trap typi- 
cally.acivates when a.creature steps on a certain spot 
}. Proximity: This trigger activates the trap when a cteature ap-) 
[proaches withina certain distance oft A proximity tigger differs 
froma location trigger in that the creature need not be stnding in. 
a particular square, Creatures that are flying can spring a trap with 
proximity trigger but not one with a location triggec. Mechanical 
‘proximity triggers are extremely sensitive tothe slightest change 
{n the ait, This makes them useful only in places such as erypts, 
where the air i unusually stil 
The proximity trigger used most often for magic device traps is 
the alarm spell, Unlike when the spells cast, an alarm spel used 
as.a.triggercan have an area that} no larger than the area the tap 
lismeant to protect. 
Some magic.device traps have special proximity. triggers that 
activate only when certain kinds of creatures approach, For 
[example «detect good spell can serve as a proximity: trigger on an 
|evilatas springing the attached trap only when someone of good 
[alignment gets close enough tot 
Sound: This trigger springs 4 magic trap when it detects any 
soul, A sound trigger functions like an eac and hasa+18 bonus on 
Listen checks.A suecessful Move Silently check, magical stlencaand 
other effects that would negate hearing defeat it. A trap with 
sound trigger requires the casting of clairaudience during jtscon:| 
mruction, 
Visual: This rigger for-magic traps works like an actual eye, 
springing the trap whenever it'sees" something, A trap with a 
rigger requires the casting of arane ee claironyanc, or 
sing during its construction, Sightrange and the Spot bons con- 
ferred on the trap depend on the spell chosen, as shown. 


Spal Sight Range Spot Bonus 
seane eye Line of sight (unlimited range) 120 
damoyance One preselected location sy 
true seeing Line f sight (upto 120.) 80 


if you want the trap 10 see” in.the dark, you must either choose 
the tru seing option or add darkvsion tothe rap as well (Dark 
‘vision limits the tap sight range in the dark o 60 feet) If nv 
bility, disguises, o illusions can fool the spell being used, they can 
fool the visual rigger aswell 

‘Touch: A touch trigger. which springs the trp when touched, 
{s one of the simplest kinds of trigger to construct. This tigger 
may be physically attached to the part of the mechanism that 
deals the damage (such asa needle that springs out of lack), or it 
‘may.not. You can make a magic touch trigger by adding alarm to 
|the ttap and reducing the area ofthe effect to cover only the tri 
leer spot 
[ timed: This rigger periodically springs the tap after a certain. 
duration has passed, A sharpened blade that thrusts out froma slit, 
ina corridor wall every 4 rounds isan example ofa timed tigger. 

Spell: All spel traps have this kind of trigger. The appropriate, 


spell descriptions the Player’ Handbook explain the trigger com 
ditions for traps that contain spell triggers. 


Reset 
_A reset element is the set.of conditions under which a trap be- 
[comes ready ro trigger again. 
No Reset: Short of completely rebuilding the trap, there's no 
\way to trigger it more than once, Spell raps have no reset element, 
Repair: To get the trap functioning again, you must repair i, 
Manual: Resetting the trp requires someone to move the parts 
‘back into place, This isthe kind of reset element most mechanical) 
traps have. 
‘Automatic: The trap resets itself, ether immediately orafter a 
timed interval 


Repairing and Resetting Mechanical Traps 
Repairing a mechanical tap requites « Craft (trapmaking) check 
Jagainsta DC equal tothe one for building it, The cost for raw mate 
{tials is one-fifth ofthe traps original market price. To calculate 
how long it rakes to fixa trap use the same calculations you would 
for building it, but use the cost of the raw materials requited for 
repair in place ofthe market price, 

Resetting a trap usually takes only a minute.or so—someone 
justhas to lever the trapdoor back into place seload the crossbow 
behind the wall, or push the poisoned needle back into the lock. 
For a trap with a more difficult reset method. you should set.the 
time and labor required. 


Bypass (Optional Element) T 


the builder of «rap wants to be able ro move past-the rap alter 
itis created or placed, isa good idea to build in a bypass mecha 
nism—something that temporarily disarms the trap. Bypass ele 
ments are typically used only with mechanical traps, spell traps 
usually have builtin allowances for the caster to bypass them, 

‘Lock: A lock bypass requires a DC 30 Open Lock check to pen, 

Hidden Switch; A hidden switch requires a DC.28 Search 
check to locate. 


en lock combines the feotures above, 
requiring a DC 25 Search check to locate and.a DC 30 Open Lock 


check to open, 


Search and Disable Device DCs 
The builder sets the Search and Disable Device DCs for a mechan- 
teal trap. For a magic trap, the Values depend on the highestlevel 
spell used 
Mechanical Trap: The base DC for both Search and Disable 
Device checks is 20, Raising or lowering either of these DCs 
affects the base cost (Table 3-15) nd possibly the CR (Table 3-13). 
Magic Trap: The DC for both Search and Disable Device checks 
4s equal 0.25 + the spell level ofthe highest-level spell used. Only 
characters with the trap senseclass feature can attempt a Search 
check or a Disable Device check involving a magic trap. These 
DCsdo notaffest the traps castor CR. 


Attack Bonus/Saving Throw. DC 
‘Atrap usally either makes an attack roll or forces a sving throw 
to avoid it, Occasionally a trap uses both of these options. or nei: 
ther (sce Never Miss, page 70) 

Pits: These-are holes (covered or not) that characters can fall 
into and take damage. A pit needs no artick rol, but a successful 
Reflex save (DC set by the builder) avoids it. Other save-depend:| 
‘ent mechanical traps also fall nto this category 

Pits in dungeons come in three basic varieties: uncovered, cow 
ered.and chasms. Likeaclif ora wala pit ora chasm forces charae- 
ters other detour around itor take the time and trouble wo figure 

{outa way.across. Pits and chasms can be defeated by judicious appi- 
‘ation of she Climb skill, the Jump skill, oF various magical means. 


Uncovered pits serve mainly to discourage intruders from victim is attacked by 14¢ of them. This damage is in addition 1 


going certain way although they cause much grieftocharacters _any.damage from the fall ise 
who stumble into them in the dark, and they can greatly. campli Monsters sometimes live in pits—oozes and jellies find that 
plenty of food comes.to them if the tripped area is well traveled 

‘Any monster that can fit ino the pit might have 
been placed.there by the dungeon’ designer, or 
might simply have fillen in and.not been able to 
climb back out. In the later case, either it 
hast been there long, or somethi 
been feeding it-Lf the pit has. 
the builder may. have stocked it 
with, small. carnivorous. fish 
Monsters that need no suse 


cate a melee taking place nearby. 
Covered pits are much more dangerous. They can be detected. 
with a DC 20 Search check, but only if the character is 


before 


taking che time to carefully examine th 
walling across it, A character who fails to dete 
n covered pit is still entitled to.a DC 20 
Reflex save to avoid falling into. 
Howe 

moving recklessly at the time 


she gets no saving throw and. 
falls automatically 
Trap coverings can be 
as simple as piled refuse 
straw, leaves, sticks 
garbage). large rug, 
‘oran.actual trapdoor 
concealed to appear 
asa normal parcof the 
floor, Such a trap 
door usually swings 


prance, such as unde 


‘constructs; make the best 
chalces for creatures to 
inhabit pit 
A secondary tap, 
mechanical o magi 
cal, at the bottom of a 
pit-can be particularly 
adly.-Activated. by. a 
falling victim, the sec 
condary-trup attacks the 
D already. injured character 
when she's least ready. for 
|, Atrowt_traps,_blasts_ of 
flame, sprays. 
spells or glyphs of wanking 
ic_monsier 
summoning devices canal 
> be found at the bottoms: 


open when enough 
weight (usually 
about 50 10.80 
pounds) is placed 


upon it. Devious trap ‘acid, symbol, 


uilders sometimes 
design trapdoors 0 
that they spring back 
shut after they open, 


ready for the next 
victim, The trapdoor 
might lock onceits (i 
back in place, leaving a 


ianged Attack Traps 
These traps 

arrows, spears, or the like at 
D whoever activated the trap. The 
builder sets the attack bonus. A 
ranged. atack trap ean be con 
sto simulate the eff 
‘composite bow with shigh, 


ing datts 


the stranded charac 
ter well and truly 
trapped. Opening 


such a teapdoor is 

just as difficult as 

strength rating (we page 119 of 

the Player’ Hank), which, 
provides 


pening a regular door. 
assuming the trapped 
character can seach 10) 
and a DC 13 Strength 
check is needed 


ap with a 
J bonus on damage equal 10 

Melee Attack Traps: 
These traps feature such ob- 


keep a spring-loaded 
doar ope. 

Pit traps often have 
comething nastier than ‘emerge from walls and stone 


justa hard floor a the blocks that fll from ceilings 
bottom. A tap design Once again, the builder sets 
may put spikes, mon: the attack bonus 

sters,oF a pool of acid 

or even water at the / ee /Effect 

bottom (since even a [ey The effect of a trap is what 


victim proficient in P bppens to those who spring 
swimming will tire and it. Usually this takes the form. 
drown if trapped long of either damage ora spell 
enough) effec, but some traps have. spe 

Spikes at the bottom 4 cial effects 
ofa pitmay.impale un-_** - Me its: Falling into. pit deals 4d 
lucky. characters. The Pom Wot points of damage per 10 feet of depth, 
spikes deal. da daggers Ranged Attack Traps: ‘These traps deal whatever dam 
‘with a +1artack bonus and a age their ammunition normally would. trap that fires long 
ponus.on damage for every 10 feet ofthe fll (tou maximum, [bow arrows for example, deals d8 points of d it fa 
#5). Ifthe pit has multiple spikes, falling)" trapis.constructed with high strength rating it has a correspon 


stacles as sharp blades that 


ding bonus on damage. For example,a ranged attack tap (4 Str 
bonus) that fires shortspears could deal up.to.1d8e4 points of 
damage per successful hit 

Melee Attack Traps: These traps deal the same damage asthe 
‘melee weapons they “wield” In the cae of filling stone block, you. 
can assign anyamountofbludgeoning damage you like, but remem- 
ber thar whoever resets the trap hast lift that stone back ino place. 
|Amelee attack trap can be-constructed with a builtin bonus. on 
damage rolls, just as ifthe trap itself had a igh Strength score. 

Spell Traps: Spell traps produce the spells effec, as described 
|innthe appropriate entry in the Players Handbook, Like al spells, 
{spell ap that allows a saving throw has.a save DC of 10 + spell 
evel + casters relevantability-modifier. 

Magic Device Traps: These traps produce the effects of any 
spells included in theit construction, as described in the approprl- 
ate entries in the Players Handbook. Ifthe spell in a magic device 
srapalloves.asaving throw, its save DC is 10 + spell level x 1.5 
jSome spells make attack rolls instead, i 
|Special: Some-traps have miscellaneous features that produce 
{special effects, such as drowning for a water trap or ability 
damage for poison. Saving throws and damage depend on the 
poison (see Table #-3: Polsons, page 297) or are ser by the builder, 
Aas appropriate 


Miscellaneous Trap Features 
Some traps include optional features that can make them consid 
‘erably more deadly. The most common such features are discussed 
[betow, 
|--Alchemical tem: Mechanical traps may incorporate alchem 
cal devices or other special substances or items, such as tanglefoot 
{bags, alchemists fire; thunderstones,and the lke. Some such 
{items mimic spell effects, For example, the elect of a tanglefoor 
| bags similar to that of an entangle spell, andthe effect of « thun- 
erstone is similar to that of a deafness spell f che item mimics a 
spell effect. it increases the CR as shown on Table 4-13. 
‘With a gas trap, the danger sin the inhaled poison i deliv 
isemploying gas usually have.the never miss and onset 

Features (ee below). 

Liquid: Any tap that involves a danger of drowning (such asa} 
locked rooin filling with water or a patch of quicksand that char-| 
‘ctets can fal into) isin tis category. Traps employing liquld usu: 
ally have the never miss and onset delay features (see below), 

Multiple Target: Traps with this feature can affect more than 
‘one characte 

Never Miss: When the entire dungeon wall moves to crush 
you, your quick teflexes worit help, since the wall cant possibly 
amiss, A trap with this feature has neither an.attack bonus nor a 
saving throw to avoid, but it does have.an onset delay (ee below). 
‘Most traps involving liquid or gas are of the never miss variety 

Onset Delay: An onset delay isthe amount of time between 

[ivhen.the trap is sprungand when itdeals damage. A never miss 
trap always has an onset delay. 


Poison: Traps that employ poison are deadlier than theit non: 
poisonous counterparts, so they have correspondingly higher. 
CRs.To determine the CR modifier for a given poison, consult 
Table 3-13 (page 74). Only injury contac, and inhaled poisons ae. 

{suitable for taps ingested rypesate no. 

[Some taps such a table-covered with contac poison, simply 
deal the poisoris damage. Orhers, such as a poisoned arrow or 
sword blade, deal damage with ranged or melee attacks as well 

Pit Spikes: Treat spikes atthe bottom ofa pit as daggers, each 
svith «+10 atack bonus. The damage bonus foreach spike is +f pet 
[10 feet of pit depth (toa maximum of +5), Each character who falls 
Into the pit is attacked by 1d4 spikes, it spikes da not add.to the 
average damage ofthe trap (see Average Damage, page 75). 

Pit Bottom: lfsomething other than spikes watsat the bortom. 
ofa pitsits beso treat that asa separate trap (see Multiple Traps, 
page 75) witha location trigger that activates on.any significant 
Impact, such asa falling character. Possibilities for pit bottom raps 
Jinclude acid, monsters, and wate. 

‘Touch Attack: This feature applies ro any trap that needs only a 
‘suecessulrouch attack (melee or ranged) 10 hit 


SAMPLE TRAPS 
The following traps are suitable for protecting-a dungeon, mex 
chant guildhouse, or military complex. The costs listed for 
mechanical traps ate marker prices; those for magic taps are ra 
‘material costs Caster level and class forthe spells. used fo produce 
the tap effects are provided in the entries for magic device taps 
sand spell raps Racal other spells used in siggets, fr example, 
the caster level iassumed tobe the minimum required 


1 Traps 

Basic Artow-Trap: CR 1; mechanical; proximity trig 
‘manual reset; Atk +40 ranged (td6/x3, arrow); Search DC 20; Di 
able Device DC 20, Markel Price: 2,000 gp. 

‘Camouflaged Pit Trap: CR 1; mechantcal; location trigger 
manual reset; DC 20 Reflex save avoids; 10 ft. deep. (16, fll) 
Search DC 24; Disable Devise DC 20, Market ric: 1,800 gp. 

Deeper Pit Trap: CK 1; mechanical; location trigger, mani 
reset; hidden switch bypass (Search DC 28), DC 15 Reflex save 
avoids; 20 fe, deep (2d6, fall; mulkiple targets (frst target in each 
of two adjacent st squares Search DC 20; Disable Device DC 23, 
Marketi §300 gp 

Doorknob Smeared with Contact Roison: CR 1; mechanical 
touch tigger (attached), manual. teset, poison (carrion crawler 
brain jue. DC 13 Fortitude save resists, paralysis/0), Search DC 
19, Disable Device DC 19, Marke Price: 900 gp. 

Fusillade of Darts: CR 1; mechanical; location tegger; manual 
reset; Atk +10 ranged (1d4+1, dart): multiple targets (fires 1d4 
darts at each target in two adjacent ft. squares); Search DC 14 
Disable Device DC 20. Maret Price: $00.gp. 

Poison Dart Trap: CR 1; mechanical: location tigger; manual 
reset; Atk ranged (1d plus poison. dart) olson (bloodroot, DC 


SS 


VARIANT: WHAT DISABLING A DEVICE MEANS 
‘Soa character makes her Disable Device check against trap. What does 
that success do to the trap? With ths variant rule, the answer to that 
question depends on the amount by which the character beat the OC. 
CCheck the paragraph below that corresponds to the margin of success. 

Check Result = DC +0-3: The net time the trigger would spring the 
trap, it doesn't. After that, however, the trigger operates normally and 
another Disable Device check is required to disarm it again. 

‘Check Result = DC +4-6: The character messed up the trap's work 
ings. It won't function again until it's reset. IF t's a trap that resets 


automatically, use the next result below, 


‘Check Result = OC +7-9: The character realy broke the trap It won't 
0 off again until someone repairs it using the Craft (trapmaking) shi 
This repair costs 14B*10% ofthe trap's total construction cost 

Check Result = DC +10 oF more: The character either broke the 
trap (as above) or succeeded in adding or discovering a bypass 
‘lerent, This latter option enables characters to either get past the 
trap without triggering it or avoid its effec, but the trap remains 
active. For example, a character who achieves this degree of success 
fon a Disable Device check could manage to prop open a spring 
loaded trap so that it can't fire, or could notice the niche in the wall 
that provides refuge from the colling boulder, 


42 Fortiude save resists, 0/1d4. Con plus id3 Wis) Search DC 20; 
Disable Device DC 18, Market Pie: 700 gp. 

Poison Needle Trap: CR t; mechanical; touch triggers manwal 
reset; Atk +8 ranged (1 plus greenblood oil poison}; Search DC 22; 
Disable Device DC 20. Market Price: 1.300 gp. 

Portcullis Trap; CR, mechanical; location trigger; manual 
reset; Atk +10 melee (346); Search DC 20, Disable Device DC 20.| 
‘Nate: Damage applies only t0.those underneath the portcullis., 
Bortculis blocks passageway. Market Prict:1.400 gp. 

Razor Wire across Hallway: CR 1: mechanical location tri 
no reset; Atk +10 melee (2d6, wire), multiple targets (first 
target in each of two adjacent sft squares) Search DC 22; Disable 
Device DC 15, Market Price: 400 gp 

Rolling Rock Trap: CR 1, mechanical: location trigger; mana 
reset; Atk +10 melee (246, rock); Search DC 20; Disable Device DC 
22, Market Price 1,400 gp. 

Scything Blade Trap: CR 1; mechanical; location rigger; auto- 
matic reset, Atk 48 melee (1d8/x3), Search DC 24; Disable Device 
196.20, Markel Price 1,700 gp. 

‘Spear Trap: CR.1; mechanical; location trigger; manual reset 
‘Atk+12 ranged (18/3, pear) Search DC 20; Disable Device DC 
20, Note: 200-ft. max range, target determined randomly from 
those in its path, Market Price: 1,200 gp. 

‘Swinging Block Trap: CR 1; mechanical; touch triggen 
manual reset; Atk 45 melee (4d6, stone block); Search DC 20; Dis 
able Device DC. 20, Market Price: 500 gp. 

‘Wall Blade Trap: CR 1; mechanical: touch trigger; automatic 
‘eset; hidden switch bypass (Search DC. 25), Atk +10 melee 
(ads/4, seythe); Search DC 22; Disable Device DC 22. Market 
Price: 2500 gp. 


CR2 Traps 
Box of Brown Mold: CR 2; mechanical touch trigger (open: 
{ng the box); automatic reset; 5 cold aura (346, cold. nonlethal) 
‘Search C22; Disable Device DC. 16, Marke Pri 3,000.5 
Bricks from Ceiling: CR 2; mechanical; ouch trigger, repair 
reset, Atk #12:melee (246, bricks); multiple targets (all targets in 
two adjacent $f. squares); Search DC 20, Disable Device DC.20, 
Market Brie: 2400 gp. 
Hurning Hands Trap: CR 2; magic device; proximity trigger 
(alarm); automatic reset: spell effect (burning hands, tst-level 
wizard, 1d4 fire, DC 11 Reflex save half damage); Search DC 26; 
Disable Device NC 26. Cost: $00 gp, 40 XP. 
Camouflaged Pit Trap: CR 2; mechanical; location teigger 
‘manual reset; DC 20 Reflex saveavoids; 20 ft. deep (246 fall}: mul: 
tiple targets (first target in each of twoadjacent 5-ft, squares) 
Search DC. 24; Disable Device DC 19, Markel rice: 3.400 gp 
{nfit Light Wounds Trap: CR 2; magic device; touch trigger 
automatic reset; spell effect (inflict light wounds, tst-level cleric, 
Addet, DC 11 Will save half damage); Search DC 26; Disable 
Device DC 26, Crt: 00 gp, 40 XP. 
Javelin Trap: CR 2; mechanical; location trigger, manual reset; 
‘Atk +16 ranged (Adée4 javelin), Search DC 20; Disable Device DC 
18. Market Price: 4800p. 
“Large Net Trap: CR 2; mechanical location trigger: manual 
reset; Atk 45 melee (see note); Search DC 20; Disable Device DC 
25, Note: Characters in 0c. square are grappled by-net (Ste. 18) 
they fala DC 14 Reflex save. Marke Price: 3,000 gp. 
Pit ‘Trap: CR 2; mechanical, location trigger, manual reset; DC 
20 Reflex save avoids; 40 fi. deep (4d, fall Search DC 20; Disable 
| Device DC 20, Market Price: 2,000 gp 
Poison Needle Trap: CR 2; mechanical; rouch trigger repair 
reset: lock bypass (Open Lock DC 30), Atk +47 melee (1-plus 
poison. needle) poison (blue whinnis, DC 14 Fortitude save resists 
(poison only), 1. Con/unconsciousness); Search DC 22; Disable 
Device DC.17. Market Brice: 4,720 gp. 

Spiked Pit Trap: CR 2; mechanical: loestion trigger, sutomatic) 


reict DC20 Rellex save avoids; 20. deep (246 fall); multiple rt 
gets (fist target. in each of two adjacent 5ft. squares); pit spikes 
(tk-110 melee, 1d4 spikes per target for 1d4+2 each); Search DG, 
16 Disable Device DC.15. Market Pc: 1,600 gp. i 
‘Tripping Chain: CR 2; mechanical location tigger, automatic 
Jreset; multiple traps tripping and melee attack); Atk +15 melee 
touch (trip), Atk +15 melee (24442, spiked chain}; Search DC 15 
Disable Device DC 18. Market Price: 3800 gp, 
‘Note:This traps really one CR 1 trap that tripsand a second CR 
1 trap tha attacks with a spiked chain, If the tripping attack suc: 
eds, a +4 bonus applies tothe spiked chain attack because the 
‘opponent is prone, 
‘Well-Camouflaged Pit Trap: CR 2; mechanical: location tig: 
ger repalt reser; DC 20 Reflex save avoids 10 ft deep (id. fll 
Search DC.27; Disable Device DC 20, Marke Price: 4.400 gp._—_| 


CR3 Traps 
| Burning Hands Trap: CR 3; magic device; proximity tigger: 
{Galarm); automatic reset: spel effect (burning hands, sth-level 
|swizard, sd fire, DC.11 Reflex save balf damage); Search DC 26; 
sable Device DC 26, Cost: 2,00 gp, 200XB. 
Camouflaged Pit Trap: CR 3; mechanical; location trigger, 
manual reset; DC 20 Reflex save avoids; 30ft.deep (36, fall; mul: 
tiple targets (frst arget in each of two adjacent squares), Search, 
1DG 24, Disable Device DC 48, Market Pric:4,800 gn. 

Ceiling Pendulum: CR 3; mechanical; timed trigger, auto: 
matic reset; Atk +15 melee (id12+8/x3, greataxe), Search DC.4S;| 
Disable Device DC27. Markel Price: 14,100gp. i 

Fire Tap: CR 3;spedh, spel rigger; no reset; spel effect ire traps] 
3u-level druid, 1d43 fice, DC 13 Reflex save half damage); Search | 
DC 27; Disable Device DC 27. Cost 85 gp to hire NEC spelleaster) 

Extended ane Trap: CR 3; magic deviee; proximity triggers 
(detect good); automatic reset spell effect (extended bane, 3rd-level) 
cleric, DC13 Will save negates) Search DC.27; Disable Device DC 
27, Cost: 3500 gp 280 XE. 

Ghoul Touch Trap: CR 3; magic device; ouch triggers astomatic 
eset spell effec (ghoul uh, 3level wizard, DC13 Fortnude save 
rnegates} Search DC 27; Disable Device DC 27, Cost: 3,000 gp, 240XP 

Hail of Needles: CR 3, mechanical-location trigger; manual 
reset; Atk #20 ranged (244), Search DC 22; Disable Device DC 22. 
Market Price: 5 400 gp, 

‘Melfi Acid Artow Trap: CR 3; magic device; proximity trigger 
(lar automatic reset, Atk +2 ranged. touch; spell effect (Mel's 
skid ara, Sruclevel wizant, 246 acid/round for 2 rounds); Search 
DC 27; Disable Device DC 27, Cost 3,000 gp, 240 XP. 

Pit Trap CR_3; mechanical, location trigger; manual reset; DC 
20 Reflex save avoids 0 fi. deep (646, fall) Search DC 20; Disable 
Device DC20, Market Priv: 3,000 gp. 

Poisoned Arrow Trap: CR 3; mechan(cal; rouch trigger 
‘manual reset; lock bypass (Open Lock DC 30); Atk +12 ranged 
(1d8 plus poison, arrow); poison (Large monstrous scorpion 
venom, DC 14 Fortitude save resists. 1d$ Con/td4 Con); Search 
C19; Disable Device DC 15, Matkt Price: 2,900 gp. 

Spiked Pit Trap: CR 3; mechanical; location trigger; manual 
reset, DC 20 Reflex save avoids, 20 ft deep (246 al), multiple ta: 
gets (frst target in each of two adjacent St squates); pit spikes, 
(Atk +10 melee, 1d4 spikes per target for 1d4+2 each). Search DC. 
21; Disable Device DC.20, Market Price: 3,600 gp. 


Stone Blocks from Ceiling: CR 3; mechanical; location tig: 

‘ger repair reset; Atk +10 melee 4d, stone blocks) Search DC 25;| 
Disable Device DC.20. Market Price 5400 gp. | 
CR4 Traps. ii 


‘Bestow. Curse Trap: CR 4; magic devices touch trigger (detect 
thaos): automatic eset; spell effect (bestow curse, Sth-level cleric, 
[DC 14 Will save negates); Search DC 28; Disable Device DC 28. 
Cot: 8,000 gp, 640-XP. 


Camouflaged Pit Trap: CR 4; mechanical location trigger, 
‘manual reset; DC 20 Reflex save avoids 40 ft. deep (46, fall}: mul- 
tiple targets (first rarget in each of two adjacent 5-ft. squares); 
Search DC 25; Disable Device DC 17. Market Price: 6800 gp. 
Collapsing Column; CR 4; mechanical; touch trigger 


20; Disable Device XC 24. Market Price: 8,800 gp. 

| Slyph of winding (Blast: CR.4; spell spell rigger no reset, spell 
fect (ely of wanding (blast), Sth-level cleric, 248 acid, DC 14 Reflex 
save half damage); multiple targets (all angers within 5 fe) Search 
‘DE 28; Disable Device DC 28, Cost 380 gp to hire NPC spellastr. 

Lightning Bolt Trap: CR 4, magic device; proximity trigger 
(Glarm); automatic reses: spell effect lightning bolt, Sth-level 
‘wizand, Sdé electricity, DC 14 Reflex save half damage); Search DC 
28; Disable Device DC 28. Cost: 7:500 gp, 600 XP. 

Pit Trap: CR 4; mechanical, location trigger; manual reset; DC 

20 Reflex save avoids, 80 ft. deep (86, all) Search DC 20; Disuble 

{Device DC 20, Market Price: 4,000 gp. 

{Poisoned Dart'frap: CR 4; mechanical: location trigger; manual] 
fresen: Atk +15 ranged (1d4e4 plus poison, dat); multiple targets (4 
dart pee target in.a10+-by-10-ft aren; poison (Small monstrous 
centipede poison, DC 10 Fortitude save resists, 1d2 Dex/1d2 Dex) 
Search DC 21; Disable Device DC 22. Market Price: 12,090 gp. 

‘Sepia Snake Sigil Trap: CR 4; spel; spell trigger; no reset; spell 
effect (sepia snake sigil, th-level wizard, DC 14 Reflex save 
negates) Search DC 2%; Disable Device DC 28, Cost: 680 gp to hire 
NPC spelleaster. 

[E-Spiked Pit Trap: CR 4; mechanical location trigger; automatic 
Freseti DC 20 Reflex save avoids; 60 ft. dep (6d6, fall); pit spikes 
{atk:+10 melee. Ad spikes per target for-1d445 each); Search DC. 
26; Disable Device DC 20, Market Price 4,000 gp. 

Wall Scythe Trap: CR 4; mechanical location trig 
matic reset; Atk +20 melee (2d448/, 
able Device DC 18, Markel Price: 17,200 gp, 

Water-Filled Room Trap; CR 4; mechanical: location trigger 
automatic. reset; multiple targets (all targets in-a.10-ft-by-10-ft 
room); never miss; onset delay (5 round); liquid Search DC. 17; 
Disable Device DC 23. Maret Price: 11,200 gp 

‘Wide-Mouth Spiked Pit Trap; CR 4; mechanical, location 
trigger; manual reser; DC 20 Reflex save avoids; 20 ft, deep (246. 
fall multiple targets (frst target in each of two adjacent sft 
squares) pit spikes (Atk +10:melee,id4 spikes per target for 1d442 
cach) Search DC 48; Disable Device DC 25. Market Price: 7.200 gp. 


CRS Traps, 

‘Camouflaged Pit Trap: CR si mechanical: location trigger; 
manual reset: DC 20 Reflex save avoids, 50 ft. deep (Sl, fal); rol 
tiple targets (first target in exch of yvo adjacent S-ft, squares); 
Search DC 25; Disable Device DC. 17. Market Price 8,500 gp. 

‘Doorknob Smeared with Contact Poison: C’ 5; mechanical 
ouch trigger (attached); manual reset, poison (nitharit, DC13 For 
titude save resists, 0/346 Con); Search DC 25; Disable Device DC 
19, Market Price. 9,650 gp. 

Falling Block Trap: CR §; mechanical; location trigger; manual 
reset; Atk +15 melee (dé), multiple targets (can strike all charac- 
ters in two adjacent specified squares); Search DC 20; Disable 
Device DC 25, Market Pit: 15,000 gp. 

Fire Trap: CR 5; spk: spell triggers no teset spel effect fre trap, 
7uh-level wizard, 1d4+7 fire, DC.16 Reflex save half damage); 
‘Search DC 29; Disable Device DG 29. Cost: 308 gp to hire NPC 
spelleaster, 

|_Fireball rap: CR s: magic device: touch trigger automatic reset 
{spell effec ical, sth-level wizard, 8d fire, DC 14 Reflex save 
half damage’; Search DC 28; Disable Device DC 28, Cost: 12,000 gp, 
960 XP. 

Flooding Room Trap: CR §; mechanical proximity trigger, 
automatic reset, no attack roll necessary (see note below) Search, 


(attached); no reset, Atk +45 melee (6d6, stone blocks}; Search DC 


DC 20; Disable Device DC 25. Note: Room floods in + rounds (see 
Drowning, page 304). Market Price: 17,500 gp. 

Eusillade of Darts: CR 5; mechanical; location trigger, manual 

reset Atk +18 ranged (14+4, dart multiple targets (1d8 darts per 

{target in t0-f.-by-40-t. areal Search DC 19; Disable Device DC 

[as Market Price: 18,000 gp. 

{> Moving Executioner Statue: CR 5; mechanical: location tig 
{ger automatic resets hidden switch bypass (Search DC. 25); Atk +16. 
melee (1d12+8/3, greataxe); multiple targets (both arms attack): 

|Search DC 25; Disable Device DC 18, Market Price:22,500 gp.___| 

Phantasmal Killer Trap: CR 5; magic device; proximity trigger] 
(alarm covering the entire toom); automatic reset, spell effect 
(phantasna killer, 7tb-Level wizard, DC 16 Will save for slisbeli 
and DC 16 Fort save for partial effect); Search DC.29; Disable) 
Device DC29. Cos: 14,000 gp, 1120 XR 

5; mechanical, location tigger, manual reset, DC 

20 Reflex save avoids; 10 fe. deep (Lode, fall); Search DC.20; Dis 

able Device DC 20, Market Price: 5,000 gp. 

Poison Wall Spikes: CR 5; mechanical; location rigger, 

‘Atk +16:melee (id8+4 plus poison, spike); multiple 
targets (closest target in each of two adjacent Sf squares) poison 

(Medium monstrous spider venom, DC 12 Fortitude save resists, 
Ada Str/1d4 Str); Search DC 17; Disable Device. DC. 21. Mark 
Price: 1265080, 

Spiked Pit Trap: CR 5: mechanical location trigger; manwal 
reset: DC 25 Reflex save avoids; 40 ft deep (446, all. multiple ra 
gets (frst target in each of two adjacent S:ft squares); pit spikes 
(Atk +10 melee, 1d4 spikes per target for Ad4+4 each); Search DC, 
2; Disable Device DC 20, Market Price: 13,500 gp 

‘Spiked Pit Trap (80 Ft. Deep): CR 5; mechanical location trig: | 
se manual reser, DC 20 Reflex save avoids; 80 ft deep (§d6, all), 
pit spikes (Atk +10 melee, 1d¢ spikes for td4v5 each); Search DC: 
20; Disable Device DIC 20, Market Price: 000 gp. 

‘Ungol Dust Vapor Trap: CR 5; mechanical: location trigger 
‘manual reset; gas; multiple targers (all targets in a 10-ft-by-10sf 
room); never miss onset delay (2 round) poison (ungol dust, DC 
1 Fortitude save resists 1 Cha/td6 Cha plus 1 Cha drain); Search 
DC 20; Disable Device DC 16, Marke Price: 9,000 gp. 


CR 6 Traps 

Built-to-Collapse Wall: CR 6; mechanical, proximity trigger 

no reset, Atk +20 melee (8d6, stone blocks); multiple targets (all 

targets ina 10fe-by-10-fi area} Search DC 14; Disable Device DC 
16, Market Price 15,000 gp. 

‘Compacting Room: CR 6; mechanical; timed trigger auto- 
‘matic reset; hidden switch bypass (Search DC 25); walls move 
together (12d6, crush); multiple targets (al targets in a 10-F-by 
104, room); never miss; onset delay. (4 rounds); Search DC 20, 
Disable Device DC 22. Markt Pricé:25,200 gp, 

Flame Strike Trap: CR 6; magic device; proximity trigger (detect 
‘gies automatic reset; spell effect lame strike, sth-leve cleric, 
‘de fire, DC 42 Reflex save half damage) Search DG 30; Disable 
Device DC 30, Cost:22,750 gp, 1.820 XP 

Fusillade of Spears: CR 6; mechanical; proximity trigeet 
repair reset; Atk +21 ranged (1d8, speat); multiple targets (1d6 
speats pet target ina 10 ftoby-t0d area); Search DC 26; Disable 
Device DC 20, Market Price 31,200 gp. 

clyphof Waning (Bast): CR 6; spell spell tigger no xes 
fect (glyph of wanting [blast], t6th-level cleric, 8d8 sonic, DC 14 
Reflex save half damage); multiple targets (ll rangers within sf 
Search DC.28; Disable Device DC 28, Cost: 680 gp 10 hire NEC 
speleaster. 

Lightning Bolt Trap: CR 6; magic device: proximity trigger 
(alarm): automatic-reset spell effect (lightning bolt, 10th-level 
‘wizard, 10d6 electricity, DC 14 Reflex save half damage), Search 
DC.28; Disable Device DC 28, Cost: 15,000 gp, 1,200 XP. 

Spiked Blocks from Ceiling: CR 6; mechanical location tig: 


spell 


_gen repair reser; Atk +20 melee (6ds, spikes). multiple targets (all 
targets in a 10‘-by-10-f area); Search DC 24; Disable Device DC 
20, Market Price: 21,600 gp. 

Spiked Pit Trap (100 Ft. Deep): CR 6; mechanical; location 
trigger, manual reser; DC 20 Reflex save avoids; 100 ft. deep (1046, 
fall); pie spikes (Atk 110. melee, 1d4 spikes per target for 1445 | 
cach); Search DC 20; Disable Device DC 20, Market Pri: 6,000 gp. 

Whirling Poison Blades: CR 6: mechanicaltimed trigger. auto: 
atic rest; hidden lock bypass (Search DC 25, Open Lock DC 30) 
‘tk.+10 melee (Ad4+4/19-20 phis poison, dagger); poison (purple 
‘worm poison, DC 24 Fortinude save resists, 1d6 Str/2d6 Ste} mult 
ple targets (one target in each of three preselected sft. squares); 
Search DC 20, Disable Device DC 20. Market Price: 30,200 gp. 

‘Wide-Mouth Pit Trap: CR 6; mechanical location trigger, 
manual reset; DC 25 Reflex save avoids; 40 ft. deep (46; fll} 
tiple targets (all targets within a 10-t-by-10+t, area) Search DC 
26, Disable Device DC 25. Market Price: 28,200 gp 

‘Wyvern Arrow Trap: CR 6; mechanical proximity trigger 
{manual reset: Atk +14 ranged (148 plus poison, arrow); poison 
(yvern poison, 1XC 17 Fortitude save resists, 286 Con/2d6 Con): 
Seatch DC 20; Disable Device DC 16, Markel Price: 17400 gp. 


R7 Traps 

‘Acid Fog Trap: CR 7; magie device; proximity trigger (warm); 
sutomatic reset; spell effect acd og hv Level wizard, 2d6/round 
Acid for 11 rounds); Search DC 31; Disable Device DC 31. Cos: 
33,000 gp, 2.640 XP 

Blade Barrier Trap: CR 7; magic device: proximity tr 
{(ularm); automatic reser; spll effec (blade barrier, tAth-level cleric 
Ld slashing, DC 19 Reflex save half damage) Search DC. 31; Dis 
able Device DC 31, Cost: 3,000 gp, 2640 XE 

Burnt Othur Vapor Trap: CR 7; mechanical location trigger 
repale reset gas; multiple targets (all targets in a Ostcby-10-f 
room); never miss; onset delay (3 rounds), poison (burnt othur 
umes, DC 18 Fortitude save resists 4 Con diain/3d6.Con), Search 
DC 21; Disable Device DC 21, Market Price: 17,800 gp, 

Chain Lightning Trap: CR 7; magic device: proximity trigger 
(alarm) automatic reset; spell effect (chain lightning, Lithslevel 
‘wizard, 1106 electricity co rrget nearest center of trigger atea plus 
Sdé electricity 1o each of up to eleven secondary targets, DC.19), 
Reflex save half damaged; Search DC.31; Disable Device DC 34 
Co 3,000 gp, 2,640 XP. 

‘Eva's Black Tentacles Trap: CR 7, magic device; proximity tigger 
(alarm); no reset, spel effect nnd Black tentacles, 7hvlevel wizard 
Id+7 tentacles, Atk +7 melee [1d6s4, tentacle) miltple rangers 
(up tosix tentacles per target in each of two adjacent St. squares) 
Search DC.29; Disable Device DC 29, Cost: 1.400 gp, 112 XP, 

Fusillade of Greenblood Oil Darts: CR 7; mechanical: loc 
tion trigger: manual reser; Atk +18 canged (1d4+ plus poison, 
dart); poison (greenblood ol, DG 13 Fortitude save resists, 1 Con/ 
1d2.Con); multiple targets (Ads darts per target ina L0-t-by-t0- 
area), Search DC 251 Disable Device DC 25, Market Price 33,000 gp, 

Lock Covered in Dragon Bile: CR 7; mechanical; touch trig 
get (attached); no.teset; poison (dragon bile, DC 26 Fortitude save 
resists, 3d6 Stt/0); Search DC.27; Disable Device DC 16. Market 
Price: 11,300 gp. 

Summon Monster Vt Trap: CR 7; mugic device: proximity trigger 
(clarm);n tes; spell effect (summon monster VI Athslevel wizard), 
Search DC 31; Disable Device DC 31, Cos: 3,300 gp. 264 XR 

‘Water-Filled Room: CR 7; mechanical; location trigger 
manual reset; multiple targets (all targets in a s0-ftcby-10-f. 
mom never miss; onset delay (3 rounds) water, Search DC 20, 
{Disable Device DC 25. Market Pr: 24,000 gp. 

‘Well-Camouflaged Pit Trap: CR 7; mechanical: location tig: 
‘ger repair reset: DC 25 Reflex save avoids; 70 ft deep (7d6, fal) 
multiple targets (ist target in each of two adjacent St squares), 
Search DC.27; Disable Device DC 18, Market Price: 24,500 gp. 


CRB Traps. 

Deathblade Wall Scythe: CR 8; mechanical; touch trigger; 
manual reset: Atk +16 melee (24448 plus poison, scythe); poison 
(deathblade, DC.20 Fortitude save resists, 1d6 Con/2d6 Con); 
Search DC 24; Disable Device DC.19, Market Price: 31,400 gp, 

1 Destruction Trap: CR.&: magic device; touch trigger (alarm); 
automatic reset; spel effect (destruction, 13th-level cleric, DC 20, 
Fortitude save for 10d6 damage); Search DC 32; Disable Device 
DC 32, Cost: 45,500 gp, 31640 XP 

Earthquake Trap: CR 8; magic device; proximity trigget (alum 
automatic reset; spell effect (earthquake, 3thclevel cleric, 65ft.| 
radius, DC 15 or 20 Reflex save, depending on terrain), Search DC 
32; Disable Device DC 32. Cos: 45,500 gp, 3,640 XP. 

Insanity Mist Vapor Trap: CR 8; mechanical locaton triggers 
repaic reset, gas; never miss; onset delay (round) poison Linsan: 
ity mist, DC 15 Fortitude save resists, td Wis/2d6 Wis): multiple 

tangets all targets in a t0-Ft-by-t0-, room); Search DC-25; Disable 
[bevice DC 20, Market Price: 23,900 gp. 

‘Mls Acid Arrow Trap: CR 8; magic device; visual tigger (re 

[veing); auromaric reset; multiple traps (two simultaneous Melf's 

ed arrow traps; Atk+2 ranged. touch and +2 ranged touch; spel 

faci arrow, U8th-level wizard, 244. acid damage for 7 

earch DC 27; Disable Device DC.27. Cost 83,500.p. 


4680 XP, 

‘Noe This tap is really two CR 6 Mel/sacdarow taps that fire 
simultaneously, using the same tigger and tes. 

Power Word Stun Trap: CR 8; magic device: touch triggers no. 
reset; spell effect (power word stun, 13th-level wizard), Search DC] 
52; Disable Device DG 32. Cos 4,850 gp, 364 XE 

Prismatic Spray Teap:.CR 8; magic device; proximity trigger 
arm); automatic.reset spel effect (prismatic symm, L3th-Level] 
wizard, DC 20 Reflex, Fortitude, or Will save, depending on. 
effect); Search DC. 32, Disable Device DC 32, Cost: 45,500 gp. 
3,640 XP. 

Reverse Gravity Trap: CR 6; magic device; proximity- trigger 
(alarm, 10+, area); automatic reset; spell effect (reverse gravity 
13th-level wizard, 6d6 fall [upon hitting the ceiling of the 60-{ 
high room), then édé fll upon falling 60 tothe floor when the 
spell ends), DC 20 Reflex save avoids damage) Search DC 32; Di 
able Device DC 32, Coy:45,500,gp, 3.640 XP. 

‘Well-Camouflaged Pit-Tkap CR 8; mechanical; location trig: 
ger; epalcseset; DC 20 Reflex save avoids; 100 ft. deep (1046, ill) 
Search DXC.27; Disable Device DNC.18, Matket Price: 16,000 gp. 

‘Word of Chaos Trap; CR.8: magic device; proximity trigger 
(Wetec laws automatic reser; spell effect (word of chaos, 13th-level 
cleric); Search DC 32; Disable Device DC 32. Gost; 46,000 gp, 
3,640 XP, 


CR 9 Traps 
Drawer Handle Smeared with Contact Poison: CK 9 
mechanical, touch trigger (attached) manual reset; poison (black 
Jorus extract, DC.20 Fortitude save resists, Ad Con/3d6 Con) 
Search DC.18; Disable Device DC 26, Market Price 21,600 gp 
Dropping Ceiling: CR 9; mechanical; location tigger; repair 
reset ceiling maves down (1246, crush); multiple targets (all tar- 
gets in a 10-t-byet0sft, room); never miss; onset delay (round); 
atch DC.20, Distble Device DC 16. Market Price: 12;600 gp. 
Incendiary Cloud Trap: CR 9; magic device; proximity trigger 
(alarm):automati reset: spel effect (incendiary cloud. ASth-level. 
\wizand,4l6/cound for 15 rounds, DC 22 Reflex sve half damage! 
|Search DC. 33, Disable Device DC 33. Cost: 60.000 gp, 4.8002 
Wide-Mouth Pit Trap: CR 9%; mechanical; location trigger, 
manual reset: DC 25 Reflex save avoids: 100 ft. deep (AOd6, fall) 
multiple targets (all sargets within a 10-fcby-10-t. area}; Search 
'DG.25; Disable Device DC 25. Market Price 40.500 gp. 
Wide-Mouth Spiked Pit with Poisoned Spikes: CR 9; 
‘mechanical; location trigger; manual reset; hidden lock bypass 


(Search DC 25, Open Lock DC 30)}:,D.20 Reflex save avoids. 70 
deep (76, fll), multiple targets all targets within .10-fe-by-10-t 
area) pit spikes (Atk +10 melee, 1d spikes per target for 1d4+5 
plus poison each); poison (giant wasp poison, DC.14 Fortisude save 
resists, 1d6 Dex/1d6 Dex) Search DC. 20; Disable Device DC 20,1 
Market Price: 1.910 gp, 


R10 Traps 

rushing Room: CR 10; mechanical location trigger; autc-| 
satic.eset; Walls move together: (146d6, rush); multiple targets 
|Callsargets ina to-fr-by-10-t. ooml: never miss; onset delay (2 
rounds); Search DC 23; Disable Device DC 20. Market Price 
29,000 gp. 

Crushing Wall Trap: CR 10; mechanical; location tigger; auto 
matic reset; no atack roll required (18d6, crush); Search DC 20; 
Disable Device DC 25, Market Price: 25,000 gp. 

Energy Drain-Trap: CR 10; magic device; visual trigger (Irue 


remove orchange some elements to raise or lower the cost) When. 
you and the player have agreed on what elements the trap con: 
‘ains,you can derermine the CR ofthe trap, and from that number 
you-can derive the DC of the Craft (trapmaking) checks the char- 
acter must make to construct she trap. 

‘Magic Traps: As with mechanical traps, you don’t have to do 
‘anything other than decide what elements you want and then 
determine the CR ofthe resulting ap (see Table 3-14). 

PC-Designed Magic Tings I player character wants to design. 
land construct a magic tap, he must have the Craft Wondrous em, 
feat. In addition, he must be able to cast the spell ot spells that the 
trap requires—or, filing that, he must be able to hire an NPC.to 
cast the spells for him (see NPC Spellcasting, page-107), When, 
you and the player have agreed on what spells and other elements 
the tap contains, you can determine the cost oftheraw materials. 
forthe trspand the CR ofthe tap 


jseeing). automatic reset; Atk +8 ranged touch; spell effect (energy, TABLE 3-13: CR MODIFIERS FOR MECHANICAL TRAPS 


Inui, 17th-level wizard, 246 negative levels for 24 hours, DC.23] 
Fortitude save negates); Search DC. 4; Disable Device DC 34, Cost 
124,000 gp, 7920.XB. 

Forccage and Summon Monster VIE trap: CR 10; magie device: 
proximity trigger (alarm); automatic reset; multiple traps (one 


forceage tap and one summon monster VIE trap that summons a 
hhamatula; spell effect (forecug, 13th-level wizard), spell effect 
(summon monster Vis, 3thevel wizard, hamatula; Search DC 33; 


Disable Device DC 32. Cost: 241,000 gp, 7.280 XP 

Note-This trap is really one CR 8 tap shat creates. forcecage and, 
Jasecond GR 8 trap that summons a hamatula in the same area. If 
hoth succeed, the hamatula appears inside the frcecage. These 
sffects are independent of each other. 

Poisoned Spiked Pit Trap: CR 10, mechanical location trig 
|ger: manual reset; hidden lock bypass (Search. DC 25, Open Lock 
DC. 30); DC 20 Reflex save avoids; $0 fe. deep. (Sd, fll; multiple 
targets (rst target in each of two adjacent st squares pitspikes 
(atk+10.melee, tc spikes per target for d+ plus poison each); 
poison (purple worm poison, DC 24 Fortitude save resists, 146 
Str/2d6 Stn) Search DC 16; Disable Device DC 25, Market Price 
19,700 gp. 

‘Wail ofthe Banshee Trap: CR 10; magic device; proximity tigger 
(alarm); automatic resetspell effect (wil of the banshe, 7th-leve 
wizard, DC 23 Fortitude save negates), multiple targets (up to 17, 
‘creatures; Search. DC 34 Disable Device DC 34, Cos: 76,500 gp, 
6120, 


DESIGNING A TRAP. 
‘Traps have long been part of the DMs arsenal, but by using the 
Craft (trapmaking) skill, player characters can design unique traps 
{to improve the defenses of their hideouts and fortresses. [fone of 
}yourplayers wants to have his character design and build a partic 
‘ulaetrap (and you want fo go along withthe idea), you can take the 
player through the process described in this section, 

‘You can also. make use of these trapmaking rules 10 develop 
your own special rraps to spring on unwary PCs 
Mechanical Traps: Designing a mechanical trap is somewhat 
simpler fora DM than itis fora player character, because you dont 
have to worry about constraints such as making Craft (trapmak 
ing) checks and having the necessary amount of cash.on hand. 
‘Simply select the elements you want the trap to have and add up 
the adjustments to the traps Challenge Rating tha those elements 
require (see Table 3-13) to arrive atthe trap final CR. 
|_Pc-Designed Mechanical-Traps: If player character wants to 

{design and build a mechanical trap (and if you go along with the 

‘idea. the frst step is forthe player to describe his idea. Assign she 
appropriate characteristics, making whatever adjustments to the 

cost of the trap those elements require, and tell the player how 

mich itil costo cra the tap. (He may subsequently decide 10, 


Feature CR Modifier 
Search DC 

Sr lower “3 

35-28 a 

40 or higher. 42. 
Disable Device OC 

Sor lower “1 

25-29 " 

30 or higher 2 
Reflex Sove OC (Pt or Other Sove-Dependent Tap) 

15 or lower “| 

16-24 zs 

25-28 “ 

30-or higher 2 
‘Attack Bonus (Mele ar Ranged Attack Top) 

40.0r lower 2 

s1to+5 -| 

610014 = 

215 t0 19 mI 

+2010 424 2 
Damage /Efect 

‘Average damage 177 points 


Miscelloneous Features, 


‘Alchemical device Level of spell mimicked 


Liguid s 
‘Multiple target +1 (or 0 if never miss) 
Onset delay | round 4 
‘Onset delay 2 rounds a 


(Onset delay 3 rounds 
(Onset delay 4+ rounds 
Poison 


41 
i 
ER of poison (see below) 


Black adder venom +1 Large scorpion venom 43 
Black lotus extract +8___Malyss root paste 3 
Bloodroot +1 Medlum spider venom +2 
Blue whinnis. +1_Nitharit “4 
Burnt othur fumes +6 Purple worm poison “4 
‘Carion crawler brain juice +1. Sassone leaf residue +3 
Deathblade 45 Shadow essence: 8 
Dragon bile +6 Simallcentipede poison__+1 
Giant wasp poison +3.—Terinav root s 
Greenbload ol +1 Ungol dust 3 
Insanity mist +4 Wyvern poison s 

Pit spikes. + 

‘Touch attack “ 


+ Rounded to the nearest multiple of 7 (round up for an average that 
lies exactly between. two.numbers) For example, a trap that deals 
2K points of damage (an average of 9 points) rounds down to 7, 

+ while-one that does 36 points of damage (an average of 10.5) 
rounds up to-14 


Challenge Rating of a Trap 
To calculate the Challenge Rating of a trap,addall the CR modi- 
fiers (see Table 3-13 for mechanical traps, Table 3=14 for-magic 
traps) to the base CR forthe trap type 

‘Mechanical Trap: The base CR for a mechanical rap is 0.1 
your final CRis 0.or lower. adi features until you get a CR oft or, 
higher. { 

“Magic Trap: For a spell trap or magic device trap the base CRU 
The highest-level spell used modifies the CR (see Table 3-14.) 

Average Damage: Ifa trap (either: mechanical or magic) does 
Hipoint damage, calculate theaverage damage fora successful hit 
and round that value to the nearest multiple of ?, Use this value to 
adjust rhe Challenge Rating ofthe trap.as indicated on Table 3-13 
or Table 3-14, Damage from poisons and pit spikes does not count 
toward this value, but damage from a high strength tating and 
extra damage from multiple attacks does, For example, ifa trap 
fires 1d4-dattsat each target, the average damage isthe average 
‘number of darts x the average damage per dart, rounded to they 
nearest multiple of 7, or 2.5 darts x 25 points of damage = 6. 
‘points, which rounds to 7 

For a magic trap, only one modifier applies to the CR— 
the level ofthe highest-level spell used in the trap, or the average 
damage figure, whichever is larger 

Maleiple Traps: Ifa trap is realy two or more connected traps 
that affect approximately the stme atea, determine the CR of each 
‘one separately. 

‘Multiple Dependent Tp: fone trap depends.on the success of 
the other (that i, you can avoid the second trap altogether by not 
{falling victim tothe first), they must be treated. separate traps, 

Mullipl Independent Traps If 190.0 mare.traps act independ! 
‘ently (that is, none depends on the success of another to activate) 

se theif CRs to determine their combined Encounter Level as 
|though they were monsters, according to Table 3-1 (page 49). The 
resulting Encounter Level is the CR for the combined traps, 


‘Taute 3-14; CR MODIFIERS FOR MAGIC TRAPS. 
Feature CR Modifier 
Highestlevel spell + Spell level OR 
+1 per 7 points of average 
damage per round® 
*See the note following Table 3-13, 


Mechanical Trap Cost 
The base.cost ofa mechanical trpis1,000 gp. Apply all the modi 
fiers from Table 3=15 fr the various features youve added to the 
trap ro get the modified base cos. 

the final cost is equal ro (modified base cost x Challenge 
Rating) + extra costs. The minimum cast fora mechanical trap is 
(CRX 100) gp. 

Aer you've multiplied the modified base cost by the Challenge 
Rating, ada the price of any alchemical tems or poison you incor 
porated into the rap, 1f the trap uses ane of these elements and 
has an automatic reset, multiply the poison or alchemical item 
cost by 20 o providean adequate supply of doses 

Maltiple‘Traps: Ka trp is sealy two or more connected traps 
determine the final cos of each separately, then add those values 
together. This holds for both multiple dependent and multiple 
independent tras (see the previous section), 


Magic Device Trap Cost. 

‘Building a magic device rap involves the expenditure. of expe 
fence points as well as gold pieces, and tequires the services of a 
spellcaste Table 3-16 summarizes the cost information for magic 
device traps.tf the trap uses more than one spell (for instance, 2 
sound visual trigger spell in addition to the main spell effect), 
the builder must pay for them all (except alarm, which is free. 
unless it must be east by an NPC; see below). 


‘TasLe 3-15: Cost MoviFiers FOR MECHANICAL TRAPS 


Feature Cost Modifier 
‘Tigger Type 
Location. = 
Proximity +7,000 gp 
Teuch = 
Touch (attached) 100 ep 
Timed £1,000 gp 
Reset Tipe 
No reset 300 gp 
Repair 200 gp 
Manual = 
‘Automatic +500 gp (or 0 if trap has timed tia 
Bypass Type 
Lock ‘+100 gp (Open Lock DC 30) 
Hidden switch +200 gp (Search DC 25) 
Hidden lock £300 gp (Open Lock DC 30, Search OC 25) 
‘Search DC 
19 or lower =100 gp x (20/0) 
20 a 
2¥ or higher +200 gp » (DC 20) 
Disable Device OC 
19 or lower 100 gp * (20) 
20 = 
21 or higher +200 gp ¥ (DC ~20) 
Reflex Save DC (Ph Other Save-Dependent Tap) 
Wor lower =100 gp x (20 ¢) 
20 ~ 
21 or higher +300 up x (DC = 20) 


‘Autck Banus (Melee or Ranged Attack Top) 


9 or lower =100 gp x (10 bonus) 
+0 st 
+11 or higher +200 gp x (bonus ~ 10) 
Damage Bonus 


High strength rating 
(ranged attack tap) 
‘High Strength bonus 
(melee attack trap) 
Miscellaneous Features 
‘Never miss 
Poison 
Alchemical tem 


+100 gp x bonus (ax +4) 


“+100 yp » bonus (max. 8). 


11,000 gp, 

Cost of poison® (see Table 8-3, page 297) 
Cost af item’ (ste Table 7-8, page 128 ofthe 
Player's Handbook) 

* Multiply cost by 20 iftrap features automatic reset. 


The costs derived from Table 3-16 assume that the builder is 
casting the necessary spells himself (or perhaps some other PC 
{s providing the spells for free). Ean NPC spellcaster must be 
hired to cast them, see Table 7-8: Goods and Services, page 128 of 
the Player’ Handbook, for these costs 

‘A magic device trap takes one day.t0 construct per $00 gp of 
{ts cost 


‘Tawue 3-16: Cost MoviFieRs FOR Macic Device TRAPS 


Feature Cost Modifier 
Alon spell used in trigger — 
One-Shot Trap 


Each spell usedin trap 450 gp x easterlevel «spel level, 
‘+4 XP x caster level x spell level 


Material components + Cost ofall material components. 


XP components + Total of XP components » 5 gp 
‘Automatic Rese. Trop 
Each spell used in trap +500 gp x caster level x spell evel, 


“+40 XP x caster level x spl level 
+ Cost of all material components 
*.100 gp 

‘Total of XP components * 500 gp 


‘Material components. 


XP components 


Spell Trap Cost 
‘Aspell rap has cost only if the builder must hire an NBC spell 
caster to cast it. See Table 7-8: Goods and Services, page 128 of the 
ayers Handbook, fo these costs, 


Craft DCs for Mechanical Traps 
‘Once you know the Challenge Rating of a trap that a PC wants to] 
design and build, determine the Craft (trapmaking) DC by refer: 


ing to the table and the modifiers given below. 

Trap cR Base Craft (Trapmaking) OC 

3 20 

+6 5 

710 30 

Modifier to Craft 

Additional Components {Trapmaking) Dc 

Proximity tigger s | 
| Automatic reset. 5 { 


Making the Checks: To determine how much progress a char 
acter makes on building a trip each week, that character makes a 
Craft (trapmaking) check, Page 70 of the Mayers Handbok contains 
details on Craft checks and the circumstances that can affect therm 


+__ DUNGEON ECOLOGY 


TAn inhabited dungeon isan environment inand ofitself The crea 
utes that live there need to eat drink, breathe, and sleep just as 
the creatures of the forest or the plains do, Predators necd prey, 
Creatures living inthe dungeon need to be able to get around 
{hocked doors, or even doors that require hands.to.open, can pre: 
‘vent creattes from getting to food or water 
Consider these factors when designing a dungeon you want the 
players to believe in. Af the environment doesnt have some logic 
behind it the ECs cant make decisions based on reasoning while 
adventuring there. For example, upon finding a pool of fresh 
‘water in the dungeon, a character should be able 10 make the, 
assumption that many ofthe creatures inhabiting the place come, 
to that spor often Thus, the PCs could waitin ambush fora partic: 
ular creature that they'reafter. Bits of faulty dungeon logic, such as 
all the doors in a dungeon being locked when the dungeon is, 
hhome to many creatures, destroy any chance of verisimilitude 


DUNGEON ANIMALS 
Not everything that lives ina dungeon isa monster, Other cre 
‘ures inhabit hese unlit labyrinths as wel 
s, Creepy.Crawlers: Insects, spiders, grubs, and worms ofall 
{kinds live in the dark recesses of dungeons. They dont present 3 
|tea. threat, bur they do provide food for predators and scavengers 
in the dungeon—which in turn pose a threat to adventurers. 

‘Rats: Rats make up.an important pact of any dungeon ecology. 
“These omnivorous. rodents serve. asthe staple for most dungeon 
pret an crenges Inge swarms they became thet 
themselves, 

‘Bats: Like rats, bats are found throughout any dungeon with 
access to outside ait Although normal bats arent dangerous, 
swarm of bats ean obscure vision and hamper the actions of dn 
eon delvers—particulaly selleasting. 

Other Animals: Small creatures such as badgers and ferrets or 
Jarge-omnivores such as bears and apes may take toa fulltime (or 

|almost full-time) subterranean existence in a world filled with 
{aiingeons and caverns. Predatory animals such as tigers, wolves, 

and snakes follow shir prey down into the dungeons and remain, 
becoming.a part of the ecology. Deep dungeon delvers have. 
brought back stories of colossal caverns far underground with 
flocks af binds flying about. And of course underground streams, 


lakes, and even seas teem with all sorts of fish, water mammals, 
and aquatic reptiles, 

(Over the generations, dungeon animals have developed dark 
vision in order to survive, They have adapted to their enviton: 
{ ment, and now they thrive in the datk confines of caves and pas 
sages. They feed on mold, fungi, or each other: Because ofthe lack 
of sunlight, many species have become entirely white, while 
‘others have evolved a black coloration to hide in the darkness 


Slimes, Molds, and Fungi j 
Ina dungeons damp, dark recesses, molds and fungithrive. While 
some plants and fungire monsters (see the Monster Manual, and, 
other slime, mold, and fungus is just normal, innocuous stati a 
few varieties are dangerous dungeon encounters. For purposes of 
spellsand other special effects all slimes, molds,.nd fungi are. 
tteated as plants, Like craps, dangerous slimes and molds have 
CRs, and characters extn XP for encountering them, 

1A form of glistening organic sludge coats almost anything that 
[remains in the damp and dark for too long, This kind of slime, 
[though it might be repulsive is not dangerous. 

Molds and fungi flourish in dak cool, damp places While some 
are as inoffensive as the normal dungeon slime, others are quite 
dangerous, Mushrooms, pullballs, yeasts, mildev and other sorts 
‘of bulbous, fibrous, oF flat patches of fungl.can be found through: 
‘out most dungeons. They are usually inoffensive, and some are 
‘even edible (though mostare unappealing or odd-asting) 

Green Slime (CR 4}: This dungeon peril isa dangerous variety 
‘of normal slime, Green slime devours flesh and organic materials) 
‘on contact and js even capable of dissolving metal. Bright green, 
wet, and sticky, clings to walls, floors, and ceilings in patches. 
reproducing as it consumes organic matter. It drops from walls 
and ceilings when it detects movement (and possible food) belov 

‘Asingle S-foot square of green slime deals 1dé points of Con: 

ution damage per round while it devours flesh, On the frst, 

round of contact, the slime can be scraped off a creature (most 
likely destroying the scraping device), but after that it-must be 
frozen, burned, or cu away (dealing damage to.the-victim as 
well), Anything that deals cold or fire damage, sunlight, or a 
remove disease spell destroys. patch of green slime. Against 
wood or metal, green slime deals 2d points of damage per 
round, ignoring metals hardness but not that of wood. It does 
not harm stone. 

Dwarves consider green slime to be one of the worst hazards 
‘of mining and undergrotid construction, They have their own 
ways of burning it out of infested areas, methods that they say are 
thorough. "If you dont doit proper, the stuff comes right back’ 
they claim, 

Yellow Mold (CR 6): If disturbed, a Soot squate of this mold 
bursts forth with a cloud of poisonous spores. All within 10 feet of 
the mold must make a DC 15 Fortitude save or take Ad6 points of 
CConstitusion damage. Another DC.1S Eorsitude save is required { 
‘minute later—even by those who succeeded on the first save—to 
avoid taking 246 points of Constitution damage. Fire destroys 
yellow mold, and sunlight renders it dormant. 

Brown Mold (CR 2): Brown mold feeds on warmth, drawing 
heat from anything around it. Icnormally comes in patches § feet 
{n diametersand the temperature is always cold in a 30-oot radius 
round it Living creatures within 5 feet of i take 3d6 points of. 
‘nonlethal cold damage. Fire brought within 5 feet of brown mold. 
causes itto instantly double in size. Cold damage, such as from 1 
cone of cold,instantly destroys it 

Phosphorescent Fungus (No CR): This stange underground 
fungus grows in clumps that look almost like stunted shrubbery. 
‘Drow elves cultivate it for food and light. It gives off a soft violet 
slaw. that illuminates underground caverns and passages as well 
asa.candle does, Rare patches of fungus illuminate as well sa 
torch does 


WANDERING MONSTERS _ 

‘While the adventurers are exploring the dungeon. the light of 
their lanterns attracts the attention of hungry dite weasels, who 
come to see if they can catch some soft and juicy things 10 eat; On 
another delve, carcion crawler finds them and follows them, out 
of sight. When it hears. figh, it serambles up from behind and | 
tries to make off witha character who has len in combat. On yet 
another expedition, the party meets another party of adventurers.) 
1f the wo groups can work together, they can exchange vital, 
information, trade valuable items, and possibly even.swork, 
together, The meeting, however, could just as easly turn inoa 
nasty ight, Wandering monsters such as these add unpredictabil- 
ity and action to dungeon adventures 


Wandering Monstec Rolls 

‘As the adventurers explore a dungeon, make rolls to se if they 
encounter wandering monsters. Use wandering monster rolls to 
‘dd an unpredictable element ro a dungeon delve, to encourage} 
characters to keep moving, and to put a price on being noisy The), 
‘exact formu for when you roll for wandering monsters is up to. 
You, Generally.the chance is 10% for a wandering monster (0, 
show up when certain conditions are met 

Wher Certain Amount of Time Has Ruse: Making one rol per 
hour's typical. You can roll more often in heavily populated ares, 
‘up oas often asonce every 10 minutes youre nor already track 
{ng time in the dungeon and you dont. ant to star, roll for wan 
deting monsters when the characters are doing anything that 
takes long time (such as raking 20,vhile searching a room for 
‘secret doors) instead of keeping track of the clock 

‘When Characters Make Nos: Breaking asdoor or having. ryplcal 
Fight counts as making noise. Breaking a door and then having a 
fight right away counts as one instance of noses its one roll 
Getting into loud argument, knocking overastatue.and sunning 
up and down stairs in full kit ar top speed are other actions that 
might call for a wandering monster roll. 

Jn. High: Traffic Are: Deciding what constitutes a high-traffic 
area jsup.to you. You can roll every time the characters enter 
bnew corridor, provided such acaridor makes it easy for creatures 
to get toand fro and thus sees alot of traffic, Other areas such as 
pools of fresh water, might also attract many creatures 

In Cleared-Out Aras lf the BCs have cleared out pat of the dun: 
‘geon, then you can roll for wandering monsters as they travel 
through a previously cleared area roan uncleared area, Afterall 
creatures spa out fil vacuum, slaiming abandoned ter 
tory as theit own, 

‘When-Leaving the Dungeon: While you have every right to roll 
for wandering monsters as the party is leaving the dungeon, you 
sight decide not to The characters generally. make goo time as 
they head for the surface, and they'e-usually taking a route they 
Jhave-used on theit way in, so it reasonable for the chance for 
wandering monsters to gedown. Also.ithe players know that the 
characters might face an extra encounter on the way home, they 
tend to break off their exploration when they feel they.can still 
handle another encounter, causing them to act more cautiously 
than they wantto or than you may.want them to. 


Monsters Encountered. 
Ina sprawling, random dungeon, you can simply use the random 
dungeon encounter tables (pages 79-8}).t0 determine which 
‘monsters wander by. Revoll ifthe result would bea stationary crex 
‘ure ot ane unlikely to wander. n.a smaller or special dungeon, 
make yout own tandom encounter fables, 

{the entries ona customized wandering monster table can indi- 
‘cate individual monsters or groups of monsters rather than kinds 
‘of monsters, For example, the entry “Large monstrous scorpion’ 
could mean. particular scorpion that lives in this dungeon rather. 
than random scorpion from an indefinitely large population of 


WANDERING MONSTER SUMMARY 
‘Wandering Monster Chance = 10% i 
Make a roll on 96 in the following circumstances, 

+ Every hour the characters are in the dungeon, 
+ When the characters make noise, 
+ In high-traffic areas, 
You may decide to add or omit rolls nthe Following circumstances, 
cleared out areas.f the dungeon, 
+ While the characters are leaving the dungeon. 


‘similar scorpions. That way, once the characters have killed that) 
scorpion, they cant encounter it again. Creatures ona customized 
table could also have lairs keyed on the dungeon map, so that 
adventurers who kills creature while it wandering would later. 
find its lair empty, Similarly, those who kill it im its lai would 
never encounter it wandering, 

Jn the same way that you can invent the denizens of specific 
{dungeon rooms rather than determining them randomly, you can, 
Invent specific wandering monsters. These could include mon 
|sters that escaped from the PCs before (or that the PCs escaped 
from). Indeed, you can replace the idea of the wandering monster 
witha random event instead. The characters could hearighting in. 
the distance, stumble across random clues tothe dungeon’ past, 
‘or become subject to strange, Huctuating magical aurasin place of 
‘encountering a wandering monster. 


Wandering Monsters’ Treasure 
(Overall, wandering monsters dont have ax muich tease. a8 mon} 
sters encountered In thet laits When NPCs are encountered as 
wandering monster their gar is their reasure, Intelligent Wan 
dering monsters might so" chance) have a treasure swhose level | 
{s equal to the dungeon level. Uniotelligent monsters dont have 
treasure, A dire weasels den might be littered with the valuables of 
creatures it has klled but t doesnt carry tha stuff around with i 
‘Since wandering monsters have less treasure than monsters in 
thelr laits or homses, characters typically try to minimize theie 
encounters with wandering monsters 


This section tells you how-to generate dungeons randomly, from 
the first door co the greatted dragon.and its massive treasure 
‘hour on the lowest, most dangerous level 


DUNGEON LEVEL 
‘Some dungeons are a series of levels or floors, each beneath the 
‘one above, with more dangerous levels found lower down and 
safer ones nearer the surface. For such dungeons, the floor nearest 
the surface can be 1st level (El. 1) and each successively deeper 
level ean be one dungeon level higher, (The second one down, 
‘would be 2nd level, the third one.3nd level, and so forth.) 

‘The serm “evel” as.it pertains fo dungeons measures how dan- 
sgerous the dungeon (or any other adventure area) is at a particular 
location. Generally, party of characters should adventure in areas 
whose level marches their party level (though large groups can handle 
tougher areas and small groups might need to stay in easier areas). 


THE MAP AND THE KEY 
‘Once you have decided the level of your dungeon (orth partofit. 
youire ereating.ifit has multiple levels), draw a map.on.gtaph | 
paper (at any ther paper that suits you), Detetmine the general) 
wal and floor. types—masonry, hewn stone, natal caves,and so 
on,as you draw the map. The map should showrooms, corridors, 
Jand doors. Lf you plan to make a sprawling duingeon of enormous 
size, you dont need to map itll at once. 
|Youalso need a separate sheet of paper for the maps key. The 
‘key describes the dungeon. 


Taste 3-17: RANDOM Door Tyres. 


49% Type (OC to break) 

01-08 Wooden, simple, unlocked 

03 Wooden, simple, unlocked and tapped 
10:23) Wooden simple, stuck (13) 


24 Wooden, simple. stuck (13) and trapped 


25-29 Wooden, simple, locked (15) 
30___ Wooden, simple, locked, (15) and trapped 
31-35) Wonden, good, unlocked 
36. Wooden, good, unlocked and trapped 
37-44 Wooden, good, stuck (18) 
45__ Wooden, good, stuck (18) and trapped 
46-49 Wooden, good, locked (18) 
50 Wooden, good, locked (18) and trapped 
51-55, Wooden, strong, unlocked 
56 Wooden, strong, unlocked and trapped 
57-64 Wooden, strong, stuck (23) 
{65 Wooden, strong, stuck (23) and trapped 
1166-69 Wooden, strong locked (25) 
[70 Wooden, strong, locked (25) and trapped 
71 Stone, unlocked 
72 Stone, unlocked and vapped 
73-25) Stone stuck (28) 


76 Stone, stuck (28) and rapped 


77-79 Stone, locked (28) 
80 Stone, locked (28) and trapped 
{81 ron, unlocked 
82___{ron, unlocked and trapped 
| 83-85. Won, stuck (28) 
86 __Iron, stuck (28) and trapped 
87-89, Iron, locked (28) 
90. ton, locked (28) and vapped 
91-83 Door slides to one side rather than opening normally, 


Reroll ype (ignoring rolls of 914). Add +1 to break OC. 


'94-96.___Door slides down rather than opening normally 
Rerol type (ignoring rolls of 91+), Add +1. to break Dc. 
97-99. Door sides up rather than opening normal 
Reral ype (ignoring rolls of 91+), Add +2 to bre 
100 Door mageally reinforced, 


Rerol type (ignoring rolls of 91+). Break DC is 30 for 

wooden and 40 for stone or iran doors } 

‘Trapped: Roll on Table 3-19: Random Tape CR 1-3, or Table 3-20: 

Random Traps CR 4-6, or Table 3-21: Random Traps CR 7-10 to 

determine the nature of the trap then refer to the trap descriptions on 
pages 70-74 


First, create the special parts of your dungeon. These could be 
moms with your favorite monsters and treasures, devious traps, 
strange rooms with magic pools or enchanted statues, mysteries 
Jand.enigmas, or anything unusual you, want to include, When 
J you invent the contents of a room, describe it in the key give ita 
number, and then put that number on the map to indicate where 
those features.are found, To determine what sort of door (or 
doors) a room will have, you can roll d% and refer ro Table 3-17: 
Random Doot Types or simply. select a type from that lst 

‘Neat, you can fill out the restof the dungeon, either by deciding 
what goes in each room or determining itrandomly.1f you deter 
mine it randomly, oll on Table 3-18: Random Room Contents for 
ach room, The results you. get will lead you to.other-random 
tables here and in other chapters. 

[You can.roll for each door ahead of time and record the 

fresults.on your key, or just rol for.each door randomly. as you 

J play. If you like, you can even start with a blank map and roll, 

{door types.and oom contents as the player characters explore, 
‘ome room ata time. 


RANDOM DUNGEON ENCOUNTERS 

This section provides you with a way to generate dungeon, 
encounters randomly, You can also use the tables in this section| 
simply as lists from which you choose the encounters you want, 
{putin your dungeon. 

[The dungeon encounters tables given here offera wide range of 

| possibilities, but even so they.cepresent only a small fraction of the 
‘teatures (and combinations of creatures) that would. make an 
appropriate encounter ata certain level within the dungeon. By 
using the rules about Challenge Ratings. and Encounter Levels| 
(see page 48), you could design your own encounters to supple:| 
‘ment or replace the ones on these tables, 


Using the Tables 

‘To generate axandom dungeon encounter fallow. these steps 

1 Determine the dungeon level (see above) that you.want ro 
{generate the encounter for 

2, Roll d% and refer to the appropriate dungeon encounters 
{table (1st-Level through 20th-Level) to see what creature or 
Tcrearures make up the encountet. In some cases this roll may 
direct you to roll again on.the table for the.next lower or next 
higher level. 

3, When applicable, roll he indicated diet see hosy many cre 
tures are inthe encounter 

4+. Refer to the Monster Menval (or in some.cases Chapter 4 of 
this book if the encounter is with one.or.more NPCs) for sta 
tistics and other information about the creature or cteacutes in 
the encounter, Use the Treasure entry in she monster’ descrip: 
tion to determine how much treasure (If any) the.encounter| 
promises, 


——A SAMPLE ADVENTURE 


This section provides a few examples of how to compose descrip 
tions of encounter areas. These descriptions may be moxe (or ess) 
detailed than the notes you use, bu they give youan idea of what you 


TaoLe 3-18: RANDOM ROOM CONTENTS 


4% Room Contents 
01-18 Monster only 

19-44 Monster and features 

45 Monater and hidden treasure 

46___Monster and trap 

47 Monater, features, and hidden treasure 

48 Monster, features, and trap 

49 Monster, hidden treasure, and trap, 

50 Monster, features, hidden treasure, and trap 
51-76 Features only 

77 Features and hidden treasure. 

78 Features and trap 

79 Features, hidden treasure, and trap 

80 Hidden treasure only 

8] Hidden treasure and trap 

22 Traponly 

33-100 Nothing 


Features: Roll 144 minor features on Table 3-12: Minor Features and, 
Furnishings. (01~40), 1d4.major features on Table 3-11: Major 
Features and Furnishings (41-80), of both (81-100). 

Hidden Treasure: Rolla random treasure of the dungeon’ level. any 
Table 3-5: Treasuce. Typically the treasures hidden in such a way that) 
Intakes a Search check (OC.20 + dungeon level) tofind it 

‘Monster. Roll.on.the dungeon. encounter tabe_ (see below). forthe. 
appropriate dungeon level Creatures in rooms with traps or hidden 
‘reasuces.may or-may.not know about them, 

“rap: Roll on Table 3-19: Random Traps CR 1-3, Table 3-20: Random 
Traps. CR4-6,.o¢ Table 3-21: Random Traps CR 7-10, or invent a trap 
that suls the ather contents of the room. 


‘sT-LevEL DUNGEON ENCOUNTERS 


ax 
01-03 


04-08, 
03-10 
3 


wie 
17-20 
21-22 
23-25 
26-28 


Encounter 
163 Medium monstrous 
centipedes (vetmin) 

a4 dire rats 

144 giant fire Beetles (vermin) 
143 Small monstrous scorpions. 
(vermin) 

13 Srall manos spiders (vermin) 
143 dwarf warriors 

143 elf warriors 

1 darkmantle 

Vkrenshar 

Vemure (devil) 

14341 goblin warriors 

1a4+2 kobold wartiors 

‘dé human watrir skeletons 
143 human commoner zombies 
14441 Tiny viper snakes (animal) 
143 ore warriors 

163 stirges 

1 spider swarm 

Roll on 2ndilevel table 


‘2ND-LeVEL DUNGEON ENCOUNTERS 


dK 
1-10 
n-12 
39 


20-23 
24-26 
27-28 
2930 
31-32 
3.5 
36-38 
39-40 
41-43 
44-50 
51-85, 
36-62 
63-65, 
66-68 
69-70 
nn 
13-14 
15-19 
40-83 
487 
88-50 


Encounter. 
Rall on tstlevel able 

ant archon 

1 habgobln yarior and 144 gobin 
1 bugbear 

1 choker 

1 dretch (demon) 

1 quasit (demon) 

Limp (devil) 

dire bat 

14 fiendish dre ats, 

14341 formian workers 

16341 halfing warns 

2446) Kobold wartors 
Layer heath ope) 

14341 ore warns 

shocker izad 

Toba skeleton 

1 bat swarm 

rat swat 

1 thoggua 

1 wore 

1 canstritr snake (animal) 
14442 Smal viper snakes (ail) 
"Huge monstrous cenpede 
(vermin). 


91-100 Roll on 3revel table 


‘3Rp-Levet DUNGEON ENCOUNTERS 


dN 
1-10 
3 
14-16 
713 
20-2) 
22-23 
24-27 
2-28 
303) 
32-33 
3435 


Encounter 
Roll on 2ndevel table 
Lalip 

Teockatice 

2d} dire ats 

1 doppelganger 
Lyyrling brass dragon 
143 drow eves 
1Letherea cher 

1 ethereal marauder 
1ettercap 

1 let fungus (fungus) 


36-38 
39.43 
4445 
4648 
49-50 
51-52 
53-55 
56-57 
58-62 
63-65 
56-67 
68-69 
0-72 
BIS 
76-77 
78-80 
8)-82 
83-84 
35-86 
87-88, 
19-90 


91-100 


1 ghast (ghoul) 
123 grols 

Trek 

1 he hound 

‘howler 

143 brensars 

13 lear 

1 werewolf (yeamtrope) 

Loge 

1 gelatinous cube (ooze) 

1 phantom fungus 

1 rust monster 

1 shadow 

244 stipes 

locust swarm 

1 ight 

| yuan pureblood. 

163 tronlodye zombies 

13 Medium viper snakes (animal 
Van praying mantis (vermin) 
1} Medium monstrous scorpions 
(vermin) 

Rll on aleve table 


4tH-LeveL DUNGEON ENCOUNTERS 


Encounter 
Roll on 3rd-level table 

1 barghest, 

143 lantern archons 

1 hound archon, 

1 earsion crawler 

‘4+ darkmantles, 

1 displacer beast 

1 young, white dragon 

10341 duergar dvarves| 

1 gargoyle 

Vanni (genie) 

1d3+1 ghouls 

14341 svefnebin gnomes 
13+} grimcks 

Vharpy 

1 fivecheaded hydra 

1 wereboar (beanthrope) 
mimic. 

1 minotaur 

|.gray ooze (0028) 

Yotyugh 

1 owlbear 

1 centipede swarm 

14341 spider swarms 

Id4e1 troglodytes 

1 vampire spawn 

1a worgs 

|.minotaur zombie 

13 Large viper snakes (animal) 
1d4+1 Large monstrous centipedes 
(vermin), 

13 Large monstrous spiders 
(vermin) 

Roll on Sthvlevel table 


STH-LEVEL DUNGEON ENCOUNTERS 


% 
01-10 
N-12 
14 
15-12 
119 
20-21 
22-23 
24-26 
27-28 
29-33 
435 


36-37 
38-39 
40-41 
4243 
44-45 
46-47 
46-49 


50:51 
52-53 
5456 
57-58 
59-60 
61-62 
63-64 
85-66, 
67-68, 
69-7), 
2 
14-76 
7-18 
79-40 
81-82 
83-84 
85-86 


87-88, 
89-90. 
{a1-100 


Encounter 
Rell on athlevel table 

‘basilisk 

1 greater barghest 

131 bupbears. 

1d3 celestial lions 

1.cloaker 

1 bearded devil 

144 die bats 

1d3 doppelgangers 

\d4+2 drow elves 

Vettercap and 123+1 Medium 
monstrous spiders (vermin) 
Ldjinn (genie) 

1 gibbering mouther 

1 green hag (hag). 

143 hell hounds. 

1 sbcheaded hydra 

warebear (yeanthrope) 

1d} wererats (ycanthrope) and 204 
ire ras 

V manticore 

1 mummy. 

1dB ogres 

1 ache jelly (ooze). 

1 phase spider 

143 rust monsters 

1 shadow mast 

Td4y1 sku 

VdBe1 rat swarms 

Vr 

14s) vargoulles 

1 wraith 

1 yuart haltblood 

1 giant constrictor snake (animal) 
13 Hoge viper snakes (anima) 
143 giant worker ants (vermin) 
14341 Large monstrous scorpions 
(vermin) 

Sth-level human monk NPC 
‘th-level Kobold sorcerer NPC. 
Rall on 6thevel table 


6TH-LeveL DUNGEON ENCOUNTERS 


4% 
01-10 
I-12 
14 
15-16 
18 
1921 
2-23 
24-25 
26-30 
332 
3346 
738 
39-42 
43-45 
4648 
49-50 
51-82 
53-54 
55-56 
57-58 
39-60 


Encounter 
Roll on Sth-level table 

d4+2 lantern archons 

1 gauth (beholder) 

143+1 coclatrices 

1 babau (demon) 

1d3+1 deroos 

1 chain del! 

digester 

143 displacer beasts 

1 bralan (ladrin). 

Veta 

1d3-+1 formian workers, 

123 gargoyles 

14341 ghasts (ghoul) 

{1641 lls and 13 hyenis 
d+] grcks 

Yannis (hag) 

1 halfdragon Athlevel fighter 
123 harpies: 

143+1 howlers 

1 fiveheaded hydra (pyro or cry.) 


61-63 1 wereboar (ycanthrope) and 143 
boars 

14341 mephits (mised types} 

1 average salamander 

1441 shadows 

1d3+2 shocker lizards 

e341 locust swarms 

1d3+1 troglodytes and 143 
monitor lizards 

1 wilko'visp 

Vail 

14341 minor xoms 

14341 yuarsti purebloods 

11442 giant bombardierbeciles 
(vermin) 

‘th-level lizardfok druid NPC with 
crocodile) 

91-100 Rell on 7Afvevel table 


ones 
66-67 
7 
273 
475 
76-78 


79:80 
81-82 
| 83-84 
35-86 
97-88 


39-90 


71H-LeveL DUNGEON ENCOUNTERS 


4% _ Encounter 

(01-10 Roll on 6th-evel table 

V1-12_Vaboleth 

13-14 14+} carton crawlers 

15-16__1 chaos beast 

W19 V chuo! 

20-21 1 succubus (demon), 

22-23 ‘Vheleat (devi) 

24-25. 1 dive bear 

26-28 young copper dragon 

23-31_L.drider. 

32-33. 143+! violet fungi and 14362 
shridkers (fungus) 

34-35. Id3¢1 jann (genie) 

36-38. ghost, Stvlevel fighter 

39-42. Thi giant 

43-45 1 flesh golem 

46-47 1 eightheaded hydra 

48-49) Invisible stalker 

50-5114} weretigers.(hsanthrope). 

52-53. 1d} manticores 


medusa, 

16341 minotaurs 

‘Loge barbarian, 4th level 

1 black pudding (ooze) 

1 phasm 

16342 flamebrother salamanders 
143 shadow masts 

‘red sinad 

1 spectre 

14341 centipede swatms 
umber hulk 

‘vampire, Stvlevel fighter 

de) wights 

‘1 yuansti abomination 

1 Gargantuan monstrous centipede 
Sieve! hobgoblin fighter NPCand 
Sthlevel goblin rogue NPC 

Rollon Bth-leve table 


% 


0 


Wz 
14 
15-17 
149 
20-2) 
2 
24-25 
26-28 
2353) 

3235 

36-37 


38-39 
40-42 
43-44 


45-46 
47-48 
49-51 
52-54 
55-56 
57-58 
59-60 
61-64 
65-66 
67-69 
710-71 


ny 
73 
16-78 
79-4) 
22-83 
46 
38 
49-90 
9-100 


STH-LeveL DUNGEON ENCOUNTERS 


Encounter 
Roll on Tihlevel table 

1}¢+2 hound archons 

tea barghests 

Vbehir 

13 gauths (beholder) 

1 bodak 

1 destrachan, 

1d3+1 bearded devils 

1 erinyes (devi) 

1d3 bralanis (eladrin) 

{ttn and 143 brown bears (animal 
1 formian taskmaster and 1 
dominated Sthvfevel human 
barbarian NPC 

1 noble dinn (genie) 

1 efreet (genie) 

1341 ghasts (ghoul) and 244s 
ghouls 

J stone giant 

1 gorgon 

1 sever headed hydra (pyro: or ry). 
1 mind ayer 

1} moheg 

1434) mummies 

1 dark raga 

Vogre mage 

14+) phase spiders 

1 greater shadow 

163 advanced megaraptor 
skeletons 

1 blue sla 
1 hellwasp swarm 

14341 wells 

d+) vampire spawns. 

1B average xorns 

1d3+1 yuansti halfbloods 
1461 giant stag beetles (vermin) 
143 Sthlevel rglodyte cleric NPCs 
Roll on Sthlevel table 


‘9TH-LeveL DUNGEON ENCOUNTERS 


dy 
1-10 
3 
16 
7-19 
20-2) 
22-14 
28-27 
28-30 
n33 
34-36 
37-38 
39 

40-42 


44 


45-48 
49-52 
53455 
56-58 
33-61 
52-63 
64-65 


Encounter 
Rll on Bth level table 

1d4s2 greater barghests 
d4e2 basilisks 

1d4+2 clookers 

1 delver 

1 vrock (demon), 

1 bone devil 

143 devils elleat 

14341 chain devils 

163 dire bears 

1 young adult black dragon 

1 juvenile bronze dragon 

1 drider and 26443 Medium 
‘monstrous spiders (vermin) 

| formian myrmarch and 244+) 
formian yarriors 

1 fost giant 

1 hill giant and 14+2 dire wolves 
1 avoral(guardinal) 

1 halffiend 7thevel cleric 

‘ ten-headed hydea 

1 zelethut (inevitable) 

1 spirit naga 


67-69 
70-72 


1 night hag. 
1 ogre barbarian, ath level, and 
Vdt+3 ogres 

1 green slaad 

14341 wil-o wisps: 

ds waaiths 

13 yuan! abominations 
‘d3e] gray rendec-zombies 
de Sthvevel human paladin 
NPCs 

Roll on TOth-eve table 


Bs 
6H 
78-8) 
2-84 
35:87 
88-90 


91-100 


‘TOTH-LevEL DUNGEON ENCOUNTERS, 
Encounter 

Roll on Sthvlevel table 

1d3+1 aboleths 

1d behirs 

1d4+2 gauths (beholder) 

ae) chuuls 

1442 babaus (demon) 

1 bebilth (demon) 

14442 digesters 

AdB41 ghosts, 5 
1 fire giant 
clay golem, 
14341 flesh golems 

1 ninesheaded hydra (pyios or ery) 
1d3+1 medusas 

1 guardian naga 

163 ogre mages 

14142 average salamanders 

1 noble salamander 

143 young adul rd dragon 
skeletons 

‘d4e1 re sland 

1 gray sland 

d+) spectres 

14341 umber hulks 

Jd) alls 

13 elder xorns 

‘Yuan troupe: 1 abomination, 
1d3 halfBloods, and 1441 
purebloods 

1d3¢1 Huge monstious scorpions 
(vermin) 

Sthvlevel drow wizard NPC, 1 
helleat (devil), and 1 mind Sayer 
Roll on T1th-level table 


Jevel fighters 


91-100 


‘V1tH-Levet DUNGEON ENCOUNTERS. 
Encounter 

Rall on 10th evel table 

1d3+1 aboleths and 2443 skums 
hezrou (demon) 

1 etiever (demon). 

1 barbed devi 

1 devouret 

14341 efrect (genie) 

a4 hil ants 

1 stone golem 

1d3.avorals (guardinal) 

1 halécelestial paladin 

1 twelvesheaded hydra 

hil giant dite wereboar 
(yeanthrope) 

14341 mohrgs 
14341 dark nagas 


6871 
215 
15-78 
B82 
33-36 
37-50 


31-100 


1 elder black pudding (ooze) 
‘Tel blue stand 

1d3+1 helivasp swarms 

1 toll hunter 

1 dread wraith 

Sthilevelgnoll ranger NPC, 143 
Invisible stalkers, and 1 greater 
‘shadow 

Roll on T2thevel table 


‘T2TH-Levet DUNGEON ENCOUNTERS, 


Encounter 
Roll on 1)thlevel table 

1d3+) bodaks 

1 abyssal greater basilisk 

143+) vrocks (demon), 

14343 destrachans 

1d3+1 bone devils 

1 displacer beast pack lord 
14 fost giants 

1 Jeonal (guardinal) 

J. eleversheaded hydra (pyr oF yo) 
1 kolyarut (inevitable) 

14342 mind layers, 
10thevelhalfore barbarian NPC 
and YOth-evel human cleric NPC 
103-1 spit nagas, 

1 purple worm 

1 rope 

13 noble salamanders 

4+ green sladi 

Roll on 13th-tevel table 


13TH-LEVEL DUNGEON ENCOUNTERS 


d% 
1-10 
8 
19.04 
25-3) 
aa 
Mas 
46-4) 
A248 


49-54 
55-6) 
62-66 
67-70 
nw 


179 
§0-84 
85-90 

91-100 


Encounter 
Roll on Y2thsevel table 

1 beholder 

1iplabrezu (demon) 

ice devi 

adult green dragon 

| young adult silver dragon, 

1 ghael (eladtin) 

13 fie giants and | Nessian war 
hound (hel hound) 

1d341 clay golems 

ian golem 

1 elve headed hyde (pyro: of eo) 
ich, 11th-level wizard 

1Oth-level drow wizard NPC and 
10th-evel goblin rogue NPC 

1 mummylord 

1d341 guardian nagas 

1 death slaad 

Roll on 14th-level table 


V4TH-LevEL DUNGEON ENCOUNTERS 


3% 
1-10 
1-15. 
16-20 
21-27 
28-5 
36-45 
46-52 
51-63 


54-69 


Encount 
Roll on 13th-level table 

‘astral deva (angel) 

‘trumpet archon 

1d3+} hezrous (demon) 

1 nalfeshnee (demon) 

13+ barbed devils 

2 displacer beast pack lords 
24442 stone plants and 1 elder 
stone giant 

16341 stone golems 


70-78 
73-80 
81-83 
34-90 
91-100 


J werewolf lord (yeanthrope) 
1 nightwing (nightshade) 

1d4+2 10tJevel goblin rogue NPCS 
‘Vteuly horrid umber hulk 

Roll on 1Sthlevel table 


‘STH-LeVEL DUNGEON ENCOUNTERS 


ax 
1-10 
U-17 
18-26 
2-37 


348 


39-58 
59.65 
66-74 
78-82 
83-90 
9-100 


Encounter 
Boll on TAthevel table 

1 abyssal greater basilisk 

13 beholders 

Demon troupe 1 glabrezu, 1 
succubus, and 1d4s vrocks 
Devil troupe: 1 ice devil, 24443 
bearded devils, and 143 bone 
devils 

1d3 ghaels (eladrin). 

‘arut (inevitable) 

1 yampiteselte 

‘sthsevel hobgoblin fighter NPC 
1sthlevel Kobold sorcerer NPC 
Roll on Y6th-level able 


TGTH-LEVEL DUNGEON ENCOUNTERS, 


ox 
1-10 
1-15 
16-21 
2-28 
29-36 


3-47 
48-50 
51-82 
30 
61-67 
6-74 
73-82 
3190 
91-100 


Encounter 
Roll on 1Sth-level table 

1 planetar (angel) 

‘Vhound archon hero 

143 trumpet archons 

‘Demon troupe: 1 nalfeshnee, 1 
hhezrou, and 24441 vrocks 
horned de 

1) mature adult ble dragon 

1 adult gold dragon 

{341 golems, ron 

1 golem, greater stone 
‘nightshade, nightwalker 
Adds2 ropers 

1Sth-evel zardfok druid NPC 
Roll on 17th-leve table 


‘17TH-Levet DUNGEON ENCOUNTERS, 


4% 
01-10 
11-20 
21-30 
1-0, 
44-45 
46-47 
48-49 
50-62 
63-73 
74-82 


8-90 


91-100 


Encounter 
Roll on N6th-evel table 
Jaboleth mage 

11d4+2 beholders 

T.mariith (demon) 

1 very old white dragon 

1ald brass dragon. 

1 mature adult bronee dragon 
1 fost giant jar. 

Atlevel mind fayer sorcerer 
1Sthelevel human paladin NPC and 
1Sthvleve| human monk NPC 

1d 1th evel hobgoblin fighter 
NPCs 

Roll on T8thsevel table 


‘18TH-LEVEL DUNGEON ENCOUNTERS 


91-100 


Encounter 
Roll on 17th-evel table 

}d4+2 astral devas (angel) 
143 planetars (ange) 

1 ver.old black dragon, 

old dragon (bie or green) 
‘Lmature adult dragon: (ed or 
sven, 
7 ancient white dragon 

J nightcrawier (nightshade) 

1. )Sthv level halore barbarian 
NPCs and 1Sth-level human bard 
NPC. 

1Sthvlevel Kobold sorcerer NPC and 
werewolf lord (yeanthrope) 

Roll on T9th-level table 


‘I9TH-LeVEL DUNGEON ENCOUNTERS, 


ax 
01-10 
2 
2.36 
37-49 
50-82 
53-55 


56-88 
59-61 
62-64 
65-79 
10-90 


91-100 


Encounter 
Roll on 1Bthlevel rable 

2d4+5 abyssal greater basilsks 
13 marlths (demon) 

143+] horned devils 

1 ancient black dragon 

1 very old dragon. blue, green, or 
bass), 

Jit white dragon 

}.old dragon (bronze or copper) 
1 mature adult gold dragon 
13+) greater stone golems 
ddel 1Sthvlevel gnol ranger 
NPCs 

Roll on 20th-evel table 


20TH-LeVEL DUNGEON ENCOUNTERS. 


91-95 


Encounter 
Roll on 19thevel table 

1 balor (demon) 

1 pit fend (dei) 

1 wytm black dragon 

‘old dragon (ced or sliver) 
1 ancient brass dragon 


{96-100 vey od copper dragon 


4% 

01-03 
04-06 
07-09 
10-1 
4 
15-16 
719 
20-22 
23-24 
25-27 
28-30 
313 


d% 
01-02 
03-05 
06-07, 
08-10. 
Maz 
115 
16-18 
19-21 
22-24 
25-26 
27-28 
30-32 
33.35 
3637 
3840) 


‘Taste 3-19: RANDOM Traps CR 1-3 


Trap 

Basic raw trap 
Camouflaged pit trap 
Deeper pit trap 
DDoorknab smeared with contact poison 
Fosilade of darts 

Poison dart trap 

Polson needle trap 
Portculls trap 

Razor wire across hallway 
Rolling rock trap. 
Seything blade trap 
Spear trap 

Swinging block trap 

‘all blade tap. 

Box of brown mold 
Bricks from ceiling 
‘Burning hands trap 
Camouflage pt trap 
Inflight wounds ta 
Javelin trap 

Large net trap 

Pit trap 

Poison needle trap 
Spiked pit trap 

Tipping chain 
Wellcamouflaged pit trap. 
‘uring hands trap) 
Camouflaged pit trap 
Gelling pendulum 

Fire wap 

Extended bone trap 
Ghoul touch trap 

Hail of needles 

Melf's aid arrow trap 
Pittrap 

Spiked pit tap 

Stone blocks from ceiling 


‘TABLE 3-20; RANDOM Traps CR 4-6 


Trap 

Bestow curse tap 
‘Camouflaged pit trap 
Collapsing column 

Glyph of warding (bast. 
Ughining bole wap 

Pit trap 

Poisoned dart trap. 

Sepia snake sig trap, 
Spiked pit trap 

Wall sethe trap. 
Waterfilled room trap 
\Wide-mouth sped pit tap 
CGamouflaged pit trap 
Doorknob smeared with contact poison 
Falling block trap 


need to record in order to have a ready-to-play adventure planned 

cout The nots in italic ype relate to the use ofthe dungeon map and 
| cutouts in thisbook to play out the adventure with minianute figures, 
|_—when you create an adventure, identify each encounter area 
{with a number (and label your map accordingly), These numbers, 
{dont necessarily. correspond to the onderin which the characters 
will visit the encounter areas, but they serve as away for you to 
keep track of where the characters are and where they're headed. 
Exch of the encounter areas in this sample adventure can be simu: 


4% Trap. 
41-43 Fire top 5 
44-46__ Fireball tap 5 
47-48 Flooding roam trap 5 
48-51 Fusilade of darts 5 
52-83 Moving executioner statue 5 
54-85 Phantasmalhllectrap 5 
56-58 Pittrap 5 
59-6] Poison wall pikes 5 
62-64 Spiked pit trap 5 
65-67 Spiked pit trap (80 ft) 5 
68-69 Ungol dust vapor trap 5 
70-71 Bult-o-colapse wall 6 
72-74 Compacting room, 6 
75-77__ Flame sike trap 6 
78-80 Fusllade of spears 6 
81-83 Glyph of warding (blast) 6 
84-85. Lightning bolt trap 6 
86-88 Spiked blocks from celling 6 
89-91 Spiked pit trap (100 f.) 6 
92-94 Whiling poison blades 6 
95-97 Widesmouth pit trap 6 
38-100 Wyvern 6 


row trap. 


Taste 3-21: RANDOM TRAPS CR 7-10 

% Tra cr 
01-04 Acid fog trap 7 
5-07 Blade barrier trap 1 
08-10 Burnt othur vapor trap 7 
1-14 Chain lightning tap 1 
15-17, Evan's black tentacles trap 1 
18-20 Fusilade of greenblood oll darts 1 
21-23, Lock covered in dragon bile 1 
24-26 Summon monster VI trap 1 
27-30 Wterfiled room ? 
31-33 Wellcamouflaged pit trap 1 
34-36 Deathblade wal scythe s 
37-39 Destruction trap 8 
40-42, Eorthquake trap 5 
43-46 insanity mist vapor trap 5 
47-49 —Melfs aed arow trap ‘ 
50-52__ Power word stun trap. o 
53685 Priomanle spray trap 1 
36-39. Revene gravity trap 5 
60-62 Wellcamouflage pit trap 8 
63-65 Word ofehaos rap 8 
66-68 Drawerhandle smeared with contact poison 9 
68-7)___Dropping ceiling 9 
72-74 Incendiary cloud trap 9 
75-77 Wideemouth pit tap 9 
78-80 Widermouth spiked pit with poisoned spikes 9 


8)-84 Crushing room, 10 
85-88 Crushing wal trap 10 
39-9) Energy drain trap, 10 
92-94 Forcecage and summon monster Vil tap 10 
9-97 Poisoned spiked pit tap 10 
98-100. \Woil ofthe banshee trap 10 


lated using. portion af the sample dungeon on the back of the 
battle grid shat came with this book 
Shaded Text: The following sample entries include shaded text 
meant tobe paraphrased orretd aloud to your players. Shaded text 
‘mentions those features that would be apparent.to the PCs upon. 
fist entering that area(and is thus very helpful othe player whos 
making amap forthe characters) It does not mention hidden fea 
|rures such as taps.nor monsters and items out of the PCs! imme: 
diate line of sight. 


You dont have to literally make shaded text for your own notes, 
‘but be sure to highlight material in your notes thar you. want to 
use to quickly describe the area in an interesting way. Be sure not 
to include information that could not he known to the characters, 
and do not describe PC actions or emotions (such asAs you cower, 
in fear.) Re fairabour providing the players with clues such as 
the webs in the shaded text forarea 1 below, but dont draw atten:| 
tion to them, The best way.to-wrte shaded text or note what.the 
characters entering a location would sense isto imagine what you, 
‘could see, bear, smell, or feel if you were entering that atea, then} 
set down the pertinent information as succinctly as possible, 


THE MONASTERY CELLAR 
The abandoned monastery.isa burned-out ruin, destroyed when 
the place was attacked years ago by gnolls, the interesting part lies 
belowground, in the cellars and crypts underneath the ruins. The 
characters have traveled 10 the monastery and, after some search- 
‘ng, discovered a stairway leading down into the darkness, When | 
|they. descend, they find themselves in encounter atea if 


Entry Chamber (EL 3) 


‘This damp chamber hasan arched, vaulted ceiling 20feet high 
inthe center The walls ate made of cut stone block, the floor 
rmugh flagstones. Thick webs cover the ceiling 


Th.reprecent this chamber, wse the deby-quareyoom.on the left side of 
he dungeon map (the room that adjacent tothe AckyS-quare rom). 

You can se the cutouts provided at. the hack of thi book to identify the 

ocations of specific features, such as doors and. trensure. To begin, place 

‘ane ofthe staircase cutouts inthe 2-square-wide corridor that extends 
{ram this oom’ north wall (and ignore the wall teen the room and 
the comridor). The adventure pets underway when she characters deen 
his saiease and find theres inside the rom, An ation 40 what 
the player earned fom he shaded txt the rom has other features that 
wall bcomse apparent to the BCs as they mvestigte the place, One ofthe 
firt.thing these is 0 door inthe est wall—place. aor cutout over 
‘any quarealog he wal eee ths rom and the one tothe eas hey 

will alo quekly notice a pie of rubbish inthe center ofthe rom. and} 
another pl of trash othe northwest comer you can use cutouts repre 

senting rubble fo show the location ofthese features. 


Alitter of husks, skin, bones, spider castings, and filth les ina dis 
jzusting pile in the middle of the room, A DC 22 Spot check is 
required to notice the creatures (aspider and its young: ee below) 
hiding in.the. webs above, The refuse pile in.the middle of the 
room contains treasure 

The SpotDC for the lurking spider is intentionally difficult, but 
not out ofthe reach ofthe intended PCs (inthis case all tst-level 
character), 

Ten. moldy sacks of flout and grain ate stacked in the northwest 
‘corner. The cloth tears easily, revealing the ruined contents, One 
of the sacks containsa trap, 

There ia solid oak door onthe east wall The door isnot locked, 
but iri stuck (DC 16.10 open). Anyone listening at the door who 

makesa DC 12 Listen check hearsamoaning sound, rising and then 
fading This is merely astrong breeze thar blows inarea As soon as 
the door opens, the breeze nishes out the opening ina gust extin: 
suishing torches and possibly. (50% chance) blowing out lanterns as 
wwellTarches cant be rlitin the area while the doot is open. 

(The low.DC forthe Listen check is intentional—you want the 
{PCs to hear the moaning and get spooked. thinking its ghost or 
{something similarly horrible. Also, always temember 10.make « 

note of the DC to open stuck of locked door) 

Creatures; A Small monstrous spider and six Tiny young spi 
ders hide in the upper part of the webs inthe center ofthe room. 
Ifthe characters fil to spot the Small spider it drops down on any 


character in the.center of the room (a move action). A successful] 
touch atack rll indicates thatthe spider lands on a character. The} 
Tiny spiders xemain in the web and eat small meas trapped by-the 
‘web. They only move down from the web when alls still to-eata 
| meal pacified by the larger spider. 

If the PCs burn the webs the six young spiders are killed and 
{the adule spider (if still in the web) takes 146 points of damage. 
The webs burn for 8 mounds. 

‘Small Monstrous Spider (1): hp 7 

Tiny Monstrous Spiders (6): hp 2 each. i 

‘Treasure: Scattered amid the pile in the middle ofthe room are 
19spanda goblin skull witha 50 gp garnet inside, Characters ony. 
notice the gem with a DC 15 Search check 

‘Trap: One ofthe sacks inthe southwest comer has yellowmold 
{inside it. LE disturbed, it bursts—all within 10 feet must.make a 
DDC 15 Fortitude save ot take 1dé points of Constitution damage, 
‘One minute late, everyone exposed tothe initial burst must sive 
Jagain (same DC) or take 246 points of Constitution damage, 
{ whether oF nor they.cook damage in the inital exposure. 

(ts not always necessary 10 write out complete rules, as has 
‘been done here for yellow mold, You can add this level of descrip- 
tion 0 your notes if you need itor you can simply. jot down the 
page number and book where its foune.,) 


2, Water Room 


‘A fast-flowing stream 3 to 5 feet deep enters this chamber at 

the north end and exits to the south, Toward the south end of | 
the chamber, some ofthe water collects ina depression, form: 
Inga pool about 4 feet deep at its edge and about 7 feet deep at 
the center You can see a few blind, white crayfish crawling 
among the rocks on the bottom. | 


‘A.good example of whatnot to tnclude in shaded text is the fact that 
the water i icy cold—there’ no way the characters could know this 
just by looking at the water from the doorway. Characters who 
simply cur around and leave after glance inside may.never dis 
cover the sunken skeleton, much less the helpful items beside st 


Tha chamber i epreented le y-aquare oom aljcent tothe ares 
svhere the adventure began, The pol ocupies the 2:b-2squaré area in 
the southeast corte ofthe chamber. 


The only way out of this room, aside from the door the PCs 
centered through, is a seexet door on the south wall in the south: 
‘west comer of the chamber, Locating i requires a DC 48 Search 
check, (Dont putt euout on the map to represent this dor until the BCs 
cover it) 

The monks who once lived here worked this narural cavern in 
onder to enlarge it. A strong, damp breeze makes it impossible to 
keep torches lit here, Eight rotting barrels remain lined up along. 
the westsvall from when the room was used to gather water for the 
‘monastery. few buckets also lie scatered about. 

(na ruin, its always handy, to.know what a room or area was 
formerly. used for, even if it now serves a diferent purpose, ot no, 
purpose atall Your descriptions can often convey that former pur 
‘pose, reminding the players that this place has is own history— 
its nor justa backdrop for adventures) 

Lyingatthe bottom ofthe poo isthe limed-over skeleton ofthe. 
abbot. Withouta DC 15 Spot check, this appears.to-be just an} 
unusual mineral formation. tn its bony fingers, the skeleton holds} 
‘tube ofthe sort designed to contain a rlled-up piece of vellum} 
‘or parchment. If the remains are disturbed, the act. disloges the 
tube from she skeleton’ grasp. The streaml current caries away 
the tube unless a character dives into the icy water immediately to 

[getit-this requires a DC 13 Swim check and an attack rol against 
the tube’ AC of 14 (modified for size and, inthis special case, 


speed). Ifthe PCs do not act quickly. the tube is swept away. and 
lost ina single round. The tube.contains treasure, 

Getting the map will be hand for characters unless they:act fast 
and roll well. However. the reward is great, because they are 
shown a secret passage that they probably would otherwise miss 

‘Treasure: Inside this nor quite-watertight ivory tube isa 
‘ellum map, smeared due to water seepage 
| _Depending on how you.wanto proceed, tis map might depict 
[other rooms deeper inside the monastery cellar (if you want 10} 
develop them and continue thisadvenue) or some other site that, 
you want rouse asa springboard for further adventuring 


3, Empty Ceremonial Chamber (EL 4) 


“This room appears to bea dead end, ts domed ceiling arches 
‘up 10 25 feet high inthe center. On the eat side of the cham- 
ber; a fast-flowing stream of water 5 feet wide runs from north 
to south. 


{care cam be represented by the 3-byS-square room to the wuth ofthe 
ea the PCs ae coming from (dard the wall tht black of the to 
‘quanes the soe comer 


The monks brought the faithful here after death, consecrated each 
corpse, and then carried it tots final resting place inthe crypts. A 
‘wooden platform against the west wall served as both dais upon 
which to hold the ceremony and as a means toteach the secret 
{doar leading into the crypts to the west. The platform has been 
‘gone from this site for many years; when it was here It rose 9 feet 
‘off the ground, with the bottom of the secret.doot being 1 foot 

|above that. Two knobs just above the level ofthe vanished plat 
form look like mere buryps in the wall, but when they.are pushed 
simultaneously, a5-foor-by-5-foot portion of she wall swings out 
ward witha grinding noise. 

To move any farther into the monastery cella, the BCS will have 
to solve the puzzle of how to open this secret passage. The two 
knobs that need to be pushed simultancousy are.10 feet off. the 
‘ground in adjacent squares in.the southwest comer ofthe room, 
Before the characters can begin o figure this out, they must.con 
tend with the other occupants of the room, 

Creatures: Three ghouls lurk in the east end of this chamber on 
the other side of the S-footawide stream. They rush forward to 
attack the FCsas soon asall of them have moved into this chamber: 

Ghouls (3):hp-13,13.18, 


Going on from Here 

Ifyou use these three encounter areas as the start of an adventure 
in the. corridors and chambers beneath the monastery, you can 
take the adventure in any direction you like after the PCs dispose 
‘af the ghouls and figure out how.t0.0pen the secret door. That 
door might lead toa long corridor riddled with traps (to discour 
age looters from entering the crypts), or it might provide 
{nto an enormous chamber with a. number of different co 
leading away from it... ot anything else you can think of 


MONSTER STATISTICS 
Here are the statistics blocks (a form of condensed creature stats- 
tics) forthe creatures briefly mentioned above. These sample sta 
tistics blocks present all the information needed fo run an 
encounter with the spiders and one with the ghouls. For informa- 

ttion on how 10 read a statistics block, see the following page. 
|For your own notes, you can werite.out this information in as 
Jmuch oraslittlesetal as you like, hsbest to include all the infor 

‘mation you may.neeid at first, then gradually make the entries 

‘more abbreviated (for example: 3 ghouls, hp 13 each, ghoul fever, 

paralysis undead type).as you become familiar with various crea 

tures abilities through repeated encounters, 


‘Small Monstrous Spider (t): CR 1/2: Small vermin; HD 1d8, 
bhp 7:Jnit+3 Spd 30 ft, climb 20 ft; AC 14, fouch 14, at footed A 
Base Atk +0, Grp ~6: Atk +4 melee (1d4~2 plus poison, bites Full, 
Atk +4 melee (1d4-2 plus poison, bite Space/Reach 5 ft/S fis SA. 
_ poison, web; SQ tremorsense, vermin traits, ALN; SV Fort 
[13 will +0; Str7, Dex.12, Con 10, Int —, Wis 10, Cha 2 

‘Skills and Feats: Climb +11, Hide +11%, Jump +4, Spot +1 
‘Weapon Finesse 

Poison (Ex); Injury, Kortitude DC 10, initial and secondary. 
{damage 143 Str 

We (Ex); This spider produces silk, Spiders can waitin their 
webs, then lower themselves silently on silk strands and leap onto 
coy peasiig teaver A alsglacgrand ieaiconygAaomigNATCIOGOE 
the spiderand one creature of the same size. "Monstrous spiders 
gain a 38 competence bonus on Hide and Move Silently checks 
‘when using their webs 

Web spinning spiders can throw a web eight times perday.This 
Jartack is similar to an attack with a net but maximum range of $0 
[feet range increment 40 feet, and effective against targets up to 
Jone size category larger than the spider. The web anchors the 
target in place, allowing no movement. An entangled creature can 
escape witha DC 15 Escape Artist check or burst itwith a DC 44 
Strength check. Both are standard actions. 

‘Web-spinning spiders often create sheets of sticky webbing. 
Approaching creatures must succeed on & DC.20 Spot check to 
notice a web; otherwise, they stumble into itand become trapped 
as though by a successful crown web atack. Attempts to escape 
cor burst the webbing gain «+S bonus if the trappesl cteanure has, 
something to walk on or grab while pulling fre. Each 5:fo0t sec 
tion has 4 hit points.and sheet webs have damage reduction 
s/fite 

‘A monstrous spider can move across its own sheet web atts 
climb speed and can determine the exact location of any creature 
touching the web. 

Themorsense (Ex); A monstrous spider can detect and locate any 
creature or object in contact with the ground within 60 fe 
any creature or object in contact with the spider's webs at an 
unlimited range. 

Vermin Traits: Darkvision out.to.60 feet. Mindless; no Intell 
gence score, and immunity to.mindeaffecting effects (charms, 
compulsions, phantasms, patterns. and morale effect). 


‘Tiny Monstrous Spiders (6): CR 1/4; Tiny vermin HD 1/248 
‘hp each: Init +8;Spd 20, climb 10ft: AC 4S, touch 15 flfooted 
12; Base Atk 40; Grp —12; Atk +5 melee (143-4 plus poison, bite 
Full Atk 35 melee (1d3~4 plus poison bite); Space/Reach 2-1/2t/0 
fi SA poison, web; SQ tremorsense, vermin tats; AL Nj SV Fort +2, 
+3, Wills Ste3, Dex 17, Con 10, nt —, Wis 10, Cha. 
lic and Feats: Climb +11, Hide +15®, Jump +0, Spot +12% 
Weapon Finesse 

Poison (EX): Injury, Fortitude DC. 40, initial and secondary 
damage id2 St 

Web (Ex): The webs in.this encounter were all produced by the 
‘mother spider; see the Small monstrous spider entry, above, for 
details. Monstrous spiders gain.a.+8 competence bonus on Hide 
and Move Silently checks when using their webs, 

These monstrous spiders can move across their mother’s sheet 
‘web at thei climb speed and can determine the exact location of 
any creatute touching the web. 

Tremorsense(Ex).A monstrous spider can detect and locate any 
|creatuze.or object in contact with the ground within 60 feet.or| 
any creature or object in contact with the spider's webs.atan} 
unlimited range. 

Vermin This: Darkvision out ro 60 feet. Mindless; no Inteli- 
{gence score, and immunity to mind-affecting effects (charms, 
{compulsions phantasms, patterns, and morale effects), 


Ghouls (3): CR 1; Medium undead, HD 2412; hp.13,.3 
Init +2; Spd 30 ft AC 14, touch 12, lat-footed 12 Base Atk +4; 
‘tk-+2 melee (1d61 plus paralysis, bite); Full Atk 
(id6et plus paralysis, ite) and 40/+0.mele (143 pls parlys 
claws); Space/Reach 5 ft/s fc; SA ghoul fever, paralysis; SQ 
tur resistance, undead traits AL CE; SV Fort +0, Ref +2, Will 
$tr13, Dex 15,Con—Int 13, Wis 14, Cha 12 
sul and Fes Balance 46 
Climb +5, Hide +6, Jump +5 
Moye Silently +6, Spot 47 
Muliattack (see page 304 of 


the Monster Manual 


‘Ghoul Fever (Su): Those hit 
by a ghoul’ bite must succeed 
ona DC 12 Fortitude save or 
succumb to ghoul fever (incu 
bation period 1 day, damage 
1d3.Con.and 1d3.Dex), A 
humanoid who dies of ghoul 
a ghoul at mid: 
night of the nextday (see page 
118 of the Monster Manual for 


more information), 
Paralysis (Ex) Those hit by a 
sghoul’s bite or claw attack 
ust succeed on a DC 12 For 
titudle save or be paralyzed for 
Ldé+1 minutes, Elves are 
{immune to this paralysis: 
Unideal Tvaits: Darkviston 


poison, magic sleep effects 
paralysis, stunning, disease 
and death effects, Not subject 
to critical. hits, nonlethal 
damage. ability drain, o¢ 
energy drain, Ammunity 

any effect that requires a Fort 
tude save (unless the effect 
also works on objects ot is 
harmless), Not at risk of. death fom massive damage, but 


destroyed when reduced t0.0 hit paints or lower. Not affected by 


rate dend oF 


——_ STATISTICS BLOCKS 
ie 
different abilities and characteristics, A creature's statistics block 


mule spells or abilities 


Character and creature in the D&D game has 1 number of 


(Cstat block’ for short) summarizes those attributes, 

Atthe end of the sample adventure above, statisties blocks ure 
provided for the spiders and the 
en from the Monster Manual entries for 


hauls that the PCs encounter 


This information is. tak 


those crearures.and presented here in an abbreviated form. Many 
published adventures contain stat blocks forthe creatures therein 
as a convenience, preventing you from. nes ip infor 
mation from one of the core rulebooks (usually the Monster 
Manual) in order to run the adventure 

Some stat blocks are less derailed than others, sometimes 
because those characters or crearues are only’ “bit pl 


ding to lc 


moners ot other unimportant NPCS) and sometimes because only 


certain aspects of creature’ abilities are relevant tothe adventure 


instance the stat block fora gold dragon would only need 
re mention that the dragon can breathe underwater ifthe place 
where its encountered includes a body. of water large enough for 
this ability robe potentially useful 

Following i «summary ofthe main elements of a statistics 
block, Allthe terms used inthis summary are discussed in more 


lezail elsewhere inthe rules, For examples of various types.of 
characterstat blocks, see the sample NPCs in Chapter 4. For exam 
blocks describing various kinds of creatures, see Famil: 
Jats on pages 200-204 
‘Name: The word or phrase shat entifies the creature 
Race and Clas: Provided ony for characters with levels 
CRcThe Challenge Rating of an individual creature of this kind 
Size and Type:The creatures 
size category.and its type (and 
ea 
HD. The ceatunts Hit Dice 
and any hit points it gains 
loses because ofits Const 


plesofst 


peor subtypes. if appli 


tion modifier 
hp: The creature's full 
‘normal it point total (usually 
average rolls on each Hit Die 
Init The c 
con initiative checks. 
Spd: The-creatu 
speed, followed by. speeds for 
other modes. of movement if 
applicable 
AC: The creature's Armor 
Class. against most. regular 
attacks, followed. by its AC 
against touch attacks (which 
disregard armor) andl. its AG 
when fate 


atures modifier 


ted (or at any 
other time when denied its 
is 10.AC 


Base Atk: The cre 


is base 
attack bonus without any sno 


fiers 
Grp The creatures grapple 
ick + size mod 


bbomus (base 


«+ Stcboni) 
AtkiThe single attack the 
creattite makes when taking 
an attack action (modified attack bonus, whether the attack i 
melee or ranged, how. much damage the attack deals, and th 
weapon used forthe attack 

Full 
taking a full attack action (often the same 


All.the physical attacks the creature can make wher 
he Atk entry 


ace/Reach How large a square the creature takes up on the 


{ts natural each extends. The vast majority 
5 ft as stich, a stat block 
default. 


bottle grid and how 


of creatures have a space/reach of $f 


might omit this entry unless its different from 


SA: The creature's special attacks.(some of which may be de 
lls and Feats paragraph 
SQ; The creatures special qualities (some of which may be de 
scribed in more detail beneath the Skills graph 
AL: The one- ot two-letter abbreviation denoting the creatures 
alignme: 
SV: The creat 
Ability Scores; The creature’ ability scores in the customary. 
Str, Dex, Con. Int, Wis, Cha} 
steilsand eas: In anew paragr, 
and feats 
Js: Special antacks and special qualities shat need further 
explanation ate covered next 
Spells Know: For sorcerers and members of other classes that do 


cribed in more detail beneath the 


and Feats p 


saving throw bonuses, 


ha ist of ll the creature's skill 


not prepare spells. 
lls Prepared: For wizards, cle 
sae spells. A cleric’ stat block also includes the doma 


s, and members of other classes 


has access. to (with domain spells asterisked in the listo 


pared spells), his deity (if applicable). and the granted powers of 
his domains, 

Spllbook: Optionally (in addition to Spells Prepared), you may 
wish to provide the contents of a casters spellbook in her st 
block. (See the sample NEC wizards on page 125 for what this 
Jooks like.) This information can be important for an NPC whom| 
the characters might encounter repeatedly over the course of se¥-| 
|eral days (so that she could choose-to prepare different spells an 
|different days). it 

Epssessons A list of items the creature or character Is wearing or 
carrying, 


‘Obviously, any stat block you create for your own use can be as 
sparse or as detailed as you need it to be, If ll that really matters 
{for an encounter is. creature’ hit points, AC, and attack bonus, 
then those ate the only characteristics you need to make note of 
{-~ Use-your own stat blocks to streamline the action during play by, 
{enabling you ro have what you need at your fingertips—but dont 
feel. that your stat blocks have to provide every conceivable statistic 
Jforevery ereaure unlessthats what you want them todo, of cours) 


‘tn the great outdoors, dragons cross the sky, looking for prey on 
the ground, while tribes of hobgoblins stalk their own victims. An 
ankheg bursts forth from the earth, and. monstrous spiders drop 
from the tees, 

Adventures and encounters outdoors can be as interesting as 
those underground, but they've different in many ways, Chatac 
ers have greater freedom to roam. In a dungeon, chatacters are 
constrained by the doors and hallways available to shems, but in a 
ores, they can trivel in any direction they please, 

The open wilderness can be liberating forthe players, and it 

{demands that the DM be flexible, You dont have to have every 
S-foot square of the Abbor-Alz Mountains mapped before the 
adventure begins, but you should be able 10.draw. the terrain in 
the immediate area when the red dragon toars.out.of the sky. 
Furthermore, you should know—in general terms, at least—wwhat. 
the characters will find if they cross that ridge ot ford thar steam. | 

‘A second difference between wilderness adventutes and dun- 
‘eon adventures i the possibility of retreat Ina dungeon, the PCs, 
can generally retreat and recuperate without roo much difficulty. 
But the wilderness is by definition far from the comforts of evi 
Iheation, s0.the-characters.have.to.cely more on their own 
resources, There probably isnt. friéndly temple full of healers in 
the middle ofthe trackless swamp the characters are fighting their 
‘way through, so the PC cleric will have to handle all the party's 
healing. There's no inn, so some characters wll hae to stay awake 

Jand keep watch while the other characters sleep, And ifthe char 
Jactersare beset by foes, they have no.safe place to run to—or at 
leastno safe place nearby. 

Finally, wilderness adventures differ ftom dungeon ones be 
cause the wilderness is often ancillary tothe characters larger pur 
pose. Wilderness adventures usually involve travel through the 
wild to specific destination, not exploration of the wilderness for 
its own sake. A dungeon isa place you travel to, but the wilderness 
isa place you travel through, Characters are less inclined to linger 
without a good reason, because they're usually.on.theit way to 
someplace else. 

For obvious reasons, doors floors, and walls are fewand far be- 
tween in.the wilderness, Instead the characters will have toon: 

tend swith everything from towering trees to quicksand as they 

{make their way through the wilderness, The kinds of dangers 

{they'll face depend on the terrain (forest, mountain, and so on) 

and climate (hot, temperate, or cold), 


GETTING LOST 
‘There are many. ways to get lost in the wilderness, Following an 
obvious road, trail, or feature such asa stream or shoreline pre- 
vents any possibility of becoming lost, but travelers striking off 
cross-country may become disoriented—especially in conditions 
of poor visibility or in diftcul terain, 

Poor Visibility: Any-time characters cannot sc¢ at least 60 
feet in the prevailing conditions of visibility, they-may become 
lost. Characters traveling through fog, snow, ora downpour. 
ight easily lose the ability to see any landmarks not in their| 
immediate vicinity, Similarly, characters traveling at night may 
beat risk, too, depending on the quality of thei ightsources, the 
amount of moonlight, and whether they have datkvision or low: 
light vision 

Difficult Terrain: Any character in forest, moor. hill, or moun 
tain terrain may become lost if he or she moves away froma tal 
road, stream, or other obvious path or track. Forests are especially 

dangerous because they obscure far-off landmarks and make it 
{hand o see the sun or stars 

‘Chance to Get Lost: Lf conditions exist that make getting lost 
«possibility, the character leading the way-must succeed on a Sur 
vival check or become lost. The difficulty of this check varies 
based on the terrain, the visibility conditions, and whether-or.not 
the character has.a map of the atea being traveled ohrough. Refer 
tothe table below and use the highest DC that applies. 


Survival OC Survival DC 
Moor or hill, map 6 Poor visibility iu} 
‘Mountain, map 8 Mountain, nomap 12 | 
‘Moor or hil, no map 10 Forest 1s 


‘A character with at Jeast 5 ranks in Knowledge (geography).ox 
Knowledge (local) pertaining to the area being traveled through 
gains +2 bonus on this check, 

ick once per hout (or portion of an hour) spent.in local or 
overland movement to see if travelers have become lost, In the 
case of a party moving ogether, only the character leading the 
‘way makes the check. (Nip: Make this check in secret, since the 
characters may not realize tht they lost right aay) 

Effects of Being Lost: Ifa party becomes los it (sno longer 
certain of moving in the direction itintended to travel. Randomly 
determine the direction in.which the pasty actually travels during, 
each hour of local or overland movement. The characters’ move 
‘ment continues to be random until they. blunder into a landmark 
they cant miss or until they recognize that they are lost and make 
an effort. regain their bearings 

Recognizing that You're Lost: Once per hour of random travel, each, 
charactetin.the party may attempta Survival check (DC 20,1 per 
hour of random travel) o recognize that they are no longer cersain 
of thei direction of travel. Some circumstances may make it obv- 
‘ots that the characters ate lost: i they expected to reach a certain 
spot within an hour but three or four hours pass by with no sign of 
theirdestination, that's. bad sign. 

Setinga.New Course: Jost patty i also uncertain of determin. 
{ng in.which direction it should sravel in order to reach a desired 
objective—even an objective such asthe point where we left the 
road and went off into these dated woods. Determining the cor 
rect direction of travel once a party has become lost requires Sur 
vival check (DC 15, 42.per hout of random travel), Ifa character 
fails this check, he chooses a random direction as the ‘correct | 
direction for resuming travel, (Tip: Again, this is a check you| 
should make in secret The lost chatactets may. think they knew} 
the way to.travel after regaining their bearings, but could be) 
sentinely wrong again.) 

(Once the characters are traveling along theit new course, cor 
rector incorrect they may get lost again, 1Fthe conditions still 
make it possible for travelers to become lost, check once per houit 


of travel as described in Chance to.Get Lost above, to see ifthe 
party maintains its new course or begins to move atandom agai, 
‘Conflicting Directions: Its possible that several characters may 
attempt to determine the right direction to proceed after becom 
ing lost Tha’ just fine. You make a Survival check for each char 
acter in secret, then tell the players whose characters succeeded | 
the correct direction in which to travel, and tll the players whose 
characters filed a random direction they thinkis right. (Tips feve| 
extraneous die rolls behind your screen might make it less appar-| 
ent which characters are right and which characters are wrong.) 
Regaining Your Bearings There are several ways to become 
un-lost. First, ifthe characters successfully seta new course and 
{ollow it to the destination they're trying 10 reach they'e not lost 
anymore, Second, the characters through random movement 
might run into an unmistakable landmark. Third, if conditions 
suddenly improve—the fog lifts or the sun comes up—lost char: 
acters may attempt to seta new. course, as described above, with a 
+4 bomuson the Survival check. Finally, magic such as find the path, 
may.make their course cleat. f 


FOREST TERRAIN 
Forest terrain can be divided into three categories: sparse, 
medium, and dense, An immense forest could have all three cate: 
{gories within its borders, with more sparse terrain at the outer 
‘edge ofthe forestand dense forest at its heat, 

The table below describes in general terms how likely itis that 
‘given square has a terrain element in it, You shouldn't roll for 
Jeach square. Instead, use the percentages in.the table below to 
‘guide the maps you create, 


FOREST TERRAIN FEATURES 


Category of Forest 

Medium. Dense 
“ypcal trees 70% 20% 
Massive res, ~ 10%. 20% 
Light undergrowth 509% 70% 50% 
Heavy undergromh 20% 5006 


Trees: The most importanterran element in a forestisthe ree, 
‘obviously. Place a dot in the center of each square that you decide. 
has tre in it, and dont worry about the ree exact location within 
the square. A creature standing in the same square asa tre gains a 
42 bonus to Armor Class and a.+1 bonus on Reflex saves (these 
bonuses donit stack with. covee bonuses from other sources). The 
presence ofattee doesnt otherwise affect a creates fighting space, 
because iti assumed thatthe creature is using the tee fo ts. advan: 
tage when it can, The trunk ofa typical tee has.AC 4, hardness 5, 
and 150 bp. DC 15 Climb cheek is sufficient 0 climb a tree 

Medium and dense forests have massive trees as well. These 
teces take up an entire square and provide cover to anyone behind 
them. They have AC 3, hardness 5, and 600 hp. Like their smaller 
counterparts it takes a DC.15 Climb check to climb them, 

Undergrowth: Vines, reots.and short bushes cover much ofthe 
ground ina forest. A space covered with light undergrowth costs2 
squares of movement to.move into, and it provides concealment 
Undergrowth increases the DC.of Tumble and Move Silently 
checks by 2 because the leaves and branches get in the way 

Heavy undergrowth costs 4,squares of movement.to.move into, 
and it provides concealment with a 3% miss chance (instead of the 
usual 20%), Increases the DC of Tumble and Move Silently checks 
hy 5. Heavy undergrowth is easy to hide in, granting a +5 circum: 
stance bonus on Hide checks. Running nd charging ae impossible 

‘Squares with undergrowth are often clustered together, Under 
growth and trees aren't mutually exclusive; its common for 
5-foot square to have both. tree and undergrowth 

Forest Canopy: L's common for elves and other forest 
dwellers to live on raised platforms far above the surface floor. 


SAMPLE TEMPERATE FOREST ENCOUNTER TABLE (EL 6) 


4% Encounter ‘Average EL 
01-04 143 dryads i 
05-10.) treant. A 
TAG Sthvevellizardolk druid NPC 7 

and 2 centaurs 
17-191 nymph. 7 
20-25 Id4 unicorns 7 
26-33 146+) wolves 7 
3443 Ted centaurs 6 
44-51 Idd dire wolves rs | 
52-61 1d3 owlbears 6 
62-69 1d3 piss 6 
70-73 ghast (ghoul) nd 2 ghouls 5 
74-79__ Sth-level gnoll ranger NPC 5 
80-85 14) satyrs 5 
36-88 104+ owlbear skeletons 5 
89-93 Twrith iz 
94-97 2 black hears (animal) 4 
98-1001 wereboar (yeanthrope) 4 


For information on how to build your own wilderness encounter. 
tables, see page 9. 


These wooden platforms generally have rope bridges (described 
‘on page 64) between them. To get to the treehouses, characters 
generally ascend the trees branches (Climb DC.15),usesppe lad- 
ders (Climb DC 0),or take pulley elevators which can be made ro, 
rise a numberof feet equal toa Strength check, made each round] 
usa fulltound action), Creatutes on platforms or branches in.a 
forest canopy are considered to have cover when fighting crea 
tures on the ground, and in medium or dense forests they have 
concealment as well. 

Other Forest Terrain Elements: Fallen logs generally stand 
about 3 feet high and provide cover just as low walls do. They 
cost 5 feet of movement fo cross, Forest streams are. generally 5. 
10 10 feet wide and no more than $ feet deep. Pathways wind 
through most forests, allowing normal movementand providing 
neither cover nor concealment. These paths ae less common in 
dense forests, but even unexplored forests will have occasional 
game trails 

Stealth and Detection ina Forest: In sparse forest the max 
mum distance at which a Spot check for detecting the nearby 
presence of others can succeed is 3d6xt0 feet. In a medium 
forest, this distance is 2d8X10 feet,and ina dense forest itis 
adi foe. 

Because any square with undergrowth provides concealment, 
in usualy easy for a creature to use the Hide skill in the forest. 
Logs and massive trees provide cover, which also makes hiding 
possible. 

the background noise in the forest makes Listen checks more 
dlifficuly, increasing the DC of the check by 2 per 10 feet,not t (but 
note that Move Silently is alsa more difficult in undergrowth), 


Forest Fires. (CR 6) 
Most campfire sparks ignite nothing, but if conditions are dry, 
‘winds ae strong, or the forest floor is deed out and flammable, 
forest fire can result, Lightning strikes often set tres afire and 
stat forest fies in this way, Whatever the cause of the fire travel: 
ers can getcaughtin the conflagration. 

‘Aforest fie can be sported from a faraway as 246x100 feet by. 
aacharacter who makes Spot check, treating the fie asa Colossal) 
‘creature (reducing the DC by 16) fall characters fal their Spot 
checks, te fie moves closer to them, They automatically see 
when itcloses ohalf the orginal distance, 

Characters who are blinded or otherwise unable to make Spot 
‘checks can fel she heat ofthe fre (and thus automatically spot’ 
it) when itis. 100 feet away 


The leading edge ofa fire (che dawnwind side) can advance 
faster than a human can run (assume 120 feet perroundd for winds 
of moderate strength), Once a particular portion.of the forest is 
ablaze, ir remains 50 for 24410 minutes before dying toa smok: 
ing smolder, Characters overtaken by a forest fire may find the 
leading edge of the fite advancing away from them faster than. 
they can keep up, trapping them deeper and deeper in its grasp. 
Within the bounds of a forest fire. a character faces three dan- 
_gers: heat damage, catching on fire, and smoke inhalation. 

‘Heat Damage: Getting caught. within forest fire is even worse 
than being exposed ro extreme heat (see Meat Dangers, page 303). 
Breathing the air causes a character to take td6 points of damage 
‘per round (no save). In addition, a character must make a Fort 
tude save every § rounds (DC 15, +1;per previous check) or take 
14 points of nonlethal damage. A character who holds his breath 
can avoid the lethal damage, bus not the nonlethal damage. Those 
swearing heavy clothing ot any sor of armor take at penalty on 

{their saving throws. in addition, those wearing metal armor or 
{coming into cantactvith very hot metal ae affected as iby aha 
{inca spell ee page 239 of the Players Handlwo) 

Catching on Fire: Characters engulfed in a forest fire are at 
risk ofeatching on fire when the leading edge ofthe fre overtakes 
them, and are then a risk once per minute thereafter (see Catch 
Ing on Fire, page 303) 

Smoke Inhalation: Forest fires naturally produce «great deal 
cof smoke. A character who breathes heavy smoke must make a 
Fortitude save each round (DC 15, +1 per previous check) or spend 

{that round choking and coughing. A character who chokes for 2 

‘consecutive rounds takes tdé points of nonlethal damage. Also, 
smoke obscures vision, providing concealment to.characters, 
[owithin it 


MARSH TERRAIN 

Two categories of marsh exist relatively dry moors and watery 
‘swamps. Both are often bordered by, lakes (described in Aquatic 
Tertain, below), which effectively are a third category of terrain 
found in marshes 

The table below describes terrain features found in marshes 
The percentages are indicative of typical marsh terrain and. dont 
represent the exact chance that a given square will contain the tet 
rain element 


MARSH TERRAIN FEATURES 


= Marsh Category — 
Moor Swamp, 
Shallow bog 20% 4056 
Deep bog 3% 20%. 
Light undergrowth 30% 20% 
[Heavyundergromh 10% 20%, 


Bogs: Ifa squate is patt of a shallow bog, it has deep mud or 
standing wate of about {foot in depth It costs 2 squates of move- 
ment to move into a square with a shallow bog, and the DC of 
Tumble checks in such a square increases by 2. 

‘Asquare that i pattofadeep bog has roughly 4 feet ofstanding 
water It costs Medium or larger creatures 4 squares of movement 
to move into a squate with a deep bog, or characters can swim if 
they wish, Small or smaller creanures must swim to.mave through 
a deep bog, Tumbling is impossible inadeep bog 

‘The water in a deep bog provides cover for Medium of larger 

{creatures Smaller creatures gain improved cover (+8 bonus to AC, 
{+4 bonus on Reflex saves), Medium or larger creatures can crouch, 
fis. a.move action 10 gain this improved cover. Creatures with this 
[improved cover:take a~10 penalty on attacks against creatures 
that aten underwater. 
Deep bog squares are usually clustered together and sur: 
rounded by an irregular ring of shallow bog squares. 


Both shallow and deep bogs increase the DC of Move Silently. 
checks by. 

Undergrowth: The bushes, rushes, and other tall grasses in 
‘marshes function as undergrowth does ina forest (ee above). A. 
ssquate that is part ofa bog does not lso have undergrowth 

Quicksand: Patches of quicksand presenta deceptively solid 
‘appearance (appearing as undergrowth or open land) that may 
tap careless characters. A character approaching a patch of quick: 
sand ata normal pace is entitled to a DC 8 Survival check ro spot 
the danger before stepping in, but charging or sunning characexs 

[dont have a chance ro detect hidden bog before blundering in. A 
typical patch of quicksand is 20 feet in diameter. the momentum 
‘of a charging or running character carries him ot hex 1d245 feet 
into the quicksand, 

fects of Quicksand: Characters in quicksand must make a DG.10 
Swim check every round to simply tread water in pace, ora DC 15 
Swim check to move $ feet in whatever direction is desited. Ifa 
trapped character falls this check by 5 or more, he sinks below the 

jsurface and begins to drown whenever he ean no longer hold his 
Toceath (see the Swim skill description, page 84 ofthe Mayers Hand: 
took, and Drowning, page 304 of this book), 

‘Characters below che nurface ofa bog may swim back wo the sur 
face with a successful Swim check (DC 15, +t pet consecutive 
round of being under the surface). 

‘Rescue: Pulling out a character trapped in quicksand can be dif 
ficult. A rescuer needs.a branch, spear haf, rope ot similar oo! 
that enables him to reach the victim with one end of it. Then he. 
must make a. DC.15 Strength check to successfully pull the 
Victim, and the victim must make a DC 10 Strength check to hold 

1o the branch, pole or rope. Ifthe victim fails 10 hold.an,he 
must make a.DC 15 Swim check immediately to stay above the 
surface. If both checks succeed, the vitim is pulled feet closer 
wo safey. 

Hedgerows: Common in moors, hedgerows are tangles of 
stones, soil, and thorny bushes. 

Narrow hedgerows function as low walls, and ic takes 15 feet of 
movement to ross them, 

‘Wide hedgerows are more than § feet tall and rake up entire 
squares, They provide total cover, justas a wall does. Ie takes 4 
squares of movement to.move through a square with a wide 
hedgerow; creatures that sicceed on a DC 40 Climb check need 
only 2 squares of movement.to.mave through the square. 


‘SAMPLE TEMPERATE MARSH ENCOUNTER TaaLe (EL 9) 


4% Encounter ‘Average EL 
01-07 eleven headed hydra 10 
98-11 163 mohrgs 10 
1215 young adult black dragon 3 
16-19 1d4s2 Sth-levelkobold sorcerer NPCs 9 
20-30 143 chuuls py 
338143 medusas 9 
39-45, 1442 Sth-level goblin rogue NPCs 9 
46-53 1d specties 9 
54-63 Id4willo.wisps 3 
64-70 1d gray render zombies 3 
7-81 Vgrayrender 8 
82-91} hag covey (sea hag, annis, green hag) 8 
92-97 244 harpies 8 

98-100 _1 shambling mound 6 


Other Marsh Terrain Elements: Some marshes, particulay 
‘swamps, have trees just as forests do, usually clustered in small 
stands, Paths lead across many matshes, winding. 0 avoid bog, 
teas. As in forests paths allow normal moxement and dont pro- 
vide the concealment that undergrowth does, 

Stealth and Detection in a Marsh: Ina moor, the maximum 
istance.at which.a Spot check for detecting the nearby presence 


of others can succeed is 6d6xt0 feet Ina swamp, this distance is 
2810 fee 

Undergrowth and deep bogs provide plentiful concealment, so 
it easy 0 hide ina marsh 

‘A marsh imposes no penaltes on Listen checks, and using the 
Move Silently skills more dificult in both undergrowth and bogs, 


HILLS TERRAIN 
A hill can exist in most other types of terrain, but hills can also) 
dominate the landscape. Hills terrain is divided into two cate: 
gories; gentle hills and rugged hil, Hill cerran often serves as 
transition zone between rugged terrain such as mountains and flat 
ternain such as plains, 

Hills eran requires extra forethought on your par because play 
‘ers will naturally want to know which direction is uphill, The table 
below indicates typical percentages of gradual and steep slopes in 
hills terrain, but youll wang to draw your map carefully so uphill and. 
downhill are clear and logical, The percentages below include no} 
{prison for at space, but you may want che tops of your hills 
the bortoms of your valleys to have at least afew squares of flat space. 


Hives Terrain FEATURES 


— Hills Category— 
Gentle Hill Rugged Hill 
Gradual slope 15% 40% 
Steep slope 20% 50% 
lit 3% 1036 
[Light undergrowth 15% 18% 


To draw hills terrain quickly, decide where you want your bill: 
tops and valleys to be, then surround them with sings of gradual 
slope and steep slope squares. Ifyou use cfs, pucthem next to or 
‘within steep slope squates Finally craw arrows pointing downhill 

Gradual Slope: This incline isn steep enough to affect move- 
‘ment but characters gain. +4 bonuison melee attacks against foes 
downhill from them, 

Steep Slope: Characters moving uphill (ton adjacent square 
of higher elevation) must spend 2 squares of movement to.enter. 
‘each square of steep slope, Characters sunning or charging down: 
hill (moving to an adjacent square of lower elevation) must sc 
‘eed on a DC 10 Balance check upon entering the first steep slope. 
square, Mounted characters make.a DC 10 Ride check instead 
‘Characters who fail this check stumble and must end their move 
mont 1423s feet liter, Characters who fail by 5 ot more fll prone 
in the square where they end their movement 

‘Astegp slope increases the DG of Tumble checks by 2. 

CCE: A cliff typically requites a DC 45 Climb check to seale and 
14410 feet al alehough the needs of your map may mandate a 
taller cliff. cliff isnt perfectly vertical taking up Sfoot squares if 
ith Jess char 30 fect tll and.10-o0t squares if its 30 feet or tlle. 

Light Undergrowth: Sagebrush and other serubby bushes 
‘grow on hills, athough they rately cover the landscape as they do 
Jn forests and marshes. Light undergrowth provides concealment 
and increases the DC. of Tumble and Move Silently checks by 2. 

‘Other Hills Terrain Elements: Trees arent ott of place in hills 
terrain and valleys often have active streams (5 t0 10 feet wideand 
1no more than 5 feet deep) or dry steambeds treats trench 5 to 
10 feet across) in them. Ifyou add a stream ot streambed, remem: 
bee that water always flows downhill 

Stealth and Detection in Hills: In gentle hills the maximuim 
distance at which a Spot check for detecting the nearby presence 
‘of others can succeed is 2d10Xt0 fect, In rugged hills this dis: 
tance is 24610 fet 

Hiding in hills terrain can be diffculrifthere isituundergrowth, 
‘around, A hilltop or ridge provides enough cover to hide from 
anyone below the hilltop or ridge. 

Hills don affect Listen or Move Silently checks, 


SAMPLE TEMPERATE Hitts ENCOUNTER TABLE (EL 5) 


d%__ Encounter ‘Average EL 
01-02 1 Young copper dragon 7 
03-05 1 bulette 1 
06-09 Thill giant 7 
10-17 143 displacer beasts 6 
18-27 143 griffons 6 
234 Vwyvern, 6 
35-44 Sthvdevel human bard NPC 5 
45-58 _T ogre and 1d4+2 habgoblin warriors. 5 
59-68 103 ogre zombies 5 
677 Vast “f 
78-85 1d3 wights 5 
46-95, 163 hippogrifis 4 
96-100 1 doppelganger 3 


MOUNTAIN TERRAIN 

The three mountain terrain categories are alpine meadows, 
{rugged mountains, and forbidding mountains. As characters 
Jhscend into mountainous area they'c likely to face each terrain 
category in turn, beginning, with alpine meadows, extending. 
through rugged mountains and reaching forbidding mountains 

near she summit 
To deawa map_for mountain terrain, use-the percentages in 
the table below to arrange the terrain elements.As with hills 
terrain, youll want to pay close attention to uphill and downhill, 
{dentifying the direction of descent on slopes. Gentle slopes. 
steep slopes, clifis.and chasms are mutually-exclusive, Either of 
the slope types may have undergrowth, scree, or dense rubble 

ont 

Mountains have an important terrain element, the rock wall, 
that is marked on the border berween squares rather than taking 
‘up squares itself. After you draw the other terrain elements on the 
‘map, add rock walls, placing them within or adjacent to.steep 

slopes and elif 


MOUNTAIN TERRAIN FEATURES 
Mountain Category 


‘Alpine Meadow Rugged Forbidding 

Gradual slope 50% 25% 159% 
Steep slope 40% 559% 55% 
Cur 10% 159% 20% 
Chasm = 3% 109% 
Light undergrowth 20% 10% pa 

Seree = 20% 30% 
Dense rubble - 20% 30% 


Gradual and Steep Slopes: These function as described in 
Hills Terrain, above 

Cif These terrain elements also function like their hills rer 
rain counterpatts, but they'te typically 2d6xt0 feet tall. Cliffs 
taller than 80 feet take-up 20 feet of horizontal space 

Chasm: Usually formed by-natural geological processes, 
‘chasms function like pits in a dungeon setting. Chasms arent 
hidden, so characters wont fall into them by accident (although 
bull rushes ate another story), A typical chasm is 2d4xt0 feet deep, 
at least 20 feet long, and anywhere from 5 fect to 20 feet wide. It 
takes a DC.15 Climb check to climb out ofa chasm, 

1n forbidding mountain terrain, chasms are typically 24810} 
feet deep, | 

‘Light Undergrowth; this functions as described in Forest Te 
‘in, above 4 

Scree:A field of shifting gravel, scree doesnitaffectspeed, butt) 
can be treacherous on.a slope. The DC of Balance and Tumble: 
checks increases by 2f theres scree on a gradual slope and by $f 
‘there’ scree-on.asteep slope. The DC of Move silently checks in 
creases by 2 ifthe scree ison a slope of any kind. 


Dense Rubble: The ground is covered with rocks of al sizes. It landslide oravalanche consists of rwo distinct areas: the bury 


costs 2 squares of movement to.enter a square with dense rubble. zone (in the direct path of the falling debris) and the slide zone 

‘The DC of Balance and Tumble checks on dense.rubble increases _(the area the debris spreads out to encompass), Characters in the 

by 5,and the DC of Move Silently checks increases by =2 bbury-zone always rake damage ftom the avalanche; characters in 
Rock Wall: A vertical plane of stone, rock walls requite DC 25| the slide zone may be able to get out ofthe way. 


Climb checks to ascend, A typical rock wall is 2d4%10 feet ral in| | Characters in the bury zone take 846 points of damage, or half 
rugged mountains and 2d8x40 feet tall in forbidding mountains,| [that amount if they. make a DC.15 Reflex save, They are subse- 


\Rock walls are drawn on the edges of squates, not in the squates| [quently buried (see below 
{themselves | Characters inthe sldezone take 36 points of damage, or no damage. 
Cave Entrance: Found n liffand steep slope squares and next. {they make a DC.15 Reflex save. Those who fil heir savesare buted, 
to.rock walls, cave entrances are typically between 5 and 20 eet Buried characters take 1d6 points of nonlethal damage per 
‘wide and s feet deep. Beyond the entrance, a cave could be any: minute. Ifa buried character falls unconscious, he or she must 
thing from a simple chamber‘o the entrance toan elaborate dun make a DC 15 Constitution check or take 1d6 points of lethal 


‘eon, Caves used as monster lai typically have 13 rooms th damage each minute thereafter until freed or dead, 
are td410 feet actos, The typical avalanche has a width of 16100 feet, from.one 

‘Other Mountain Terrain Features: Most alpine meadows _ edge ofthe slide zone to the opposite edge. The bury zone in.the 
begin above the tree line, so tees and other forest elements are. {center ofthe avalanche is half as wide a the avalanche’ full width 


[rate in.the mountains. Mountain terrain can include active} Tp determine the precise location of characters in the path of an 
{streams (s-to.10 fer wide and no mote than $ feet deep) andy! avalanche, roll 14620, the result isthe number of fet from the 


streambeds (teat asa trench $ t0 10 feet across), Particularly! center ofthe path taken by the bury. zone to the center of the 
high-altitude areas tend to be colder than the lowland areas that| partys location. Avalanches of snoweand ice advance at speed of 
surround them, so they may be covered in ice sheets (described S00 feet per round, and rock avalanches travel ata speed of 250, 
below), feet per round. 


Stealth and Detection in Mountains: As guideline, the 
‘maximum distance in mountain terrain at which a Spot check for Mountain Travel 


slotecting the.nearby presence of others.can succeed is 4d10x10 High altitude can. be. extremely fatiguing—or sometimes 
feet, Certain peaks and ridgelines afford much better vantage, deadly —tocreatutes tha aren used to it. Cld hecomnes extreme, 
{points, of course, and twisting valleys and canyons have much _jand the lack of oxygen in the alr can wear-dovn even the most 
shorter spotting distances. Because there’ little vegetation to hardy of warriors 
obstruct line of sight, the specifics on your map are your best ‘Acclimated Characters: Creatures accustomed to high alt: 
guide for the range at which an encounter could begin, tude generally fare better than lowlanders, Any creature with an 
‘Asinhills terrain, aridge or peak providesenoughcovertohide Environment entry. that includes mountains is considered native 
{from anyone below the high point tothe area, and acclimated tothe high altitude, Characters can also 
Its easier to heat faraway sounds inthe mountains. The DC of acclimate themselves by living at high altitude fora month. Char 
Listen checks incteases by 1 pet 20 feet between listener and acters who spend more than two months away fromthe moun: 
source, not per 10 feet. tains must reacclimate themselves when they return 
‘Undead, constructs and other creatures tat do nos breathe are 
SAMPLE CoLD MOUNTAINS ENCOUNTER TABLE (EL 11) immune to altitude effects 
4% Encounter ‘Average EL, Altitude Zones: In genera, mountains present three possible 
01-041 beholder Ww altitude bands: low pass low. peak/high pass, and high peak, 
05-07 1 young adul silver dragon 3 Low Pass (lower than 5,000 fel): Most travel in Jow mountains 
08-19 163 Yothevelhalf-orebarbatan NPCS 2 takes place in low passes.a zone consisting largely of alpine mead: 
20-29 1 devourer " cows and forests. Travelers may find the going difficult (which is 
30-47 143 frost ants ” reflected in the movement modifiers far traveling through moun: 
48-58 1d greater shadows n tains), but the altitude itself has no game effect 
59-75 Voll hunter n Low Bakar igh us (000015 00 fet): Ascending to the high 
76-88 th-evel drow wizard NPC n est slopes of low mountains, or most normal travel through high 
and } shield guaran, ‘mountains falls nto this category. All nonacclimated creatures 
89-100 2d trols 9 Tabor to breathe in the thin airat this altitude. Characters must 
succeed on a Fortitude save.each hour (DC 15, +1 per previous 
Avalanches (CR 7) check) or be fatigued. The fatigue ends when the character de 
‘The combination of high peaks and heavy snowfalls means that _scends toan altitude with more a. 
avalanches are adeadly peril in many mountainous areas. While ‘Aclimated characters do not have toattempt the Fortitude save 
avalanches of snow and ice are.common, its also possible to have igh Peak (more than 1,000 et) The highest mountains exceed 
an avalanche of rock and sail. 20,000 fet in height, At these elevations, creatures are subject 0 
Anavalanche can be spotted fromas faraway as 1d10%00 feet both high altitude fatigue (as described above) and alitude sick: 
downslope by a character who.makesa DC.20 Spot.check, treat ness, whether or not they're acclimated to high altitudes 
ing the avalanche 25a Colossal creature, Lall characters fail thei ‘Altitude sickness represents long-term oxygen deprivation, and 
Spot checks to determine the.encounter distance,the.avalanche it affects mental and physical ability scores, After each s-haur| 
smoves closet to them, and they automatically become aware of it period a character spends at an altitude of over 15,000 feet, he 
‘when itcloses to half the original distance, must succeed on a Fortitude save (DC. 45, +4 per previous checl) 
| tes possbleo hearanavalanche coming even ifyoucancseeit.. or take point of damage toall ability scores i 
{Under optimum conditions (no other loud nojses occurring), a, Creatures acclimated to high altitude receive.a +4 competence | 
[character who makesa DC.1S Listen checkcan hear the avalanche | _!bonus.on their saving throws to resist high altitude effects and. 
or landslide when itis td6x500 feet away.Thischeck mighthavea, altitude sickness, but eventually even seasoned mountaineers 
DC of 20, 25,.0r higher in conditions where hearing is dificult) _[mustabandon these dangerous elevations, 


(suchasin the middle of a thunderstorm), 


DESERT TERRAIN ‘flat ground surrounded on all sides by cliffs and steep slopes.(de- 


Desert terrain exists in warm, temperate,and.coldclimates,burall _scribed in. Mountain Terrain, above). Sandy deserts sometimes, 
deserts share one common tat litle ain.The threecategoriesof _have-quicksand: this functions as described in Marsh Terran, 
desert rerrain are tundra (cold deserts). rocky desert (often tem- above, although desert quicksand is a waterless mixture of fine 
perate), and sandy desers(ofien warm). | [sand and dust. All desert terrain is crisscrossed with dry 
{streambeds (reatas teenches 510.15 feet wide) that fill with water 
Desert TERRAIN FEATURES [Jon the rare occasions when rain falls 
—— pesert category — Stealth and Detection in the Desert: In general the maxi: 
Tundra Rocky Sandy ‘mum distance in desert terrain at which a Spot check for detect: 
Light undergrowth 15% 536 5% ing the nearby presence of others can succeed is 66x20 fect:| 
Ice sheet 25% — = beyond this distance, elevation changes and heat distortion in 
LUght rubble 38 30% 10% war deserts makes spotting impossible. The presence-of dunes 
Dense rubble = 30% 336 in sandy deserts limits spotting distance to d6xh0 feet 
Sand dunes - - 50% ‘The desert imposes neither bonuses nar penalties on Listen or 
Spot checks. The scarcity of undergrowth or other elements that. 
SAMPLE Warm Deserr ENCOUNTER TABLE (EL 7) offer concealment or cover makes hiding more difficult. 
%__ Encounter ‘Average EL 
01-07 androsphine 5 Shndstorms 
{03-15 gynasphins 5 |A.sandstorm reduces visibility to 1d40%5 feet and provides a 
16-23 143 arias ‘ penalty on Listen, Search, and Spot checks. A sandstorm deals 143 
24-3) 1d3-baslsks ? points of nonlethal damage pet hour to.any-creatures caught in 
32-41 etlosphinx 7 the open, and leaves thin coating of sand in its wake. Driving. 
42-49 —_Sthlevel human monk NPC ? sand creeps in.through all but the most secure seals and seams, 10, 
and Sthlevel himan bard NPC chafe skin and contaminate-caried geat. 
50-57 1fesh golem 7 
58-69 1d hieracosphinyes 7 PLAINS TERRAIN, 
70-80} Huge monstrous scorpion (vermin) 1 Plains are where most civilizations flourish, s0-they are often set 
351-88 1d3 jann (gene) 6 tled, Plains come in three categories: farms, grasslands, and battle: 
89-96 1d4e2 Large monstrous scorpions (vermin). 6 fields, Fs are common in settled areas, of course, while gras 
97-1001 mummy $ lands represent untamed plains. The bartlefields where large. 
armies clash are temporary places, usually reclaimed by natural, 
Tundra differs from the other desert categories in.two impor- vegetation or the farmer's plow, Battlefields representa thir ter 
tant ways. Because snow and ice cover much of the landacape, its rain category because adventurers tend to spend alot of ime. 
‘easy to find water. And during the height of summer, the per- there, not because they're particularly prevalent. 
mafrost thaws toa depth of afoot or so, turning the landscape into The table below shows the proportions of terrain elements in 
avast eld of mud, The muddy cundraafects mavementand skill che different categories of plains. On a farm, light undergrowth 
tuse as the shallow bogs described in. marsh terrain,although represents most mature grain crops, so farms growing vegetable 
there Lite standing wate. crops will have lss light undergrowth, as willall farms during the 
The able above describes terrain clements found ineach ofthe). time between harvest and afew months after planting, 
three desert categories. The percentages are intended to guide: The terrain elements in thetable below are mutually exclusive. 


your map-drawing; dont roll for each square, The terrain ele 
ments on this table are mutually exclusive; for instance, a square” PLAINS. TERRAIN FEATURES. 


of tundra may contain either light undergrowth or an ice sheet, Phins Category 
but not both. Farm Grassland Batted 

Light Undergrowth: Consisting of scrubby, hardy bushes ght undengiowil 40% 20% 10% 
and cacti, ightundergrowth functionsasdescribed for other ter Heavy undergrowth — 10% = 
sain types, phi rabble = = 10% 

Ice Sheet: The ground is covered with slippery ice. costs 2. Trench 556 = B 
squares of movement toentera square.covered by an icesheetand Berm - _ 5% 
the DC of Balance and Tumble checks there incteases by 5. DC 
10 Balance check is required to nin or charge across an ice sheet. Undergrowth: Whether: they’ crops or natural vegetation, 

‘Light Rubble: Small rocks are strewn across the ground, he ral grases.of the plains function like light undergrowth in « 
‘making nimble movement more difficult more difficult. The DC forest. Particularly. thick bushes form patches of heavy under: 
of Balance and Tumble checks increases by 2, growth that dot the landscape in grasslands, 

Dense Rubble: Ths teain feature consists of mote an larger Light Rubble: On the battlefield light rubble usually repre 
stones, Ircosts 2 squares of movement toentera square with dense sents something that was destroyed: the ruins of a building ot the 
rubble. The DC of Balance and Tumble checks increases by S.and scattered temnants of a stone wall, for example, It functions as. 
the DC of Move Silently checks increases by 2 described in the desert errain section above. 

Sand Dunes: Created by.the action of wind on sand, sond “Trench: Often dug hefore » battle to protect soldiers, a tnnch| 
dunes function as hills that move, Ifthe wind is strongand con functions.as a law wall, except that it provides no cover against| 
sistent, a sind dune can move several bundred feet in.aweek’s. adjacent foes Itcosts2 squares of movement to leavea trench, but] 
|time, Sand dunescan cover hundreds of squares. theyalwayshave _itcosts thing extra o enter one. Creatutes outside atrench who), 
{a gentle slope pointing inthe direction of the prevailing wind and. make ameleeatiack against creature inside the trench gain a +1 
steep slope on the leewand side bpanus an melee attacks because they have higher ground. 

Other Desert Terrain Features: Tundra is somerimes bor ‘farm terrain, trenches are generally irrigation ditches 
dered by forests, and.the occasional tee isnt out of place in the Herm: A common defensive structure, a berm is a low, earthen 


cold_wastes. Racky deserts have towers and mesas consisting of, wall that slows moyement and provides 1 measure of cover. Puta 


berm on the map by drawing two adjacent rows of steep slope 
(described in Hills Terrain, above), with the edges of the berm on 
the downhill side. Thus, a character crossing a nvo-square berm 
will ravel uphill for 1 square, then downhill for 4 square. Two- 
square berms provide caver as low walls for anyone standing, 
behind them, Larger berms provide the low wall benefit for 
anyone standing t square downhill from the top of the berm. 

Rences: Woosen fences are generally used to contain livestock 
‘ot impede oncoming soldiers t costs. an extra square of move: 
ment tcassa wooden fence. stone fence providesa measure of 
‘cover as well, functioning as low. walls, Mounted characters can 
‘cross. fence without slowing their movement if they succeed on 
‘ADCS Ride check, I the check fall, the steed crosses the fence, 
bur the rider falls outof the saddle 


SAMPLE TEMPERATE PLAINS ENCOUNTER TABLE (EL 4) 


4% Encounter ‘Average EL 
(01-03 1 halfdragon,ath-level human fighter 6 
[o+-o8 14442 worgs 6 
09-13 143 cockatrices 5 
14-19 143 Jocust swarms 5 
20-26 Sthlevel human paladin NPC 5 
27-35 103 blink dogs 4 
36-44 143 giant soldier ants 4 
45-57 Idéed goblins 4 
58-69 1d wererats (ycanthrope) 4 
70-78 | vampire spawn 4 
| 79-86 Vallip 3 
| 87-94 1 ankhes } 
95-100 1d gol 3 

Other Plains Terrain Features: Occasional tes dor the land! 


‘scape in many plains although on battlefields they're often felled 
to provide raw material for siege engines (described in Urban Fea 
tutes, page 99). Hedgerows(lescribed in Marsh Terran. page 88) 
ae found in plainsas well Streams, generally 10 20feet wide and 
5 to10 eet deep, are commonplace. 

Stealth and Detection in Plains: in plains vermin, the maxi 
mum distance at which a Spot check for detecting the nearby. 
presence of others can succeed is 6d6X40 fect, although the 
specifics of your map may.testrict line of sight 

Plains terrain provides.no bonuises or penalties on Listen and 
Spot checks. Cover and concealment are not uncommon, 50 a 
ood place of refuge is often nearby, if not right at hand. 


AQUATIC TERRAIN 
‘Aquatic terrain isthe least hospitable to most BCs because they eat 
breathe there, Characters areas likely to ind themselves unwillingly 
hrustnto the water (when it at the bottom of apt, for example) as 
they ae 10 intentionally seek adventure under the waves, 


‘TABLE 3=22: COMBAT ADJUSTMENTS UNDERWATER 


when grappling 


3 Creatures have firm footing when walking along the bottom 


‘Medium, and half that for each size category smaller than Medium, 


‘Aquatic terrain doesnit offer the variety that land terrain does 
The acean floor holds many marvels, including undersea ana- 
logues of any of the terrain elements described earlier in this sec- 
tion, Bur if your characters find themselves in the water because 

{they were bull rushed off the deck of a pirate ship, the tall kelp 

[beds hundreds of feet below shem dont matter. 

‘Accordingly, these rules simply divide aquatic terrain into two 

‘categories: flowing water (such as streams and rivers) and non 
flowing water (such as lakes and oceans), 


‘SAmpLe TempeRare AQUATIC ENCOUNTER TABLE (EL 8) 


4% Encounter Average EL 
01-04 1 juvenile bronze dragon 3 
05-08 1 dragon turtle 3 
09-17} giant squid (animal) 9 
18-28 1 glant octopus (animal) 8 
23-39 1442 sea cats 8 
40-56 Id4+2 Huge sharks (animal) 4 

| $770 2444 tritons 4 
71-83 1 eachalot whale (animal) 7 
84-94 water naga 7 

95-100 1d4:merrow (ogre) 6 


Flowing Water: Large, placid rivers moye.at only a few miles 
per hour, they function as still water or most purposes. But 
some rivers and streams are swifter; anything floating in them 
moves downstream ata speed of 10 to 40 feet per round, The. 
fastest rapids send swimmers bobbing downstream at 601090 feet 
per round. Fast rivers are always a least rough water (Swimm DC 
15), an whitewater rapid ae stormy water (Swim. DC 20) 

Ifa character is in moving water, move he dawnstream the 


indicated distance at the.end of her turn, A character trying to 
maintain her position relative to the riverbank can spend some or 
all of her turn swimming upstream, 


Swept Away: Characters swept away by a river moving 60 feet 
per round or faster must make DC: 20 Swim checks every round t0 
tvold going under. Ifa character gets a check result of § or-more 
‘over the minimum necessary, he arrest his motion by catching a 
rock, tre limb, ot bottom snag—he is no longer being cartied 
slong by the flow of the water. Escaping the rapids by reaching the 
bank requires three DC 20 Swim. checks in.a row. Characters 
frrested by a rock, limb, or-snag canit escape tinder their own 
power unless they strike out into the water and attempt to swim 
their way cleat, Other characters can rescue them as if they were 
trapped in quicksand (described in Marsh Terrain, above). 
Nonflowing Water: Lakes and oceans simply require a swim 
speed or successful Swim checks to move through (DC 10 in calm 
‘water, DC.AS in rough watet, DC 20n stormy water). Characters 
need a way to breathe if they're underwater; falling that, they risk 
drowning (see Drowning, page 304), When underwater, charac 


‘Attack/Damage 

Condition Slashing or Bludgeoning Tal Movement Off Balance?* 
Freedom of movement ‘rormal/normsl ‘oral normal normal No 

Has a swim speed =2half riormal, normal No 
Successful Swim check 2a =2yhalf ‘quarter or half No 

Firm footing® -2phalt -2phalh half. No 
None ofthe above -2yhalt ~2yhalf ‘normal Yes 


1 A creatute without a freedom of movement effects ora swim speed makes grapple checks underwater at a -2 penalty, but deals damage normally 


2A successful Swim check lets a creature move one-quarter its speed as a move action ofanehalfits speed asa fullround action, 
braced against a ship's hull or the lke, A creature can only walk along the bottom it 
\t wears or caries enough gear to weigh itself down—at least 16 pounds for Medium creatures, twice that foreach size category larger than 


4 Creatures failing about in the water (usualy because they file thet Swim checks) have a hard time fighting effectively, An off balance creature 
loses its Dexterity bonus to Armor Class, and epponents gain a +2 bonus on attacks against it 


jon as if they were flying with perfect 


ters can move in any dire 
maneuverability 

Stealth and Detection Underwater: How far you can see 
pends on the water’ clarity. As. guideline, crea 
4.0 feet ifthe water fs clear,and 1dSxt0 feetifit 


underwater de 


murky. Moving water is always murky, unless it in.a particularly 


large, slow-moving river: 
It's hard to find cover or concealment to hide underwater 
‘except along the seafloor), Listen and Move Silently checks func: 
‘on normally underwater 


An invisible creature dis 
ped “buble 
rill has c 


Invisibility. 
visible xe the water was displaced. Th 


Lanal-based creatures can have considerable 
difficulty when fighting in water, Water 
affects. a creature's Armor Class, aac 

roll: 


a creature's oppo 


bonus on attacks, 
The effects are sum: 
marized in the 
accompanying 
table, They app! 
whenever a chara 


walking in chest 

deep water, or wal 

ing along the bottom. 
Ranged Attacks 

Underwater: Thrown 

weapons ate ineffective 

underwater, even when 

launched from land, 

Attucks with othe 


ranged weapons take a~2 
penalty on attack rolls f 
every § feet of water they pass 
through, in addition to the 
mal penalties for range 
‘Attacks from Land: Char 
acters swimming, floating, 
treading wateron the surface, or 
‘wading in water at least chest deep, have improved cover (+8 bon 
10 AC from opponents on land, Land. 


bound oppo 


4 bonus on Reflex save 
nts wha have freedom of movement effect 


pets in the water. A 


cover when making melee aticks against 


completely submerged creature has total caver against opponents 


on land unless those opponents have freedom of movement effects 


Magical effects are.unaffected excep for those that require artack 


rolls (which are treated like any. other effects) and fire effects, 
Fire; Nonmagical fire (including alchemist’ fi 


burn underwater. Spells or spell-like effects with the fire de 


criptor are ineffective the caster makes a 
Spelleraft check (Dc 
spell creates a bubble of steam instead of its usual fiery effect, b 


spell level). Ifthe check succeeds, the 


otherwise the spell works as described. A sup 


Js ineffective uni unless its description states otherwise 
he surface of a body of water blocks line of effect fi 
spell. Ifthe caster has made a Spelleraft.check to make the fire 


spell usable underwater, the surface still blocks the sp 
sxampleafinebll cast underw 
above the surface 


fect, Fox cannot be targeted at 


In many-wilderness areas, river floods ae 
In spring, an enormous snowmelt can engorge the streams and 
rivers it feeds. Other catastrophic events such 
storms or the destruction of asdam can create floods 
and swifter. As 


During a flood, rivers become wider, dee 
sume that a river rises by 1dL0+40 feet during the spring flood, 
andl its width increases by-a factor of 1d4xs0M%. Fords may disap 
peat for days, bridges may be swept away, and even ferries might 


nage the crossing ofa flooded river 


A river in flood makes Swim checks one category harder (calm. 


water becomes rough, and rough water becomes storm). River 
WEATHER 
Sometimes weather can play an 

important role in an.adven 


tracks, a thunders 
nce the adventurers to seek 
hhelter,or-a gale can dela 
theie ship from 


conditions in.a particular 
Local_condlitions 


where litte p 
on fall 


pita 
Table 3-23: Ran 
dom Weather 

appropriate 
weather table 


wn weather tables. Terms on that table are 


ow 
Calms: Wind spe 
Cold: 8 

degree 


‘Cold Snap; Lowers temperature by =10" F 
Downpour, Ireatas rain (see Precipitation, below), but conceal 
in 


above). A sosynpour last 
10°F 
Fahrenheit during the day, 10 t 


n create floods 
Heat Wav 
Hot: Between 85° and 


Raises ten 


degre ight 
Moderate: Between 40 
t0 20 degrees colder ar night. 
Powerful Storm (Win 
d speeds are aver 0 mp 


and 60° Fahrenheit during the day, 10 


orm/Slizzant/Hurvicane/ Torna 
ee Table 3-24: Wind Effects). In 
a,blizzandsare accompanied by heavy snow (1d3 feet), and 
hurricanes ate accompanied by downpours (see above), Wind 

Hurricane 


ims last for 1d houss, Blizzards last for 103 
can last for up toa week, but their major impacton characters 


2 riod when the center 


mT 


of the sto 


come in.a 24-t0-48-ho 
through thei area. Tornados 


minutes), typically forming as part of a thunderstorm system, 


mos are very short-lived (1d6x10 


‘TasLe 3-23: RANDOM WEATHER 


os Weather Cold Climate Temperate Climate! Desert 

01-70 Normal weather Cold, calm ‘Normal for season? Hot, calm 
71-80___Abnormal weather Heat wave (01-30) or cold snap (31-100) __ Heat wave (01-50) oc cold snap (51-100) Hot, windy 
81-90 Inclement weather __Pecipitation (snow) Precipitation (normal fr season) Hot, windy 
91-88. Storm Snowstorm Thunderstorm. snowstorm? Duststorm 
100 Powerful storm Blizzard Windstorm, blizzard hurricane, tornado Downpour 


1 Temperate includes forest. hills. marsh, mountains plains. and warm aquatic 


2 Winter is cold, summer is warm, spring and autumn are temperate. Marsh regions are slightly warmer in winter, 


Precipitation: Roll dt to determine whether the precipita 
{tion is fog (01-30), rain/anow (31-90), or sleet/bail (91-00). 
Snow and sleet occur only when the temperature is 30° Fahren 
heit or below. Most precipitation lasts for 44 hours. By contrast, 
hail lasts for only-1420 minutes but usually accompanies 1d8 
hours of rain 
Storm (Diststorm/Snowstorm/Thunderstorm): Wind speeds are 
{severe (30.10 50.mph) and visibility is cur by three-quarters.) 
{Storms last for 244-1 hours, See Storms, below, for more details | 
{CWarm: Between 60" and 85" Fahrenheit during the day, 101020 
degrees colder at night 
‘Windy: Wind speeds are moderate to strong (1010 30 mph): see 
“Table 3-24 on the following page 


Rain, Snow, Sleet, and Hail 
Bad weather frequently slows or halts travel and makes it virtw 
[ally impossible to navigate from one spot to another. Torrential 
[downpours.and blizzards obscure vision.as effectively as a 
dense fos. 

‘Most precipitation is rain, but in cold conditions itcan manifest 
{as snow sleet, or hail. Precipitation of any kind followed by acold 
‘nap in which the temperature dips from above freezing to 30° F 
or below may produce ie (see Cold Dangers, page 302), 

Rain: Rain reduces visibility ranges by half, resulting in a ~4 
penalty on Spot and Search checks. It has the same. effect on 
flames, ranges! weapon attacks, and Listen checks as severe wind 
(see.the following page) 

‘Snow: Falling snow has the same effects on visibility, ranged 
weapon attacks and skill checks as rain, and it cost 2 squares of 
movement to enter a snow-covered squate. A day of snowlall| 
leaves td6 inches of snow on the ground. 

Heavy Snow: Heavy snow has the sume effects as normal snow 
fall, but also restics vsbility as fog does (see Fog, below). A day 
of heavy snow leaves 14 feet of snow.on the ground, and it costs 
4 squares of movement fo enter a square covered with heavy snow. 
Heavy snowaccompanied by strong or severe winds may result in 
snowdrifts 1d4%S feet deep, especially in and around objects big 
enough to deflect the wind—a cabin or a large tent, for in 

There is. 10% chance that a heavy snowfall accompanied by 
Htightning (see Thunderstorm, below) 

‘Snow has the sae effect on flames as moderate wind (se the fa 
lowing page) 

Slee: Essentially frozen rain, sleet has the same effect as rain 
while falling (except that its.chance to extinguish protected 
flames is 75%) and the same effects snow once on the ground. 

Hai: Hail does not reduce visibility, but the sound of falling hail 
sakes Listen checks more difficult (-+ penalty), Sometimes (5% 

chance) hail can become large enough ta.deal 1 point of lethal 
damage (per storm) ro anything in the open, Once.on the ground, 
{hail has the stme effecton movement as snow, 


Storms 
‘the combined effects of precipitaion (or dust) and wind that a 
[company.all storms reduce visibility ranges by three quarters, 
imposing a8 penalty on Spot, Search, and Listen checks. Storms 
make.ranged.wweapon attacks impossible, except for those using | 
siege weapons, which have a~4 penalty on attack rolls They auto- 


matically extinguish candles, torches, and similar unprotected | 
flames They cause protected flames, sich as those of lanterns, to 
dance wildly and have a S0% chance to extinguish these lights. See 
Table 3-24: Wind Effects for possible consequences to.creatures 
caught outside without shelter during such a storm. Storms ae, 
divided into the following three types 

DDussiorm (CR3); These desert storms differ from other storms 
Jim that they have no precipitation, Instead, a duststorm blows fine 
{rains of sand that obscure vision, mother unprotected flames, 
{and can even choke protected flames (50% chance), Most dust- 
storms dre accompanied by severe winds (see the following page). 
and leave behind.a deposit of 1d6 inches of sand, However, there 
{6.2 10% chance for a greater duststorm to be accompanied by 
Windstorm:magnitude winds (see Table 3~241 Wind Effect), 
These greater duststorms deal td3 points of nonlethal damage 
cach round to anyone caught out in the open without shelter and 
also posea choking huzard (sce Drowning, page 304—except that 
a.character with ascatf or similar protection across her mouth.and. 
nose doesnot begin to choke until after a numberof rounds equal 
to 10% her Constitution score). Greater duststorms leave. 203-1 
feet of fine sand in.their wake 

‘Shoustorm: In addition to the wind and precipitation common: 
to other storms, snowstorms leave 16 inches of snow on the 
‘round afterward. 

lestorm: In addition to wind and precipitation (usually 
sometimes also hail), thunderstorms are accompanied 
ng that ean pose a hazard to characters without proper 
shelter (especially those in metal armor). Asa cule of thumb, 
assume one bolt per minute for.a.1-hour petiod atthe center of 
the storm. Euch bolt causes electricity damage equal to 1410 
cight-sided dice. One in ten thunderstorms is accompanied by « 
tornado (see below), 

Powerful Storms: Very high winds and torrential precipita 
tion reduce visibility to zero, making Spot, Search, and Listen 
checks and all ranged weapon attacks impostible. Unprotected 
flames are automatically extinguished, and protected flames have 
117% chance of being doused, Creatures caught in the area must 

ake a 1.20 Fortitude save or face the effects based on the sie of 
the creature (see Table 3-24), Powerful storms are divided into the 
following four types. 

‘Windstonn: While accompanied by litle or no precipitation, 
windstorms can cause considerable damage simply through the 

fheie wind, 
Blizzar: The combination of high winds, heavy snow (typically 
113 feet) and bitter cold (see Cold Dangers, page 302) make bliz- 
zards deadly for all who are unprepared for them, 

‘Hurricane: In addition to yery high winds and heavy rain, hur 
canes ate accompanied by floods (see page 93), Most adventuring 
activity is impossible under such conditions 

Tornado: One in ten thunderstorms is accompanied by 
tornado, 


Fog 

‘Whether in the form of low-lying cloud ora mistrising from the 
aground, fog obscures all sight, including datkvision, beyond 5 
[feet. Creanutes 5 feet away have concealment (attacks by or against 
‘them havea 20% miss chance) 


Tape 3-24; WIND EFFects 


Wind Wind Ranged Attacks 
Force Speed ‘Normal/Siege Weapons? 
Light 0-10 mph a 
Moderate 11-20 mph i 

strong, 21-300mph a 

Severe 31-50mph 4i— 
Windstorm $1-74 mph Impossible/-4 
Huricane 75-174 mph Impossible/-8 
Tornado 175-300 mph Impossible/impossible 


Wind Effect Fort Save 
Creature Size? ‘on Creatures oc 
‘Any ‘None = 
Any None = 
Tiny or smaller Knocked down 10 
Small of larger None 
Tiny Blown away 15 
Small Knocked down 
‘Medium Checked 
Large or larger None 
Small or smaller Blown away 8 
Medium Knocked dawn 
Lange or Huge Checked 
Gargantuan or Colossal None 
Medium or smaller Blown away 20 
Large ‘Knocked down. 

Huge Checked 

Gargantuan or Colossal ‘None 

Large or smaller Blown away 30 
Huge Knocked down 

Garganituan 6 Colossal Checked 


1 The siege weapon category includes ballista and catapult attacks as well as boulders tossed by giants. 
12 Flying or stborne creatures are treated as one size category smaller than their actual size so an alrborne Gargantuan dragon ls treated as Huge 


for purposes of wind effects 


Checked: Creatures are unable to move forward against the force ofthe wind. Flying creatures are blown back 146%5 feet. 
Knocked Down: Creatures are knocked prone by the force ofthe wind. Flying creatures are instead blown back 1d6x10 fet. 

Alown Away: Creatures on the ground are knocked prone and rolled 14x10 feet, taking 144 points of nonlethal damage per 10 feet. Flying 
‘ceatures are blown back 24610 feet and take 2d6 points of nonlethal damage due to battering and buffeting 


Winds 
The wind can create a stinging spray of sand or dust, fan a large 
fie, heel over a small boat, and blow gases or vapors atta. If pvr 
erful enough, it an even knock characters down (see Table 3-24 
Wind Effects), interfere with ranged attacks, or impose penalties 
‘on some skill checks 
Light Wind: A gentle breeze, having little or no.game effect. 
‘Moderate Wind: A steady wind with a 50% chance of extinguish: 
ing small, unprotected flames, such as candles, 


Strong Winds Gusts that automatically extinguish unprotected , 


flames (candles, torches. and the like) Such gusts impose a=2, 
penalty on ranged attack rolls and on Listen checks. 

Severe Wind: In addition to automatically extinguishing any 
unprotected flames, winds of this magnitude cause protected 
flames (such as those of lanterns) to dance wildly and havea SO% 
chance of extinguishing these lights. Ranged. weapon attacks and 
Listen checks are at a4 penalty. This is the velocity of wind pro 
duced by a gut of wind spel 

‘Windstorm: Powerful enough to bring down branches if not 
‘whole trees, windstorms automatically extinguish unprotected 
flames and have a 75% chance of blowing out protected flames, 
such as those of lanterns, Ranged weapon attacks are impossible, 
and even siege weapons have.a 4, penalty on attack rolls Listen 
checks are at a8 penalty due.to the howling of the wind. 

‘Huricane-tonce Win: All flames are extinguished, Ranged at 
tacks ate impossible (except with siege weapons, which have a~8 
penalty on attack rolls) Listen checks are impossible: All charac 
ters ean hear is the roaring of the wind. Hurricane-force winds 
often fel trees. 

Tornado (CR 10): All flames are extinguished, All ranged attacks 
are impossible (even with siege weapons), as are Listen checks 
Instead of being blown away (se Table 3-24; Wind Effects) char 
acters in close proximity to a tornado who fail their Fortitude 
sayes are sucked towand the tornado, Those who come in contact 
‘ith the actual funnel cloud are picked up and whitled around for 
{dt0 rounds, taking 6d6 points of damage per round, before being | 
Violently. expelled (falling damage may apply). While a tornados 


rotational speed can be as great as 300 mph, the funnel itself 
moves forward at an average of 30 mph (roughly 280 feet per. 
round), A tornado uproots trees, destroys buildings, and causes, 
cother similar forms of major destruction 


RANDOM WILDERNESS ENCOUNTERS 
‘When setting out to generate random encounters for.an.adven- 
ture that involves travel through the wilderness, the first thing 
you need to do is determine the chance for an encounter to 
happen in a given area. Refer 1o.the table below, determining the 
type of area in question and. then. tolling di at the end of every 
hour the PCs spend in the area to see ifn encounter occurs, 


CHANCE oF WILDERNESS ENCOUNTER 


‘Type of Area 4% Chance 
Desolate/wasteland 59% chance per hour 
Frontir/uilderness 8% chance per hour 
erdant/civlized area 10% chance per hour 


Heaviy traveled 12% chance per hour 


Building a Wilderness Encounter Table 
‘In this section ateall the tools you need to build encounter tables 
suited. to yatious regions of your campaign world, These tools in- 
clude Table 3-25: Wilderness Encounter Liss, in which creattes 
from the Monster Manual are grouped according to the enviton- 
rent where they can typically be encountered. The ists include 
all ereatutes from the Monster Manual except for those that are 
found only underground (see the eatlier section of this chapter, 
where dungeon encounter tables are provided), those that are 
native toa plane of existence other than the Material Plane (sce 
Adventting on Other Planes, beginning on page 147), and some] 
‘reatures with low CRs thatare usually not appropriate for 
‘encounters (sch asthe toad the lizard, and the monkey). 
“The sumple encounter tables presented in the section on terrain 
Features (beginning with forest terrain on page 87) were con 
[structed using the procedure described below. Refer to those 
tables when you begin building your own. 


Tape 3-25: 

WILDERNESS ENCOUNTER LISTS 
CR. Any Wilderness Environment 
1/8 Rat (ania) 

1/3 Dire rat 

1/3. Human warrior skeleton 

1/2 Tiny animated object. 

1/2 Human commoner zombie 
Small animated object 

Ghoul 

Homunculus 

Medium animated object 

‘Wererat (yeanthrope) 

Rat swarm 

Alip 

Large animated object, 

Doppelganger 

Chast (ghoul) 

Shadow, 

Wht 

Gargoyle 

Vampire spawn 

‘Huge animated abject, 

Mummy 

Wrath, 

Gargantuan animated object 

Flesh golem, 

Spectre 

Greater shadow 

Mohrg 

Shield guardian, 

Colossal animated object 

lay golem 

11 Devourer 

11. Dread wraith 

11. Stone golem 

13 Iron golem 

13 Uch, Vithvdevel human wizard 

14 Nightwing. (nightshade), 

1, Mummy lord 

16. Greater sione golem, 

16. Nightwalker (nightshade) 

18_Nightcrawler (nightshade) 

20 Tarrasque 


CR Cold Aquatic 
1) Medium shark (animal) 
2_ Large shark (animal). 

4 Huge shark (animal 
5 
5 

9 


Sera (tll) 
(rca whale (animal) 
Dire shark 


CR Cold Deserts 
7 Remorhaz 


CR Cold Forests 
2 Wolverine (animal) 
44 Brovin bear (animal) 
4 Dire wolverine 

5. Werebear(lycanthrope) 
5. Winter wolf 

7 Dire bear 


CR Cold Hills 
5. Ettin skeleton 
6 Enin 


Gauth (oeholder) 
(Ogre mage 
13 Beholder 


CR Cold Marshes 
4 Gray onze (o0ze) 

6 Annis (bag) 

5 Fiveheaded cryohydra 
7. Sicheaded cryohydra 

8 Seversheaded cryohydra 
Eight headed cryhydra 
10 Nine-headed cryohydra 
11_Ten-headed eryohydra, 
12. Eleversheaded eryohydra 
13. Twelveheaded eryohydra, 


R Cold Mountains 
2 Wyrmling white dragon 

3. Very young white dragon 
3. Tall skeleton 

4 Young white dragon 

5 Toll 

6 Juvenile white dragon 

7 Young adult white dragon 
9 Frost plant 

10 Adult white dragon 

11 Troll hunter 

12 Mature adult white dragon 
15. Old white dragon, 

17 ery old white dragon 

17. Frost gntjay 

1B Ancient white dragon 

19. Wyrm white dragon 

2) Great wyim white dragon 


ER Cold Plains 
4 Polar bear (animal) 
12 Frost worm, 


{CR Temperate Aquatic 
1/2 Aquatic ef 
1/2 Merfolk 
1/2 Porpoise (animal) 

1 Nise (sprite), 

Squid (animal) 

Kuo-t0a 
Thton 
Merrow (ogre). 
Sea cat 
Sea hag (hag) 
CCachalot whale (animal) 
Water naga 
Dragon turtle 
Giant squid (animal) 
Kraken 


CR Temperate Deserts 
1/8 Donkey (animal) 

2. Dire bat 

2 Bat swarm 
3. Wyrmling blue dragon 
44 Very young blue dragon 
6 Young blue dragon 

6 Lamia 

7 Dragonne 

8 Juvenile blue dragon 

8 Lammasu 


‘Young adult blue dragon 
14 Adult blue dragon, 

16 Mature adult blue dragon 
38 Old blue dragon 
19_ery old bie dragon, 

2). Ancient blue dragon 
23_Wiyum blue dragon, 

25 Great wyim blue dragon 


CR Temperate Forests 
1/4 Kobold 

1/4 Tiny monstrous spider (vermin). 
1/4 Kobold zombie 

1/2 Badger (animal) 

1/2 Wood elf 

1/2 Tallow halfing 

1/2 Halfelf 

1/2 Small monstrous spider (vermin) 
Y Gig 

1 Krenshar 

1 Medium monstrous spd (Vermin) 
1. Pseudodragon. 

1) Wolf skeleton 

1 Wolf (animal) 

2. Black bear (animal) 

2. Boar (animal) 

2. Dire badger 

2. Latge monstrous spider (vermin) 
2 Sayr 

2. Owlbear skeleton 

3 Assassin vine 

A Centaur 

3 Dire wolf 

3. Wyrmling green dragon 

3 Dryad 

3. Glant praying mantis (vermin) 

3 Glant wayp (vermin) 
3 
i 
3 
3 
4 
4 
4 
4 
4 
4 
4 
5 
5 
5 


Werewolf (ycanthrope) 

Giant ow! 

Pegawus 

Unicorn 

Acanea 

Dite boar 

Very young green dragon 

Giant stag beetle (vermin) 

‘Wereboar (yeanthrope) 

Oulbear 

Pie (sprite) 

‘Young, green dragon 

Huge manstrous spider (vermin) 

Pixie with Otto's irresistible dance 
(sprite) 

5. Spider eater 

6 Tendriculos 

7_ Nymph 

8B juvenile green dragon 

8 Gargantuan monstrous spider (vermin) 
8 Treant 

11. Celestial charger (unicorn). 

17. Young adult green dragon 

11. Colossal monstrous spider (vermin) 

13. Adult green dragon 

14. Werewolf lord (yeanthrope) 

15 Vampire, elite 

16 Mature adult green dragon 

‘Old green dragon 


19. Very ld green dragon, 
2). Ancient green dragon, 
22. Wyrm green dragon, 
24 Great wyrm green dragon, 


CR Temperate Hills 
1/2 Gnome 

1/2 Forest gnome 

1/2. Ore 

2. Dire weasel 

Hippogrif 

\Wyrmiing bronze dragon 
pre 

Ogre zombie 

Displacer beast 

Griffon 

Very young bronze dragon 
Bulette 

Chimera 

‘Young bronze dragon. 

ill gant 

‘Ogre barbarian 

Athch 

Juvenile bronze dragon, 

8 Dark maga 

11_ Hil gant dite wereboar(tycanthrope), 
12. Displacer beast pack lord 
12. Young adult bronze dragon 
15. Adult bronze dragon 

17 Mature adult bronze eragon. 
19 Old bronze dragon 

20 Very old bronze dragon 

22 Ancient bronze dragon 

23. Wyrm bronze dragon 

25, Great wyrm bronze dragon 


CR Temperate Marshes 


1/9 Tiny viper snake (arial 
1/2 Small viper snake. (animal) 
Lleardfolke 


? 
1_Medium viper snake (animal). 
2 Large viper snake (animal) 
3. Huge viper snake (animal) 
4 Harpy 
4_Fiveheaded hydra 
5. Green hag (hag) 

5. Sixheaded hydra 

5. Ochre lly (ooze) 
6 Sever-headed hydra 
6 Shambling mound. 
6 Willo-wisp 

6 Gray render zombie 
2 chuul 

7. Eight headed hydra 
7. Medusa 

8 Gray render 

3 Nine-headed hydra 
9) Tensheaded hydra 

9. Spiritnaga 

10. Eleversheaded hydra 
11 Harpy archer 

1), Twelvesheaded hyd 


CR Temperate Mountains 
1/2)Dwart 

1/2 Eagle 

1/2 Gray elf 


2 Bugbest 
2. Bugbear zombie 

3 Gant eagle 

4 Wain silver dragon 
5 Very young siver dragon 
7 Young silver dragon 

7. Cloud gant skeleton 

8 Stone gant 

9 nhak 

10 aver sve dragon 
11_Cloud giant 

13. Young adult iver dragon 
15. Adult siver dragon 

18 Mature adult sver dragon 
20. Old sve dragon 

21 Very old silver dragon 

23. Ancient siver dragon, 

24 Wyrm ser dragon 

26, Great wyim sive dragon 


CR Temperate Plains 
V/A Pony (animal) 
1/4 Pon, war (animal) 
1/3 Dog (animal) 
{1/3 Goblin 
1/2 Giant bee (vermin) 
1 Aasimar (planetouched) 
1 Bog, rding (animal 
1. Giant ant, worker (vermin) 
1 Horse, heavy (animal) 
1 Horse light (animal), 
1) Horse ight war (animal) 
1. Tiefling (planetouched) 
2. Bison (animal) 
2. Blink dog, 
2 Gilant ant, queen (vermin) 
2. Glant ant, soldier(verin) 
2 Horse, heavy war (animal), 
2 Wop 
3. Cockatice 
3 Locust swarm 
{6 Halfdragon 4tivievel human fighter 
7 Ghost, Sh.level human fighter 
7. TWeeratops (dinosaut) 
7 Vampire, Sth-level human fighter 
8 Gorgon 
9. Half‘fend, 7h-level human cleric 
10. Guardian naga 
1 Halfeelestal, th-level human paladin 


CR Warm Aquatic 
1/2 Lecathah, 

1 Manta ray (animal) 

1, Octopus (animal) 

2. Sahuagin 

6 Baleen whale (animal) 

7. Elasmosaurus (dinosaur) 
8) Glant octopus (animal) 


(CR Warm Deserts 
T/A Tiny monstrous seorplon (vermin) 
1/2 Small monstrous scorpion (vermin) 
1. Camel (animal) 
1. Hyena (animal) 
11 Medium monstrous scorpion (vermin) 
2. Lange monstrous scorpion (vermin), 
3 Wyrmiing brass dragon, 


cr 


Very young brass dragon, 

Jani (gene) 

Basilisk 

Hieracosphinx 

Young brass dragon 

Criosphine 

‘Huge monstrous scorpian (vermin) 

Juvenile brass dragon, 

Gynosphine 

Andiosphine 

Young adult brass dragon 

Gargantuan monstrous scorpion 
(vermin) 

Adult brass dragon 

Colossal monstrous scorpion (vermin) 

Mature adult brass dragon 

(ld brass dragon 

Very old brass dragon 

Ancient brass dragon 

Wyrm brass dragon, 

Great wyrm brass dragon 


Warm Forests 


1/2 Wild elf 


cR 
7) 
V2 


Spider swarm, 
‘Ape (animal) 

Giant bombardier beetle (vermin) 
Leopard (animal) 

Monitor lizard (anima) 
CConstrictor snake (animal) 
Deinanychus (dinosaur) 

Dire ape 

Ettercap 

‘Yuan pureblood 

Tiger (animal) 

Giralon, 
‘Wertiger(ycanthrope) 

Giant constrictor snake (animal) 
Yuan halfblood 

Digester 

Megaraptor (dinosaur) 
‘Advanced megaraptor skeleton 
Yuarsti abomination 

Dire tiger 

Couatl 


‘Warm Hills 
Deep halfling 

Hobgoblin 

Wyrmiing copper dragon 
Wyvern zombie 

Very young copper dragon 
Phase spider 

Rast 

Wyvern 

Young copper dragon 

Behir 

Juvenile copper dragon 
‘Young adult copper dragon 
‘Adult copper dragon 
‘Mature adult capper dragon 
(ld copper dragon 

Very old copper dragon 
‘Ancient copper dragon 
Wyrm copper dragon 

Great wyrm copper dragon 


CR. Warm Marshes 


20. Wyrm black dragon 1 Grell 
1/2 Strge 22. Great wm black dragon 1 Mule (animal) 
2_ Crocodile (animal) 2 Cheetah (animal) 
2. Shocker lard CCR Warm Mountains 3 Antheg 
3 Wyrmiing back dragon 4. Myrmling red dragon 3.Lion (animal), 
4 Giant crocodile (animal) 5: Very young red dragon 4 Rhinoceros (animal) 
4 Very young black dragon 7) Young red dragon 5_Direlion 
5 Young black dragon Young adult red dragon skeleton 5. Wyrmling gold dragon 
5. Manticore 9 Roc 1 
6 Fiveheaded pyotiydra 10_Juvenile red dragon, 7 
7. Juvenile black dragon 10 Fire giant 8 Tyrannosaurus (dinosaur) 
[7 Sicheaded pyrohydra 14. Young adult red dragon 9 Young gold dragon 
4. Sever-headed pyrohydra 13. Storm gant 17 Juvenile gold dragon 
3. Young adult black dragon 15. Adult red dragon 14 Young adult gold dragon 
9. Eightheaded pyrohydra 18. Matute adult red dragon 16. Adult gold dragon 
10. Nineheaded pytohydra 20. Old red dragon 19. Mature adult gold dragon 
10. Rakshasa 2). Nery old ted dragon 21. Old gold dragon 
WV Adult black dragon 23. Ancient red dragon 22. Very old gold dragon 
11_Ten-headed pyro, 24 Wyrm red dragon 24 Ancient gold dragon 
12. Eleversheaded pyrohydra 26, Great wyim red dragon 25 Wyrm gold dragon, 
13. Twelvesheaded pyrohyda 27. Great wyim gold dragon 
14. Mature adult black dragon ER Warm Pains 25_ Wyrm geld dragon 
16_ Old back dragon 1/3 Giant fire beetle (verin) 27 (Great wr gold dragon 
1h Very old back dragon 1/2. Baboon (animal) 
19 Ancient black dragon, 1/2 Halfling 


To create a wilderness encounter table, first decide what you 
tthe average Encounter Level to he, Then look at the relevant 
}tist.choosing monsters with Challenge Ratings that fll in a range 
{fiom (EL 6) t0.(EL + 2). Supplement these choices with selec: 
{tions from other sources, such as thes: 
{+The Any Wilderness Environment list, which includes wide 
ranging creatures, 
The lists for other climates (adding few warm forest creatures 
to your temperate forest, for example) 
Some NPCs relevant to the area (dvarfbarbacians in the moun: 
tains, pechaps, or elven druids in the forest 
Now build your encounter table line by lin. Strive forsome EL. 
variety on the table. Just as you wouldnt design a dungeon sehere. 
every single room is exactly EL 
ness table where every entry is EL 
{fa monster’ Challenge Rating i higher than your target EL, 
the sme number, o 1 lower than your target EL, it can go onto 
the tableas solitary monster. Lf yout target EL is 6, you can build 
tn entry that simply reads “Treant,” because treants are CR, 
Foc monstets that have a CR significantly lower than your target 
EL youll wanc the encounter to feature more than one of those cts 
tures Table 3-1 (page 49) tells you how: many: monsters you need for 
jan encounter of a given EL. Convert that number to an appropriate 
|dietange forthe encounter able. For example, ifyou know you want 
jan encounter with five gargoyles (individually CR 4) to make an EL 
encounter, youll add.a2d4 gargoyles’ entry tothe encounter able, 
because rolling 2d¢ yields an average result of 5 
The organization entries for the creatures in the Monster Manual 
can be abig help. They tel yo how key a monster isto congregate 
with others of ts kind: alips are almost always solitary, for example, 
so you donit want a “2dé alips” entry-on the encounter table, The 
organization entries also indicate combinations of monsters that 
make an effective encounter. Ettins often keep brown bears as pets, 
so an entry of “Ettin and 1d2 brown bears’ would be appropriate. 
‘Once you have every.entry for your encounter rable ready, you. 
need only.ssign percentages to the table. You can rigorously adjust 
{che percentages to ensure thatthe encounter table yields an average 
EL exactly equal to your target EL, but frankly i isnt necessary 
‘Simply assign larger chances to the lines you know generate en- 
counters close to your target BL, and assign smaller chances to the 
lines that have EL significantly higher or lower than your target.| 


you shouldnt ereare a wilder: | 


ines are often the places where characters spend time between. 
adventures, But urban areas are themselves rich in.many of the. 
clements that make for an exciting adventure: chases through. 
‘winding streets, duels in the courtyard, and intrigue during the_ 
king’ banquet. The “cobblestone jungle” of a metropolis can bea, 
dangerous as any dungeon. 

At first glance city is much like a dungeon, made up of wall, 
doors, rooms, and corridors, Adventures that take place in citi 
have two salient differences from their dungeon counterparts, 
however: Characters have greater access to tesoutces, and they 
must contend with law enforcement. 

‘Access to Resources: A friendly. temple of healers might be 
just down the street, and a locate objet scroll can be had on a quick 
shopping tip. Unlike in dungeons and the wilderness, characters 
can buy and sell gear quickly ina city A large city or metropolis 
probably has high-level NPCs and experts in obscure fields of 
knowledge who can provide assistance and decipher clues. And 
when the BCs are battered and bruised, they can retreat to the 
‘comfortofa room at the inn, 

The freedom to retreat and ready access to the marketplace 
means that the players have a greater degree of control over the 
pacing of an urban adventure, They.can obtain healing and replen: 
ish their resources after every encountes if they wish. For this 
reason, you have the freedom to use higher-level encounters 
fgainst them than you would in. different setting. In a city, You 
‘an provide challenges one or two Encounter Levels higher than 
the PCs would face ina dungeon. And conveniently, cities ace fll, 
of high-level NPCs that provide those greater challenges, 

Law Enforcement: The other key distinctions berween adven- 
turing in acity and delving into a dungeon is that « dungeon is, 
almost by definition, a lawless place where the only Jaw.is that of 
the jungle: Kill or be killed. A city, on the other handis held o-| 
gether by.a code of laws, many’ of which are explicitly designed to) 
prevent the sort of behavior that adventurers engage in all the} 

time: killing and looting. 

Even so, most cities’ laws recognize monstersas.a threat 10 the 
stability the city relies on, and prohibitions about murder rately 


[apply-to-monsters suich as aberrations or evil outsiders. Most evil 


‘humanoids, however, are typically protected by the same laws 


that protecrall the citizens ofthe city. Having anevialignment is 
not a crime (excepr in some severely theocratic cities, perhaps, 
with the magical power to back up the law). only evil deeds are 
against the law. Even when adventurers encounter an evildoer in 
the act of perpetrating same heinous evil upon the populace of 
the city the law tends froin on the sort of vigilante justice that 
leaves the evildoer dead or otherwise unable to testify at a trial. 

“The important point ta zemember about city laws when run:| 
ing. city campaign isto use them to encourage creative thinking, 
‘and alternative ways of solving problems. If the players stop 
haying fun and long for a return tothe dungeon, where they can 
use their combat might ro its fullest potential its generally a good 
idea 10 cut them some slack where the city laws are concerned 
and let them focus on the exciting aspects of adventure inthe city 
‘On the other hand, if your players in a city-centeted campaign 
sake feat, skil, and spell selections in order 0 optimize their 
characters’ effectiveness in working within and around the lav, 
|then they-are approaching the problem creatively and deserve the. 
{chance 1o tryout their schemes, 


WEAPON AND SPELL RESTRICTIONS 

‘Some cities demand that characters who enter the city bind their 

‘weapons ito thee sheaths with knotted cond to prevent easy access. 

(Other cites may forbid enchantments or divinations such a dtet 
n the bazaat Different cities have different laws about such, 
as carrying weapons in public and restricting spelleasters. 
‘When you pan an urban adventure, decide what the elevant ls are 

The most important consideration isto enbance the game with 
Such laws: not interfere withthe players fun. While it might be 
quite logical fora ity 0 confiscate weaponsand snaterial compo 
nents, such restrictions can really put a damper on player enjoy 
‘ment of an urban adventure, Ifyou want ro ncrease the challenge 
‘of urban life by forcing characters to make do.without weapons or 
spells, that’s fine—but be sure thatthe challenges they: face are 
appropriate to their hindered state. Unless youve accounted for 
the restrictions. in your adventure, its best i the characters have 
relatively fre access tall thetr capabilities, 

‘The city's laws may not afectall characters equally. A monk isnt. 
hampered ar all by a law about peace-bonding weapons, but.a} 
cleric is reduced ro a fraction of his power if all holy symbols are} 
confiscated atthe city gates 

‘Ar the same time, its a good idea to let characters who ate 
resourceful o clever enough get around such restritions—such 
ss the wad wth he chew Maeda fat who doer need 
ia components or the bard. with a rapier concealed nthe 
peckothisluse. 


URBAN FEATURES 
Walls, doors, poor lighting, and uneven footing: In many ways a city 
Jsmuch lke a dungeon. Many of the dungeon terrain elements 
described earlier in this chapter work equally well in the city: Some 
new considerations faran urbn setting are covered below 


Walls and Gates 
Many cities are surrounded by walls. typical small city wall i a 
fortified stone wall 5 feet thick and 20 feet high. Such a wall is 
faitly smooth, requiring a DC 30 Climb check to-scale, The walls 
are crenellated on one side to provide a low. wall for the guards 
atop it, and there is just barely room for guards to walk along the 
top of the wall 

‘Atypical small city wall has AC 3, handness 8, and 480 bp per 
| to-foot section. 

‘Atypical large city wall is 10 feet thick and 30 feet high, with 
‘crenellaions.on bath sides forthe guards on rop ofthe wall. Ibis 
likewise smooth, quiring a DC 30 Climb check to sale. 

‘Suchawallhas AC 3, hardness 8, and 720 hp per 10foot section. 

Atypical metropolis wall is 15 feet thick and 40 feet tal. Irhas) 


crenellations on hoth sides and often has a tunnel and small} 
rooms:tunning through its interior 
Metropolis walls have AC 3, bardness 8, and 4,170 hp pet 10+ 
foot section. 
‘Unlike smaller cities, metropolise often have interior wallsassvell| 
[is surrounding walls—either old walls thatthe city has outgroven, ot 
walls dividing individual districts from each other. Sometimes these 
walls are as large and thick asthe outer walls, but more often they. 
have the characteristics of alarge citys or small city's wall 
‘Watch Towers: Some city walls ae adorned with watch towers 
‘set at irregular intervals, Few cities have enough guards.to keep) 
someone constantly stationed at every tower unless. the citys 
‘expecting attack from outside. The towers provide a superior view. 
of the surrounding countryside as well as-2 point of defense, 
against invaders. 
‘Watch towers ace typically 10 feet higher than the wall they 
jaujoin, and heir diameter is $ times the thickness of the. wall. 
‘Arrow slits line the outer sides ofthe upper stories ofa tower, and. 
the top is crenellated like the surrounding walls are, ina small, 
|hower (25 feet in diameter adjoining a5-oot-thick wall), «simple 
ladder typically connect the tower'sstoriesand the toof. Ina larger 
tower, stirs serve that purpose 
Heavy wooden doors, reinforced with inon.and bearing good 
locks (Open Lock DC 30), block entry toa tower, unless the tower 
inn regular use 
‘Asa.rule, the captain of the guard keeps the key to.the tower 
secured on her person, and a second copy is.in.the city’s inner} 
fortress ot barracks 
Gates: A typical city gate iso gatehouse with two portcullises 
‘and murder holes above the space between them, 
In towns and some small cities, the primary entry is through | 
double doors set into the city wal. 

Gates are usually open during the day and locked or barred at 
night. Usually, one gate lets in travelers after sunset and is staffed 
by guards who will open it for someone who seems hones, pres: 
ents proper papers, or offers a large enough bribe (depending on 
the city and the guards) 


Guards and Soldiers 
‘Achy typically has fulltime military personnel equal to 1% of its 
sult population, in addition to militia or conscript soldiers equal 
to S%.ofthe population, "The fulltime soldiers are city guards re 
sponsible for maintaining onder within the city, similar tothe role 
‘of modern police, and (toa lesser extent) for defending the city 
from outside assault. Conscript soldiers are called up to serve in 
case of an attack on the city. 

Atypical city guard force works on three eight-hour shifts, with 
of the force on a day shift (8.Aat. to 4n9.), 38% on an evening 

shif (4 1, 1012 At), and 35% on a night shift (12 Ast 108 A). 

Atany given time, 80% of the guards.on duty are on the streets 

patrolling while the remaining 20% are stationed at various posts 

throughout the city, where they. can respond to nearby alarms. At 

Jeastone such guard post i present within each neighborhood of 

a city each neighborhood consisting of several districts) 

The majority ofa city guard force is made up of warriors. mostly 
1st level. Officers include higher-level warriors, fighters, a fait 
‘number of clerics, and wizards or sorcerers, as well as miticas. 
fighter/spelleasters 


Siege Engines 

Siege engines are large weapons. temporary structures. ot pieces) 

of equipment traditionally used in besieging a.castl or. forttess.. 
‘Catapult, Heavy: heavy catapult isa massive engine capable of 

throwing rocks or heavy objects with great force. Because the cat 

‘puleshrovs its payload ina high ar, it can hit squares out of ts line 

of sight. Tofirea heavy catapult, the crew chief makes special check 

‘against DC.15.using only his base ariack bonus, Intelligence mod 


fier range increment penalty, and the appmpriate modifies fom 
the lower section of Table 3-26. Ifthe check succeeds, the catapult 
stone hits the square the catapult was aimealat, dealing the indicated 
damage to any objector character in the square, Characters who suc: 
ceed ona DC 15 Reflex save take half damage, Once a catapult stone 
hits a square, subsequent shots hit the same square unless the cata: 
pult is reaimed or the wind changes direction or speed. 

Af a catapult stone misses. roll ds to determine where it lands.| 
This determines the misdirection of the throw, with 1 being back] 
toward the catapult and 2 through 8 counting clockwise around 
the target square, (See the diagram.on page 158 of the Player's 
| Bindbook.) Then, count 3 squares away from the target square for 

‘very range increment of theattack. 

Loading a catapult requites.a series of fullround actions. It 
takes « DC 15 Strength check to winch the throwing arm down 
‘most catapults have wheels 10 allow up to wo crew members t0 
use.the aid another action, assisting the main winch operator. A 
{DCs Profession (siege engineer) check latches the arm into 
{place. and then another DC 15 Profession (siege engineer) check 
flouds the catapult ammunition. I takes four fullround actions to, 
realm a heavy catapult (tultiple crew members ean perform these 
fullround actions in the same round, o it would take a crew of 
four only t round to reaim the catapult, 

“Abeavy catapult takes up a space 15 fet across, 

Catapult, Light: This i a smaller, lighter version ofthe heavy 
catapult. It functions as the heavy catapult, except that it takes a 
DC 10 Strength check to winch the arm into plac, and only two 
{ulxound actions are required to realm the catapul. 

Aight catapult rakes up a space 10 fest across. 

Ballista; A bllista is essentially a Huge heavy crossbow fixed in 
place, Its size makes tt hard for most creatures 10 aim it, as de 
scribed under Weapon Size on page 113 of the Players Handbook 
Thus, o Medium creature takes a ~4 penelty.on attack rolls when 
using a bllista, and a Stall creature takes a 6 penalty. It. takes a 
creature smaller than Large two fullxound actions xo xeload the 
bullista after f 

Aballisa takes up a space 5 feet across. 

Ram: This heavy pole is sometimes suspended from a movable 
scaffold hat allows the crew to swing it back and forth against 
“objects. As a fulltound action, the character closest tothe front.of) 
the ram makes an attick.rol against. the AC of the construction, 
applying the ~4 penalty for lack of proficiency. (Irs not possible to 
be proficient with this device.) Inadition tothe damage given on 
Table 3-26, up to nine other characters holding the ram can add 
their Strength modifier to the ratns damages if they devote an 
attack action to doing so, For example, ten gnolls (each Str 15, +2 
‘Strmodifier) wielding a ram will eal 34820 points of damage on 

‘successful hit Ir takes at least one Huge ot larger creature, two 
Large creatures, four Medium-size creatures, or eight Small cres 
{utes-to swing stam. (Tiny.or smaller creatures cant use a ram.) 

‘Aram is typically 30 feet long, Ina butte, the creatures wield 


TABLE 3-26: Siece ENGINES 


tem Cost Damage 
Catapult, heavy 00 ep 646 
Catapult light 350 gp. 446 
Ballista 500 gp 38 
Ram 1,000 gp 36" 
Siege tower 2,000 ep. 3 


® See description for special rues 


Catapunt Attack MODIFIERS 
Condition 
No line of sight to target square 
Successive shots (crew can see where most recent misses landed) 
Successive shots (crew can't see where most recent misses landed, 
but observers providing feedback) 


ing the ram stand in two adjacent columns of equal length, with 
the ram between them. 
‘Siege Tower: This device isa massive wooden tower on wheels, 
‘or rollers that can be solled up against a wal callow attackers to 
scale the tower and thus to get to the top of the wall with cover, 
[the wooden walls are usually 1 foot thick. 

‘Atypical siege tower takes upa space 15 feet across. The rea 
tures inside push itata speed of 10 feet (and a siege tower cant 
run), The eight crearuses pushing on the ground floor have total 
,cover, and these on higher floors get improved cover and can fit. 
through arrow sis 


City Streets 

“Typical city streets are narrow andl 

45 to 20,feet wide [(1d41)xs fee 

feet wide to only 5 feet. Cobblestones in good condition allow 

normal movement, but ones in poor repair and heavily rutted dirt 
J streets are considered light rubble, increasing the DC of Balance 

ind Tumble checks by 2. 

Some cities have no larger thoroughfates, particularly cities 
thar gradually grew from small settlements to larger cities Cities 
thar are planned, or perhaps have suffered a.major fire shat 
allowed authorities to construct new roads through formerly 
inhabited areas, might have afew larger streets through town, 
These main roads are 25 fet wide—offering soom for wagons (0 
pass each other—with s-foot-wide sidewalks. on either side. 

‘Crowds: Usbun streets are often full of people going about theit 
daily lives, In most cases, it innit necessary to putevery Astlevel 
‘commoner on the map when a fight breaks out on the city’s main, 
thoroughfare, Instead Just indicate which squateson the map.con 
tain crowds: If rows see something obviously dangerous, theyll 
move away at 30 feet per round at initiative count 0 

Ietakes 2 squates of movement ro enter a square with crowas 
The crowd provide cover for anyone who does so, enabling a Hide 
check and providing a bonus to Armor Class ane! on Reflex saves. 

Dinsting Crow: tr takes a DC 15 Diplomacy check or DC.20 
Intimidate check to convince a crowd to move in.a particular 
direction, and the crowd must be able to bear ot see the character 
making the artempy, takes fulltound action ro make the Diplo: 
macy check, but only a free.action so.make the Inimidate check 

{fewo or more characters are trying to direct a crowd in differ 
cent ditections, they make opposed Diplomacy or Intiny 
checks to determine whom the.crowd listens to. The crows 
‘gnores everyone if none of the characters check results beat the 
DCs given above, 


sting. Most steets average. 
)), while alleys range from 10. 


Above and beneath the Streets 
‘Adventurers often chase shadowy. figures through the cityscape, 
tnd many PCs spend time on the.tun from the city watch. When a 
chase leads upward or downward from the city streets, here are 
some tips to keep things exciting. 


Criieal Range Increment ‘Typical Crew 
= 200 f. (100 ft. minimum) 4 
= 130, 100 minimum) 2 
19:20 120, 1 
— = 10 
= = 20 
Modifier 
6 


Cumulative +2 per previous miss. (maximum +10) 
Cumulative:+1 per previous miss. (maximum +5) 


Rooftops: Getting to roof usually requires climbing aval (see 
the Walls section, page 59), unless the character can teach a roof by 
jumping down from a higher window, balcony, or bridge. lat roofs, 
‘common only in warm climates (accumulated snow can cause a lat 
roof to collapse), ae easy to.tun across. Moving along the peak of a 
roof requires a DC 20 Balance check. Movingon.an angled roof sus 
face without changing sltitude (moving parallel to the peak, in 
|other words) requires a DC:15 Balance check. Moving up and down, 
‘across the peak ofa roof requitesa DC. 10 Balance check, 

Eventually. a character runs out of sof, requiring a long jump. 
‘across to the next roof or down.ta.the ground. The distance wo the 
‘next closest roof is usually-1d3%S feet horizontally, but the root 
‘across te gap is equally likely 1 be 5 feethigher;s fet lower or the 
‘sume height. Use the guidelines on page 77 of the Mayers Handbook 
(e horizontal jumpis peak height is one-fourth ofthe horizontal dis 
tance) to determine whether a character can make a jump. 

Sewers: In the baseline D&D game world, sewers ate much 
‘mote prevalent than they were in real-world medieval times, To}, 
{get.nto the sewers, most characters open a grate (a full-tound 
ction) and jump down 10 feet. Sewers are built exactly like dun: 
‘eons, except thathey're much more likely to have floors tha are 
slippery or covered with water (teat as a shallow pool, described 
on page 64). Sewers ate also similar to dungeons in terms of crea 
tures liable ro be encountered therein (see the dungeon encount 
tables earlier in this chapter) Some cities were built atop the ruins 
of older civilizaions, so their sewers sometimes lead to treasures 
and dangers from a bygone age 


Gity Buildings 
Most city buildings fall into three categories. The majority of 
buildings inthe city are rwo to five stories high, built side by side 
to form long rows separated by secondary ot main streets, These 
jrow houses usually have businesses.on the ground floor, with 
[offices or apartments above. 

Tn successful businesses, and large warehouses—as.well a 
millers, tanners, and other businesses that requite extra space: 
ace generally large, free-standing buildings with up o.ive stories, 

Finally, small residences, shops, warehouses, or storage sheds 
ate simple, one-story wooden buildings, expecially if theyre. An 
poorer neighborhoods 

Most city buildings are made of a combination of stone ot clay 
brick (on che lower one oro stories) and timbers (for the upper 
stories, interior walls, and floors). Roofs are a mixture of boards, 
thatch, and slates, sealed with pitch. 

‘Atypical lower-story wall is. foot thie 
90 hpvand.a Climb DC of 2s, 

Upperstory walls ate 6 inches thick, with AC 3, hardness 5, 60 
hp.and.a Climb DC of 21, 

Exterior doors on most buildings are good wooden doors (see 
age 61) that are usally kept locked, except on public buildings 
suchas shops and taverns. 


with AC, hardness 8, 


Buying Buildings 
Characters might want to buy. their own buildings or even con: 
struct their own castle. Use the pices in Table 3-27 below directly, 
rasa guide when you extrapolate costs for more exotle structures, 


City Lights 

Ifa city has main thoroughfares, they are lined with Janterns 
hanging at a height of 7 feet from building awnings. These 
lanterns are spaced 60 feet apart, so their illumination is all but 
[conrinuous, Secondary streets and alleys.are not lit itis common 
{for citizens co hire lantern-bearers when going out after dark. 
Alleys can be datk places even in daylight, thanks tothe shad: 

‘ows of the tll buildings that surround them, A dark alley in day- 
lights rarely dark enough ro afford true concealment, but itcan, 

Jend.a+2 circumstance bonus on Hide checks. 


‘TABLE 3-27: BUILDINGS 

tem Cost 

Simple house 1,000 gp i 
Grand house 5,000 gp t 
| Mansion 100,000 gp 

Tower 50,000 gp 

Keep 150,000 gp 

Castle 500,000 gp 

Huge castle 1,000,000 gp 

Moat with bridge 50,000 gp. } 


‘Simple House; This one: to thre-room house is made.of wood and 
has a thatched roof. 

‘Grand House: This four to ten-room house is made of wood and has 
a thatched roaf 

‘Mansion: This ten: to twent:room residence has two.ortheee stories 
and is made of wood and brick. It has a slate rf, 

Tower: This round or square, three-level tower is made of stone. 

Keeps This fortified stone building has fifteen to twenty-five rooms, 

Caste: A castle is a keep surrounded by.a.15-foat stone wall with four 
towers, The walls 10 feet thick 

‘Huge Castle: A huge castles. particulal large keep with numerous 
‘associated buildings (stables forge, granacies, and so.on) and an 
elaborate 20foothigh wall that creates baley and courtyard areas. 
The wall has six towers and is 10 feet. thick 

‘Moot with Bridge: The moat is 15 feet deep and 30-feet wide. The 
bridge may be a wooden drawbridge or a permanent stone structure. 


URBAN ENCOUNTERS 
The random encounter table, a staple of dungeon and wilderness. 
adventuring, functions differently in an urban setting where “en 
counters are the norm rather than the exception. Seeing people 
‘on the streets of acity is constant and expected, and almost every 
site ina city has dozens of potential encounters nearby. In.the 
wilderness, i's unusual to encounter another creature, sich as a 
‘manticore flying overhead or an ankheg erupting fromthe earth 
to attack, In contrast, it would be strange to ot see other people 
sround in an urban setting. 

Because cites are by theit nature crowded, most urban en: 
counter tables are event-based, not site-based. An encounter in the 
‘ity means something significant, something worthy ofthe char 
Acer attention. Seeing merchants hawking the wates in a marker 
place district may be interesting, but itis not an encounter. 

Each day that characters spendin acity, make an encounter 
check to determine whethet an.event occurs that demands theit 
tention, An encounter check is d20 roll, moified by circum 
stances.as shown on the table below. (Apply one modifier from 
cach section of the table, as applicable.) A result of 20 or higher 
indicates thatan encounter occurs 

{fan encounter is indicated, roll on Table 3-28, On this rol, 
apply the sme modifier used ro determine ifan encounter occurs, 
(result greater than 20 is possible). Descriptions and definitions 
of the entries on Table 3-28 follow, 

Aadmirer: A fviendly character (usually an NPC with class level) 
with a CR equal 10 2ess than the patty level approaches the chars: 
tersswith a request. She may wish to hire the characters tell them 
rumor she heard, or simply tag along as they explore the city 

‘Animal The characters are set upon by animals in some.way. 
‘This challenge could be anything from thieving monkeys.to.3), 
rampaging escaped circus beat, i 

Brawl in Progress: This can be the elassic barroom brawl 
(either in.an actual barroom or spilled out onc the street) battle| 
benween rival factions, familie, or gangs in the city think Rania] 
and Julie) ora fight berween city guards and criminals trying tol 
escape. The characters could just be witnesses. they could get hit 
bbystiay arrow fre, they could be grabbed and used as cover ot hos 
tages by. one side, or they could be mistaken for members of one 
‘group and atacked by the other 


Ursan ENCOUNTER CHECK MODIFIERS 


ireumstance Modifier 
Cy Size 
Sal ety “ 
Large city a 
Metropolis 8 
‘Characters! Status/Actviy 
| Characters ae unusually anonymous? 2 
Characters are unusually famous? 2 
‘Characters are laying low “2 
Characters are looking for ation 2 
Characters’ Paty Level 
15 0 
«10 “1 
ns 2 
16.0 higher 8 


1 Use this modifier ithe characters are not as famous in this city as 
ther characters of their level would be. Perhaps they're new tothe 
{atea,orthey simply keep their activities quiet. Never apply this 

modifier to characters of lower than 6th level, 

2 Use this modifier ifthe characters are more widely known in this ety 
than other characters of their level would be, Perhaps they have 
‘been publicly recognized for saving the mayor, a thelr faces are on 
wanted posters all aver town, 


Tape 3-28: Unoan ENCOUNTERS. 


420. Encounter 20 Encounter 
0 Bullies V4 Brawl/streetfight/eang 

1 Muggers war in progress 

2 Guard harassment 15. Robbery in progress 

3. Pickpockets 16 Escaped prisoner 

4 Spectacle 17. Monster 

5 Found item 18) Fire (building, ship, ete) 
16 Lostehild 19. Construction acident 

7 Corpse 20) Spell gone awry 
Animal 2) 

9 Overtuinedjrunaway can 

101 Distctspeific encounter 23. Guards need help 

11 istitspecic encounter. 24! Employment offer | 
12 Contest in promress 28+ Admirer 


13 Duel/mageduel in 
progress 


Bullies: These may be ordinary street thugs, bur such charac 
(ers never target those who look tougher than they, Bullies could 
also be seasoned adventurers who look dawn. on low-level charac 
ters. A group of bullies always ournumbers the characters by at 
least rwo (+50 is «good rule of thumb), and each bully has a CR 
{qual to 1 less than the party level. For example, a group of four 
[player characters averaging sth level would be targeted by a group 

‘of six bullies, each with a CR of 5 (Sth-level adventurers or th 
level warrior) for an EL 10 encounter. A single 7th-level charac 
ter might find himself the sargetof three bullies of CR 6 (61h-level 
adventurers or 7th-level warriors) which is an EL9 encounter. To 
be meaningful, bullies have to be tough; run-of-the-mill thugs are 
described in the Muggess entry below, 

Construction Accident: One-or more of the characters are po 
tentialy struck by a falling objec, fall through unsafe scaffolding, 
cor face similar mishap, Run this encounter by adapting a tap 
from the list that begins on page 70 

‘Contest in Progress: The characters are invited to participate 
|imor judge a contest of some sort. The match could be anything 
[fromm afoot race to an intellectual test 0a drinking competition. 

‘Corpse: The characters find a dead body. The corpse could be 
the victim ofa crime, mishap, or strange circumstance. 

District-Specific Encounter: Use an encounter that fits the 
dlisttictof the city in which the characters are currently located. 


Forexample, a BC might be confronted with « press gang in the] 
‘waterirontdistrict or a young foreigner eager to test his diplo 
matic immunity in the embassy district. { 

‘Duel in Progress: The characters witness a duel—either a tr 
ditional duel with swords or one involving spelleasters 

‘Employment Offer: The characters meet someone who offers 
them work. The job depends on thei overall circumstances and 
‘on the nature of the employer. 

Escaped Prisoner: Someone breaks free from the custody of 
the watch and flees past the PCs They can help apprehend the. 
prisoner or help her escape. The prisoner typically has a CR 16 
lower than the characters party level 

Fire (building, ship, ete): Fire is a danger that. threatens the 
whole ciy.reata fire in the city asa forest fire for purposes of 
how fastit moves (se page 87), 

Found Item: The characters find an item of some valu: jewelry 
‘or map, for example. They can make use of i, or try.to find the 
{rightful owner. Or perhaps the rightful owner will try to find them, 

Guard Harassment: The PCs encounter a guard officer who 
‘wants to throw his weight around, The characters can use their 
social skills to defuse the situation, or they-can resort to magico 
force of arms ifthe situation degenerates. Guasds typically have 
‘individual CRs of | to 3. Dealing with an abusive guard captain 
should be treated.as an encounter with a least some ofthe guards 
inthe gatehouse, because they're backing the captain up.The char 
actets successfully overcome this encounter if they end the har 
assment, no matter how they do so, 

Guards Need Help: The characters getaxequest from someone | 
afillated with law enforcement inthe city. The request could be as 
simple as.a request for some healing oF divination magic, or it 
could be as complex as.a plea to solve a series of grisly murders 
that have the city’s detectives baffled. 

Lost Child: A patent or other caregiver seeks help from i 
Cs. The child might be simply lost, or pethaps is the victim. o 
amore sinister fate. 

Mistaken Identity: One or more ofthe PCs are mistaken lor 
someone else—ofien someone famous or infamous 

Monster: A creature (one appropriate to the terrain surround: 
Jing the city) rampages through the ciyand its path crosses that of 
the characters 

‘Mauggers: Some thugs have bitten off more than they can chew 
when they-decide to pick on the characters. Theres roughly one 
muigger for every PC, and.each has a CR of 4 to 6 less than the 
panty level 

‘Runaway Cart: A team of horses pulling a wagon is acing pel 
tell through the city streets The characters must avoid the horses 
(an overrun attack) If they can stop the wagon, the owner (Who is 
cunning behind the cart) will be grateful 

Pickpockets: One or more rogues tiesto steal from the BCs, A 
pickpocket has rogue levels equal x02 less than the party level and 
a Sleight of Hand modifier equal to4 more than the party level 

Prominent Personage: The chatacters meet an important 
political, religious. mercantile, or military NPC, Most important 
ECs have atetinue or guard of some sor. 

Robbery in Progress: Criminals burst out ofa nearby shop, 
‘eager fo cause as much mayhem as possible during thei escape. 
Each of the 1d441 robbers has a CR equal to 3 les than the pact. 
level. The loot from the robbery is double standard for the CR of 
the robbers. 

‘Spectacle: The characters witness some unusual form of public 
entertainment-a talented bard, a street circus. or flashy. magic. 
for example. 4 

Spell Gone Awry: A spellcaster has foolishly experimented | 
with a spell or had a mishap with a scroll The BCs might have to 
‘contend with a rampaging summoned creature the aftermath of 
|fibllin the marketplace, or asquad of the city guard under acon: 
fusion effect. 


Axavomy Drscnast 


_Gueat Rep Wraa. 


s yolurun your dampalgnyyol ned to poptay all sot of 
chiticteis, Use the information tn zh chapter for creat 
ing and .controlling:ehe NPCs that popalate youkcam 
paign world 


Irs your job vo portray everyone in the world Who sn 
characters NPGS ran the gamut from theo! wensan wh 
thelley ethe foulmeeromancet out to destroy the kingdom to 
the dragon tts lai, counting gold, The vast majority of folk 
donit ete about the PCs unless the BCs have reached the point 
‘where they ate saving the world, Even thar, most people probs 


slesd-eoui bly cont know about them, 
‘Most people and cteatures go about cheln dwn lives, oblivious 
$ulhfutg the actions of the PCs and the events inthe PCs’ advent 


‘Comiman people whom they meetin rownywont see them is dif 
ferent ftom anyone elge unless the PGs do something to draw 
antention to themselves. In shor, the rest ofthe world doesnt 
know that the PCs are, infact pliver characters: 1 treats therm no 
differently fromanyone else, gives theft nd special breaks (or spe 
tal peniltfes) and gives then fo spetalaftention. The PCs have 
adrely on\their own actions Lf they"ixe foolish or unruly, they 
make dnemies and eat the distrist ofall. 1f they aré wise and 
kind, they make friends and garnet respect—and probably also 
‘in afoul of enemies shat dont shite the PCs’ virtues, 


ENEMIES ” 
Rilnning the foes ofthe PCs one of your main tasks, and one of 
the most fun. When creating enemies for the PCs, keep the fol 
loyung points in mid 


PPO? foes.an 


Boyde 


Fully Rounded Chiraeyers! Flesh out enemies. 
dong Whit th) do,why they are 


thought to why NE 
where they argyand how they interact with all chats around 
‘hah, TFyou dont think 


‘of them as just bad guys for the 


either 
as smart gp. theyace=—no 
ight not Belthibest strategists, but 
mind flayers are theredibly thtelligent and always have 
schemes anuicontingency plans 

Dorit Be Afraid to Make Them Evit Evil ise. Doot 
Hrsitareto make the villains ruly vile. Betrayal devious les, 
and ideous acts all make enemies more rewarding to 


NPC opponent doesnt 
even good char 


prec on 
a0 face an opponent wham you dorit want 
to killourrigb 

Evil Doesn'¥ Always Cooperate®\Byen ifall the 
vilythat doesniemean they all work 
together. In fet, evi tel gets along with ev (pa 
ticularly inthe cateaf chaotic evil creates), bees 
the goals of one selfish destctivescreatir by de 
nition, conflict with ¢he goals of other selfish 
destructive creatures 

‘The Prisoner Dilemma: What should the PCs do 
with enemy prisoners? If an NPC fie surrenders, the 
characters face a qaandaty. Do they spare the lives of 
their evil foes, or put thefn fo the sword? Whats the 
+ wrong, killing something evi or letting it 
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live to commit more evil acts? In some campaigns or some laales 
ina campaign world, bounties are pai for living prisoners. The 
prisoners’ friends can also offer ransom to get them back alive 
‘These two facts can help BCs decide what to do with prisoners 35 
can some indication from you through other allied NPCs as to 
what the accepted course of action is fr the land the characters 
are adventuring in, Although you should play the NPCs.as appro-| 
fail ax you can dont make he Cs face prisoner dilemma 

unless you are sure you want to, } 


fillains. 
‘A diabolical sorcerer, an evil high priest.a master assasin, a lich, 
lanancient red dragon—the possibilities fr intelligent villains are 
‘endless; and they make for some ofthe PCs' most memorable and 
most hated foes. A,well-played villain can become a recurring 
character who is a constant thorn in the side of the 

‘Here ave some pointers for well: played villains, 

Use Lackeys: Dont have a major villain confront the PCs her 
self unless necessary. Eventually, the PCs will want to take the, 
{fight to her, but she should use underlings, cohorts, and sum: 
moned creatures to challenge the chatacters whenever possible. 
Nevertheless, dont deny the PCs the satisfaction of ultimately 
having the opportunity to defeat her 

Be Sneaky and Resourceful: Use all avallable options to fol 
the PCs, A sneaky vilsin might use undetectable alignment onan 
detection to foi attempts to find hina, detect serying spell or—even, 
Detter—a seen spell can keep scrying from revealing his ations 
_Minal blank fils detec thoughts, and sll sistance potentially foils 
|most everything, The basic idea to keep in minus that for every 
[ability the PCs might have, an NPC villain might be able to 
‘counter it with the right spell, item, or ability. 

Have an Escape Plan: Once the PCs have confronted the vil 
|lainand foiled his plans, it can be hard for him to getaway without 
preparing belorehand, PCs are notorious for dogging the heels of 
‘villain who mes to escape. Use secret passages, misiiliy, dimen 
sion door teleport, contingency, and swarms of underlings to aid the 


Take Hostages: Put the PCs in a moral dilemma, Are they will: 
{ng to attack the villain if her servants are prepated to slay.on her 
command » number of townsfolk she captured? 

Use Magic: A high-level villain (even a fighter or rogue! 
should have a great deal of magic to fall back on, perhaps through 
the use of spellcasting servants or magic items. The PCs have 
plenty of magic-to bring.to bear against the villain, so she should 
have a fair numberof tricks and surprises for them aswel 

Fight on the Villain’ Terms: A smart villain fights the PCs 
only when he has to, and only when he’s prepared. Preferably, he 
‘engages them after they have been weakened by fighting their 
vay through his guandian-and rrap-flle li 


Ahimals and Other Monsters 
‘Animals, vermin, magical beasts and other low-intelligence mon: 
sters form a special.category.of NBC, They dont act the way more 
Intelligent creatures do, Instead, they ate driven by instinct and 
need, Hunger and fear fr example, motivate animals, They are 
occasionally curious, but usually they are looking for food. When 
sesting up encounters with animals other and low-intelligence crea 
tures, remember to develop some sort of ecology. A.bundred ores 
‘might all organize themselves together in one area, but.a hundred 
displacer beasts never would unless. an intelligent, outside force 
|\were compelling them todo so, In.a dungeon, for example, preda 
{tors need something to.eatand probably would not li 00 close to 
{each other to avoid competition for food. The logical demands ofan 
ecosystem .can sometimes make a dungeon difficult to rationalize or 
to design so that iti at least somewhat believable, An intelligent, 
organizing force often helps to explain the presence of crearures in| 
‘numbers o¢ locations contrary o their natural inclination. 


‘Animals and other low-intelligence monsters want to eat, Want. 
to be safe.and want to protect their young, They are not thrilled 
about competition for food, bur only the most aggressive attack 
for no other reason than that. They dont collect treasure, but the 
possessions ofthe characters they. have slain can be found in their 
Inis, untouched by the creatures, 

These sorts of creasutes make great foes for PCs, since few 
moral issues are raised by slaying a dire wolf or even an umber 
hulk or a wyvern. Thus, even though humans area poor choice of 
prey for most animals in the real world, assume that most pred: 
tors in the campaign dont mind or even prefer hunting and eating 
intelligent crearutes, 


FRIENDS 

Nor everyone hates the PCs. Ifthe characters are smart as the 
campaign progresses they will make as many friends as enemies, 
Characters who don't oppose the PCs are divided into four types: 
Ialles, coborts, followers, and hirelings, The Leadership feat (see 
sas Leaders, page 106) enablesa character to attract cohorts and 
followers. Allies and hirelings have different relationships with 
PCs than cohorts and hirelings do, 


Allies 
Markov Thenurilisa rugged ranger who patrals the wilderness 10 
the west. Ever since the PCs helped him fight off the gnoll incur 
sion two years ago, he has been willing to provide them with infor 
mation about his territory whenever they ned it. He has intro: 
sluced them to Viran Rainsong, an elf wizand/band who gives them | 
‘get deals on potions and scrolls that she manufactures. iran, 
half-brother Ethin traveled with the PCs when they went.t0 the 
Forgotten Mountain and the Lichlais 
Allies come in.two.types: those who help the PCS with infor: 
‘mation, equipment, ora place to stay the night, and.those who. 
actually ravel with them on adventures, The former make useful 
contacts and resources The latter function as party members and 
carn a full share of experience points and treasute just as any 
her character does. Essensilly, these latter allies ace ayn 
t8 who just happen not o be controlled by players. They differ 
from cohorts and hirelings (see below), who work directly for 
the PCs 


Cohorts. 
‘Cohorts are loyal servants who follovea particular character oF 
sometimes a group of characters, (NPC adventurers can have co 
horts, 00.) They are hired by or seek out a PC or PCs, and they 
‘work out.a deal agreeable to both parties so that the NPC: works 
for the characters. A cohort serves asa general helper, a body 
guard, a sidekick, or just someone. to watch a character's back 
Although technically subservient, cohorts are usually too valuable 
{o waste an performing menial tasks, 

There ate-no limitations on she class race, or gender of char 
scter’s cohorts, not limits to the number of cohorts who can be 
employed by a character. Mistreated cohorts become disloyal and 
eventually leave or even seek revenge against their employers 
Loyal cohorts become trusted friends and long-time helpers 

So, wha relly the difference between allies who come slong 
and use their abilities to face dangers alongside the PCs, and. 
cohorts who do the same thing? 

Cohortsae people who take on a subservient role. Cohorts are 
not leaders. They might voice an opinion now and again. but for 
the most part they doas they're told i 

Experience Points: Cohorts earn experience points, but not at} 
the same rate as player characters, To determine.a.cohort’s XP 
award, follow this procedun 

{Dont include a cohort asa party member when determining 
the XPawards or individual characters Ina party containing four 
PCs and one.cohort, each PC gets 1/4 of the overall XP awatd 


2-Divide the cohort’ level by the level of the BCwsith whom he 
or she is associate (the character who attracted the cohort), 

3. Multiply this result by the tora XPawarded tothe PCand add 
that numberof experience points tothe cohorts ot 

For example, a 4th-level cohort associated with a éth-level RC: 
gins 2/3 as much XP asthe character gains 

Ifa cohort gains enough XP to bring i ta level one lower} 
{than the associated PCs character level, the cohort does not gain| 
|the new level—its new XP rol st less than the amount needed | 
toattain the next level. This rule is especially significant when. 
the BC loses one or more levels: cohort’ level advancement 
|could be stalled for quite some time until the PC regains his or 
her lost levels and gains enough additional XP to be eligible fora 
higher-level cohort (see the Leadership feat on the following 
page’ 

‘Treasure: Although the FCs can work ou other deals, their 
cohoris.usually get only.a half share of any treasure the party, 
|gains. Sometimes a cohort seeks no pay, only the opportunity to 
serve alongside the PCs. Such cohorts requite only living costs. 
However they are not common, 

The easiest way.to calculate a half share isto treat the cohort as 
{getting a full share, but award him or her only half, and then 
dlivide out the remainder tothe group. For instance, if a party of 
four PCs and one cohort earns 1,000 gp, divide the gold pieces by 
5 (which Is 200 apiece), but ward the cohort only 100, and divide 
the leftover 100 among the four BC (25 each), 


Followers 

Followers ate similar to cohorts, except theyre generally low-level 
NES. Because shey're generally flye oc more levels behind the 
character they follow, they'te rately effective in.cambat. Bu 
clover player can use them as scouts, spies. messengers, errand: 
sunnets or guants 

Followers dont earn experience and thus dont gain levels 
However, when a character with the Leadership feat. (see page 
106) atins a new level, the player consults the table in the fen 
description todetermine ifsbe has acquires more followers. some 
‘of which may be higher level than the existing followers. (You, 
dont consult the table to see if your cohort gains levels, however 
because cohorts earn experience on their own.) 

Followers dorit demand a share of treasure, although they 
depend on the PC they follow to.equip them and keep them fed 


Replacing Cohorts and Followers 
Ifa leader loses a. cohort ot followers, he can genérally replace 
them, according to his current Leadership score. It takes time (1d4 
months) to recruit replacements. If the leader is to blame for the 
deaths of the cohort or followers, it takes extra time to replace 
them, up t0 2 full year. Note that the leader also picks up a repute 
tion of failure, which decreases his Leadership score. 


Hirelings 
‘When the PCs need so hire someone to perform a task—make 
items, speak with sages, care for theit horses, or help butld a caste, 
hirelings are the NPCs they. employ. Characters can use hielings 
to carry torches, tote their treasure, and fight for them, Hirelings 
differ from cohorts in that they have no investipent in what's 
going on. They just do their jobs, 

Unlike cohorts; hielings do not-make decisions. They do as 
they're told (at least in theory), Thus, even if they.go.on an 
adventure with.the PGs, they gain no experience and da.not 
{affect any calculations involving the party level. Like.cohorts, 
fhitelings must he treated fairly well, or they will leave and 
might even turn against heir former employers. Some hirelings 
‘might-tequite hazard pay (perhaps as high as double normal 
pay) placed in particularly dangerous situations. In addition | 
to demanding hazard pay, hirelings placed in great danger 


mighte unfriendly (see Influencing NPC Attiudes, page 22.0f, 
the Player’ Handbook), bur characters potentially can influence 
them to.a better attitude and perhaps even talk them out of 
hazard pay. i 

Hirelings are helpful to have around, particularly for specific 
[tasks. If the PCs wipe outa nest of wererats but have to leave 
treasure behind, they.can hire porters to come back down with 
them into the lair to help carry out the goods. An animal tender 
‘or twoto watch the BCs horses while they're down in a dungeon 
‘can be useful. Mercenary warriors can provide-vital additional, 
strength to the partys ability to combat foes, 

‘Middle and high-level PCs should be aware that taking at 
level commoner with them on an adventure so thatshe can carry 
‘equipment or fight as a mercenary probably places her at. great 
risk. Hirelings who are expected o fight ae best used to deal with, 
foes oftheir level—goblin warriors, for instance, oan evilcleic’s 
skeleton army, 

Table 4-1: Prices for Hiteling Services gives an idea ofthe daily 
‘wage that hirelings of various types will expect or demand. The 
prices on the table are for long-term retention of services; hiting 
someone for just a day or tWo might cost.two.or ee timex the 
indicated price 

‘Also, the prices do not include materials, tools, or weapons the 
hireling may need todo his or het job 


Tale 41: PRICES FOR HIRELING SERVICES. 


Hireling Per Day Hireling Per Day, 
Alchemist® 1gp — Masonjeraftsperson® — D'sp., 
Animal tender/groom._.15.¢p___ Mercenary 2p) 
‘Auchtect/engineer Sp Mercenary cavalry 499 
Barrister Lap Mercenary leader. 6p 
Clerk 45p Porter 199) 
Cook 1sp Sage 2or more gp | 
Emiertainerpeformer 4sp Scribe 359 
Laborer Vsp Smith 435" 
Limner 6sp——_Tearnster 399 
Maid Tsp alet/lackey. 25p 


“Mf paid to create a specific tem, use item prices and working times 
Instead. 


The types of hitelings characters might employ (from Table 4-1) 
are described below, 

‘Alchemist: One who works with chemicals, Also includes 

apothecaries (those who deal with drugs and medicines) 
‘Animal Tender/Groom: Someone fo care for animals, Also 
ides shepherds, shearers, and swincherds, 

‘Architect/Engineer: A skilled, educated planner, essential for 
large building projects. Also includes shipwrights. 

Barrister: A lawyer. 

(Clerk: A scribe specializing in accounting, Also includes trans- 
lotors and interpreters, 

‘Cook: Someone.who can prepare meals, often for large groups. 

Entertainer/Performer: A minstrel actor, singer, dancet, oF 
poet. 

‘Laborer; Anyone performing unskilled or relatively unskilled 
labor Includes ditchdiggers, gravediggers, Bloomers (forge work: 
ers), plowers, quarriers, and many other kinds. 

‘Limner: A painter, Includes al types of artisans. 

‘Maid: A household servant who cleans. ] 

‘Mason/Craftsperson: A mason isa stoneworker, but this cat] 
gory also cavers carpenters tannets(leatherworkers),haberdash:| 
ts, brewers. coopers, cordivainers (shoemakers), bookbinders.| 
flerchers, fullers (feltmakers), bowyers, cobblers, drapers, joiners, 
parchmentmakers, plasterers. chandlers (candlemakers), dyers, 
skinners, soapmakers, jewelers, tinkers, vintners, weavers, gem- 

‘cutters. wheelwrights,cartwrights, horners, mercers,hosiers, and 
ther individuals who perform a craft 


Mercenary: A tstlevel warrior (see the warrior NPG class 
page 109). 

Mercenary Cavalry sclevel varior who can dean fight 
‘on horseback. 

Mercenary Leader: A 2nd-level warrior, Fora mercenary 
Jeader of higher level than 2nd, add 3 sp per day per level more] 
than is shown on Table 41 
| Porter: Someone who carries heavy loads, 

Sage: A researcher, a scholar, ora wise, educated person who | 
providesinformation. You should assign time period required to 
research the answer to a question, which may be as short as an. 
hhourot as long as a month ot more (depending both on the diff- 
culty of the question and.the-likelihood thatthe sage knows the 
answer or can find it quickly), More renowned sages demand 
higher fees, particularly for dificult areas of research. 

Scribe; Someone who can write, Also includes scriveners 
(manuscript copiers). 

|-Smith A metalworker. Includes blacksmiths, goldsmiths, sil-, 
{versmiths, coppersmiths, pewrerers, minters (coinmakers),laton-, 
{ers doronzeworkers),braziers (brassworkers), locksmiths, weapon: 
smiths, and armorets 

Teamster; Cart or wagon driver 

Nale/LackeyAgeeral servant required perform many and 
varied duties, 


PCS AS LEADERS 
When PCs gain levels, they also garnet reputations, Those who 
{show promise, great power, a path rowand success, ot perhaps just 
friendly demeanor may find that NPCs want.to follow them, 
These NPCs may wish for apprenticeships, employment, or a 
[leader they can look up to 


Alracting Cohorts 
‘Acharacter of 6th level orhigher can start attracting cohorts (age page 
104) and followers (see page 105) by taking the Leadership feat (see 
‘below), Unlike othe fears this one depends hewily.on she socal se 
ting ofthe campaign the actual location ofthe PC.and the group 
dynamics Youre free to disallow this fat ft would disrupt the cam: 
‘gn. eure to consider the eflect ofa RC having cobort. A cobott 
{s effectively another PC inthe purty under that payer control one 
‘whose share of XP easur, and sposlight ime is bound ro take some 
thing away from the other players characters If your group i small, 
cohotts may bea great idea. It big enough that a cohort would be & 
problem, dontletthe BCs have cohorts 

‘Accharacter can try 1 attrct.a cohort ofa particular race lass 
and alignment. The cohort’ alignment may not be opposed tothe 
leader'valignment on either the lavevs-chaos or good-vs-evil axis, 
and the leader takes a Leadership penalty ithe recruits a cohort of 

Jan alignment different from his own, The DM determines the 
details of the cohort. The.cohort has gear as an NPC (see Table 
[4-23.NPC Gear Value, page A 


LEADERSHIP [GENERAL] 
‘A character with this feat isthe sort of individual others want 10 
follow, and he or she has done some work attempting to recrult 
cohorts and followers. 
freteauiites: characte must beat east th evel 10 ake 
this feat 
‘enefits: Having this feat enables the character to attract loyal 
smpanions and devoted followers, subordinates who assist hee 
|See the table belose for what sor of cohort and haw many follow: 
Jers the charactercan recruit. 
Leadership Modifiers: Several lactors can affect a characters 
{Leadership score, causing ito vary from the base score (character 
‘evel + Cha modifier) A character's reputation (from the point of 
view.of the cohort or follower he is trying to attract) raises or 
lowers his Leadership score: 


— Number of Followers by Level — 
Score___Level st 2nd 3rd 4th Sth 6th, 
fee in EG 
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Leadership Score: A character's base Leadership score equals.hs level 
plus any Charisma modifier. in order to take into account negative 
Charisma modifiers, shis table allows for very low. Lendership scores, 
but the character must til be 6th level or higher in order to gain the.) 
Leadership feat. Quside factors can affect a characters Leadership 
score, as detaled below. 

Cohort Level The character can attract a cohort of up to this level 
Regardless ofa character's Leadership score, he can only recruit a 
cohort whois two or mare levels lower than himself. A thlevel 
paladin with a +3 Charisma bonus, fr example, can still ony 
‘ecru a cohort of ath level or lower, The cohort should be 
‘equipped with gear appropriate for is level (see Table 4-23; NPC 
Gear Value, page 127). 

[Number of Followers by Level The character can lead up to the 
Indicated number of characters of each level, For example, « 
character with a Leadership score of 14 can lead up to fifteen tst 
level fllowers and one 2ndlevel follower. 


Leader's Reputation Modifier 
Great renown a 
Fairness and generosity 4 
Special power “1 
Faure -| 
Aloofness a 
Cruelty 2 


(Other modifiers may apply when the character tres to attract a 
cohort: 


The Leader... Modifier 
Has a familiar, speci mount, or 

animal companion 
Recruits a cohart of ifferent alignment =) 
Caused the death of a cohort a 


* Cumulative pet cohort killed. 


Followers have different priorities from cahoris, When the char 
[acter tiesto artracta new follower, use any ofthe following mod- 
fiers thatapply. 


‘The Leader... Modifier 

Has a stronghold) base of operations, 2 
quildhouse; or the lke 

Moves around alot =] 

Caused the death of ther followers 4 


NPC SPELLCASTING } 
Characters need healing, They need curses removed. They need to 
be teleported, They need to be raised from the dead. At various 
‘points during the campaign, the PCs willned to find NPCs 0 cast. 
spells for them, ether because they dant want to doit themselves 
‘ot, more often, because a particular spell is beyond them, Refer to 
‘page 139 for information on she highest-level spellaster available 
ina given community 

‘Assuming thatthe PCs can find a caster of the needed leveland 
that she amenable to helping them out, the NPC charges them 10 
agp pe spell level x her cater level (or 5 gp her caster level fr 
(level spell). If she’ a cleric, she might require the amount as a 
donation to-her faith. 1 shes a wizard, she mighs cal the price. 

magical research fee” Whatever the case, che higher her caster 
level the more she-can charge for spells 

IE spell has an expensive material component, the NPC makes 
her client pay for those expenses in addition to the base cost 

If the spell requires a focus component (other than a divine 
focus), the NPC makes her client pay 10% of the cost ofthe focus 
{even ifcasteralready possesses the item), 

Finally the spell has an XP component, the NPC charges an 
additional s gp foreach experience point she must expend, 


The Flyers Handbook extenavely describes adventurers. But what 
‘about the rest ofthe world? Surely not everyonek.a fighter, rogue, 
‘or wizard, Presented in this section are five classes specifically 
designed for NPCs. None of ther, with the possible exceptions of 
the expert and the aristocrat, stands up asa playable class for PCs 
Instead, they represent the rest of the people in. the workaround, 
the RCs who dont train to goon adventures and explore dungeons 

Treat these classes as you would any other. Theie members get 
feats every three levels and ability score increases every fout levels 
(Gee Table 3-2: Experience and Level-Dependent Benefits on page 
22 of the Players Handbook), Most. NPCs take feats such as En 
durance, Skill Focus, Trick, and other noncombat related abilities. 


kk possible for NEC to multiclass, and even to obtain levels in BC 
classes ifyou so.desie. 

The level and class of an NPC give an indication of how. well, 
that NPC knows his other field A typical blacksmith might only 
be a 3d-Jevel commoner, but the world’s grearest blacksmith i 
probably a 20chLevel expert. That 2th-evel characteris a capable 
person with great skill butshe cant fight as well asafighter equal 
to her level (or even.one much lower in level), nor-can she cast. 
spells or do the other ings that characters with PC class levels 
can do, } 

NPCS gain experience points the same way that FCs-do. Not] 

boeing adventurers, however, their opportunities ae more limited, 
Therefore, a commoner is likely ro progress in levels. very-slowly. 
Most commoners never attain higher than 2nd or 3nd Jevel.in 
theie whole lives. A warrior serving as a town guard is more likely 
to earn XP here and there and thus might gain a few levels, but 
this experience is still paltry compared to what an adventures 
[gains. Keep in mind, though, that dangerous areas are more likely, 
{1a produce higher-level NPCs than peaceful, settled lands. com 
:moner who must regularly fight off gnolls trying to ransack his 
farm or burn his crops ikely to be of higher. level than one who. 
rarely encounters a challenge ofthis sor. 

These NPC.classes should pruvide enough distinction to create 
anyone the PCs meet who isnt an adventure. See Total Characters, 
of Each Class, page 136, for information on hows many. characters 
belonging to cach ofthese NPC classes are found in atypical own 
and their respective levels 


ADEPT 
Some tribal socteties or less ied regions dont have the 
resources 1o tran wizatds and clerics. Reflecting a lesser knowl: 
‘edge of magic yetan intriguing combination of arcane and divine. 
shill, the adept serves these cultures as both wise woman (or haly 
man) and mystical defender. 

‘Adepsts ean be found in isolated human, elf, dwarf, gnome, and 
halfling communities but are most prevalent among more bestial 
humanoid and giant species such as ores, goblins, gnolls, buy 
bears, and ogres, 

Hie Die: de. 


Class Skills 
The adept’ class skills (and the key ability for each skill) are Con- 
centration (Con), Croft (Lnt), Handle Animal (Cha), Heal (Wis), 


Tanve 4-2: THE Avert 
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Knowledge (all skills taken individually) (nt), Profession (Wis), 
Spelleraft (Int) and Survival (Wis). See Chapter 4: Skills in the 
Payers Handbook for skill descriptions. 

Skill Points at tst Level: (2 + Intmodifies) 4 

Skill Points at Each Additional Level: 2+ Int modifier. 


Glass Features 
All f the following are class features of the adept NPC class 

Weapon and Armor Proficiency: Adepts are skilled with all 
simple weapons. Adepts are not proficient with any type of armor 
nor with shields. 

Spells: An adept casts divine spels (the same type of spells 
available to the cleric, druid, paladin, and ranger), which are 
dawn from the adept spel ist (ee below). Like a cleric, an adept 
‘must choose and prepare her spells in advance. Unlike a cleric, an 
adept cannot spontaneously cast cur or inflict spells: 

To prepare or cast.a spell, anadept must have a Wisdom score 


for tstlevel spells, and so forth). The Difficulty Class fora 
saving throw against an adept spell is 10 + the spell level + the 
adepts Wisdom moder 

‘Adept, unlike wizards, do not acquire thee spells from books 
‘or scrolls, nor do they prepare them through study, Instead, they 
meditate or pray for their spells, receiving them as divine inspira 
tion or through their own strength of faith. Each adept must 
choose a rime each day at which she must spendan hour in qui 
contemplation or supplication to regain her daily allotment of 
spells Time spent resting has no effect on whether an adept can 
prepare spells 

Like other spellcasters, an adept can cast only a certain number 
‘of spells ofeach spell level per day, Her base daily spell allotment 
is given on Table +-2: The Adept. In addition, she receives bonus 
spells per day if she has high Wisdom score (ee Table 1-1: Abi 
‘ly Modifiers and Bonus Spells, pe & of the. layers Hanalbook 
en Table 4~2 indicates thatthe adept gets 0 spells per day of 
n spell level (for instance, 0 2nd-level spells for a Ath-| 
adept), she gains only the bonus spells she would be enttls1o, 
baned on het Wisslom score for that spell level. 

Each adept has a particular holy symbol (us divine focus) 
Aepending on the adept magical tradition. 

Summon Familiar: At 2nd level.an adepr can cal a familia, 
just as a sorcerer or wizant can, See the sidebar on page 52 of the 
Players Handiook for more information, 


Starting Gear 
2d4 x 10 gp worth ofequipment 


Adept Spell List 
-Adepts choose their spells from the fallowing lst 
|-o.Level: create water cure minor wounds, delet magic ghost sound, 
(guidance, ight, mending. purfy food anu. drink, read magic, touch of 


fiigue. 
Ast Level: bless, burning hands, cause fear command, comprehend 
languages, cure light sounds, detec chaos, detect evil detect good, detect 


law endure elements, obscuring mst protection from chaos protstion 
from evil, protection from god, patton from la slep. 

‘and Level: ai, animal ince bear’ endunance bul’ strength, cat’ 
sce, cure moderate wounds darks delay poison visibility. miror 
Image, esis energy, scorching ase musi 

rid Level: animate dead, beta cise, ‘antinial flame, 
Jue serous wounds daylight, deeper darkness lightning bol uta 

| poison. rem cuseremone disease tongues 
{4th Levels cure critical wounds, minor ration,plymrgh stor 
tion, stones, wall of fe 

sth Level: baleful polymorph, beak enchantment, commune, heal, 
‘majorereation, ise dead, rue seeing, wall of tone. 


qual. to atleast 10 + the spel level (Wis 10 for Oevel spells, Wis 


ARISTOCRAT. 
Aristocrats areusually educated, wealthy individuals who were 
born into high position, Aristocrats are the wealthy or palit: 
cally influential people in the world. They are given the free- 
dom to train in the fields oftheir choice, for the most part. and 
loften travel widely. With accesso all the best goods and oppor 
tunities, many aristocrats become formidable individuals, Some 
even go on adventures with fighters, wizards, and members of 
other clases, athough usually such activities ate nothing mote 
than a lark 

The aristocrat might work as a PC class, since it has an 
impressive selection of skills and respectable combat training, 
Being an aristocrat, however isnt so much a choice asa position 
youite born into, An aristocrat cannot bea. multiclass character 
unless his or her first level isin the aristocrat class. Mostly, you 
should reserve the aristocrat class for rulers, theie families, and 


their courtiers 

Hit Die: ds. 

TABLE 4-3: THE AnisTOCRAT 

NPC Base For. Ref wi 

level Attack Bonus Save Save Save 

Wt 40 40 40 2 

Ind 41 +0 +0. 2 
n 4 4 3 
3 + #1 4 
4 a) a my 
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s 1 2 s 
+6/+1 2 #2 16 
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s1ys6/e s re) 7) 
#12/47)42 “5 5 +10 
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Class Skills 
The aristocrat class skills (and the key ability for each skil) are 
Appraise (Int), Bluff (Cha), Diplomacy (Cha), Disguise (Cha 
Forgery (Int), Gather Information (Cha), Handle Animal (Chi), 
Intimidate (Cha), Knowledge (all skills taken individually) (Int, 
Listen (Wis), Perform (Cha), Ride (Dex), Sense Motive (Wis) 
Speak Language, Spot (Wis), Swim (St), and Survival (Wis), See 
Chapter 4: Skills in the Payers Handbook for skill descriptions 
Skill Points at ist Level; (9 + Int modifier) «4 
Skill Points at Each Additional Level: 4 + Int modifier. 


Class Features 
The following is clas feature ofthe aristocrat NPC class 
‘Weapon and Armor Proficiency; The aristocrat is proficient 
in the use ofall simple and martial weapons and with all types of 
armor and shields 


Starting Gear 
648 10 gp worth of equipment, 


COMMONER. 

“The common folk farm the fields, staff the shops, build the homes, 
and produce the goods in the world around the adventurers, Com- 
‘moners usually. have no desire to live the dangerous life of an 


adventurer and none of the skills needed to undertake the chal: 

lenges adventurers must face. Commoners are skilled in their own 

vocations and make up the majority of the population, 
‘Commoners make poor adventurers. This class should be 

reserved for everyone who does not qualify for any. other clas. 
Hit Die: ds 


TaBue 4~4; THE COMMONER 


NPC Base Fort Ref 
Level Altack Bonus Save Save 
it 40 0 +0 
Ind +1 +0. *0 
ad a) “ 
Mth 42 1 rs] 
sth 42 4 “ 
Chad. #2 2 
th 3 ” rr] 
Sth +2 +2 
tht a) 8 
1h 5 + 3 
Mth 45 8 4 
W2th 6/41 “4 “4 
1th 45/41 “4 4 
Vth 47/42 4 “4 
Wath 47/42 +s s 
V6th +8 /+3 5 5 
Yh 8/3. s s 
VBth 9/44 16 6 
19h 9/44 6 6 
20th 10/45 6 16 


‘Class Skills 
‘The comsmoner’ class skills (and the key ability for each skill) are 
‘Climb (Str), Craft (Int), Handle Animal (Cha), Jump (Str), Listen 
(Wis), Profession (Wis), Ride (Dex), Spot (Wis) Swim.(Stn. ond 
‘Use Rope. (Dex), See Chapter 4: Skills in the Player’ Hanbook for 
skill descriptions 

‘Skill Points at 1st Level: (2 « Int modifier) x4 
Skill Points at Each Additional Level: 2 + Int modifier 


Class Features 
The following isa class feature of the commoner NPC class. 
‘Weapon and Armor Proficiency: The commoner is proficient 
with one simple weapon. He is.not proficient with any other 
weapons, nor is he proficient with any type of armor or shields 


Scl4-gp worth of equipment 


EXPERT 
Experts operate as craisfolk and professionals in the world. They 
‘normally do nothave the inclination or training to be adventurers, 
but they are capable in their own field, The skilled blacksmith, the 
astute barrister, the canny merchant, the educated sage, and the 
master shipwright areal experts, 

The expert could make a PC-warthy clas choice, but only for 
those players willing to create a character focused on something 
other than a traditional adventuring career. Experts have a vast 
range of skills. Most towns and communities have atleast a few 

rts in various fields, DMs should use the-expert class for 

NPCs such.as elite crafisfolk, experienced merchants, seasoned 
guides, and other highly-skilled professionals, 
Hit Die: dé, 


Class Skills 
The expertcan choose any ten skills be class skills. See Chapter. 
4: Skills in the Player’ Handbook for skill descriptions. 


‘Skill Roints at Ast Level (6 + Int modifier) x 4 
‘Skill Points at Each Additional Level: 6 ¢ Int modifier 


‘Tape 4-5: THe Expert 


NPC Base Fort Ref will 
evel Attack Bonus__Save Save Save 
Ist 40. +0 10 2 
Ind +0 0 8 
ud a 4 8 
th 3 + ri m 
sh 8 + a) “4 
Gh +4 +2 #2 +s 
ho 45 2 2 4 
Bh +6/+1 ‘2 22 +6 
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Class Features. 


The following isa clas feature ofthe expert NEC clas 
‘Weapon and Armor Proficiency: The expert. is proficient in 
the use ofall simple weapons and with light armor but not shields, 


Starting Gear 
xd 10 gp worth of equipment 


WARRIOR 

The warrior isa strong, stout combatant without the specialized 
training and finesse of a fighter; the survival and outdoor skills of 
the barbarian or ranger, othe sophistication and 
of a paladin. The warrior isa staightforwand and unsubtle oppo 
ent ina fight, but a respectable one 

‘Wirriors are not as goods fighters, and thus PCs should be en: 
‘uiraged to avold this class in favor of the standard combat-ot 
‘eed ones given in she Players Handbook, Representing expert 
‘ence infighting and related areas but not sophisticated training, 
warriors are common among the humanoids and giants (ores, 
‘ogres, and so forth). You can also use the warrior clas for soldiers 
{although perhaps not for commanders or career soldiers), guards, 
local ehugs, oughs, bullies, and.even regular people who have 
learned to defend their homes with some ability 

Hit Dies ds 


Class Skills 
The warriors class skills (and the Key ability for each skill are 
Climb (Str), Handle Animal (Cha), Intimidate (Cha), Jump (St, 
Ride (Dex), and Swim (Ste) See Chapter 4 Skills in the Payers 
Handbook for skill descriptions 

Skill Roints at 1st Level: (2+ Int modifies) x 4 
‘Skill Points at Each Additional Level: 2+ Int modifier. | 


Class Features 
The following isa class feature of the warriot NPC clas. t 
‘Weapon and Armor Proficiency: The wartior is proficient in| 
the use ofall simple and martial weapons and.all armor and shields. 


Starting Gear 
34 x 10gp wort of equipment 


TABLE 4-6: THE WARRIOR 


NPC Base Fort Ref. wit 
Level Attack Bonus __ Save Save__ Save 
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This section provides a set of baseline statistics for NPCs of every 
{standard class at levels 1st through 20th, seith rules for how to 
adjust those statistics for various races and kinds of monster. Start 
{ing with justan NPC’ level (or Challenge Rating, which is usually 
|the same thing), you can generate an NEC randomly, or you ean, 
{pur the pieces of the character together as you sc fit. The rules 
‘cover every kind of character from atypical dwarf fighter toa half- 
fiend minotaur sorcerer 

These statistics give you basic characters with a minimum 
‘amount of work. Ifyou want wo put more effort into handcrafting 
NPCs, youtcan use these statistics as place rota. 

To ereate an NEC, you can select options from the fllawing 
‘ables, or you can put a character together from scratch 


TABLE-BASED NPCS 

The tables in this section are intended to help you create an NPC 
hen planning an adventute, They give the bare bones and sug 
gest basic equipment leaving the resto your design. To create an 
NIC from these tables follow shese steps. 

1, Decide the NPCs class and level, and. what race or kind of 
monster the NPC i. 

2. Find the class and level on the NPC tables (Table 4-12 10 
|ble 4-22). 

3.Moulfy the statistics given there by the race or kind informs 
{tion from Adjustments by Race or Kind, page 126, 

+4 Equip the NPC.with the basic gear given on the table and pur 
‘chase additional equipment up to the total gp amount allowed for 
that chanicter level Ifyou prefer, adjust the basic gear to suit your 
character concept 


Random Class, Level, and Race or Kind 
To randomly generate an NPCs class, level. and.race ot kind of 
monster, start with the NPCS level or Challenge Rating. hich is 
{usually the same thing). Then determine the following inform 
|tion randomly 
|_-1. Roll the NPCS alignment on Table 4-7; Random NPC Align- 
Jinent 
2. Roll clas randomly on Table 4-8: Random NPC Class, 
3. Rollthe ace or kind randomly on the appropriate column on 
Table 4-9: Good NPC Race or Kind, 4-10; Neutral NPC Race or. 
Kind, or 411: Evil NPC Race ot Kind 


TaBLe 4-7: RANDOM NPC ALIGNMENT, 


a Alignment 
1-20 Good (LG, NGj6r CG) 
21-50. Neutral (LN, N,or CN) 
51-100, Evil (LE, NE, or CE) 
‘Tasve 4-8: RanDom NPC Ciass 
Good Neutral evil Class 
01-05 0-05 o1-10 Barbarian 
06-10 96-19 VW-15 Bard 
1-30 n-15 1635 Cleric i 
335 16-25 36-40 Druid 
36-45 26-45, ne Fighter 
46-50, 46-50 51-55 Monk, 
51-35 = - Paladin 
56-65 51-55, 56-60 Ranger 
66-75 56-75 61-80 Rogue 
76-80 76-80 8)-85, Sorcerer 
31-100 81-100 86-100 Winard 


HANDCRAFTED NPC 
To create an NPC from scratch, simply use the information from, 
the Player's Handbook, the Monster Manual, and.the earlier parts of 
this chapte 

The one additional piece of information you.nced is the value of 
an NPCs gear, See Table 4-23; NPC Gear Value to find the total, 
value of the NPC equipment. Select equipment whose toual value. 
is this amount or Jess.and let the balance be cash on hand. You.can 
use the other tables as guidelines and shortcuts 

Ifthe NPCS gear includes « magic item with charges, consider 
the item’ value to be one-half its full market price, and roll.ran:) 
domly for the number of charges it has just as you normally do for 
a random magic item. (If the item is one of the few.with value, 
beyond its charges, however, halve only the part of its value that's. 
based on is charges. Use your discretion, 

‘When selecting gea fora spellaster, count magic tems that 
she can make herself as 70% as expensive as. normal. This cule 
effectively treats the XP cost as an extra gold piece cost. Ifthe item 
is charged, then count itas half normal yalue (a net 35%) and 
determine charges left randomly, 


PREGENERATED NPCS 

 youire ina hurry, and you donichave the time to create an appro- 
priate NEC, you can.use one.of-the.pregenerated NPCs thi 
‘ecompany Tubles 4~12 through 4-22. For each character class 
‘one of two samples are presented at different levels of advance 
‘ment. You might have to adjust some of these character’ statistics 
‘onthe fly" toaccount for adifferent kind of creature ora diferent 
character level 


COMBINATION METHOD 

, you can, combine these methods, using the material 
here.asastarting pointand then making different choices for your 
NEC: diferent skills, different feats, different geat, even diferent 
classes (fr a multiclass character. 


ELITE AND AVERAGE CHARACTERS. 
‘All RCs and all the NECs described in this seetion are “elite” a cut 
tbove the average. Elite characters (whether they are.PCs.0& not) 
have above-average bility scores and automaticaly get maximum. 
Jur points from theit first Hit Die. Average characterson the other 
hand, have average abilities (rolled on 46) and dont get maximum 
hit points from theic first Hit Die, The monsters described in the} 
“Monster Manual are average characters rather than elite ones 
(hough elite monsters aso exist). Likewise, some fighters, wizards, 
and s0.on are average people rather than elires; they have fever hit 
points and lower ability scates than the NPCs described her. 


Taste 4-9: Goon NPC Race on Kin 
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Rog Sor Wiz Race/Kind, Level? 
— 01-02 0) —_Aasimar (planetouched) Normal 
— 3 Dwarf. deep Normal 

1-05, 04-0502 wa il ‘Normal 
0 05 —__Dwarf, mountain Normal 
= 07-08 03-07 El gray Normal 

07-19 09-11 08-41___EI high Normal 
= 1236 = Ethwild Normal 
— 37 af, wood Norena 
20 3843 Gname, forest Normal 

21-25 38-40 44-48 Gnome, rock Norma 

26-35 41-45 49-58 Hialfell Normal 

36-60 46-54 59-63 Halfling. ightfoot ‘Notena 

16655 Haling, deep Normal 

67-7256 65-67 _Halfing,tlfellow Normal 

1-17 S758 68 Halfore Normal 

78-96 59-95 69-96 Human Normal 
97-98 97 Gnome, svirineblin 4 
98 97 9B Halfcetestia! “1 
99 98-9999 Halfdragon? = 
100 100 100-—-‘Werebear(yeanthvope)* 2 


1 Rell to determine the NPC's base race or kind. (On the reroll, ignore rolls marked witha 1.) 


2iFthecr 


eis exceptionally powerful, reduce its class level to balance 


READING THE NPC DESCRIPTIONS 
The NPC descriptions that follow summarize a Jot of information, 
Jabout the NPCs they describe. Below ate details about each cate 
gory of information 

Starting Ability Seores: All these NPCs have stating ability 
scores that were determined by using the etearray (15,14, 13,12, 
10,8) and arranging the numbers to the character's best advantage 
(See page 169 for more about the elite array.and other alternative 
methods of determining ability scores) 

Incteased Ability Scores: Some of the NEC's ability scores 
increase-at higher levels either because the character attains a 
level where an ability score increase is gained ot because the-char 
scter gains possession ofa magic item that improves a score. Mag 
ically enhanced ability scores are in parentheses. 

Melee and Ranged: Each NPC is equipped with a melee 
weapon and a ranged weapon (the monk has an unarmed attack 
listing ax well). These columns onthe table provide the NPCS total 


‘Tamue 4-10; NEUTRAL NPC RACE on KIND 
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its. class level is 0 or lower, reral 


attack bonuses due to class and level The Ranged figure does. not 
{include any bonus from ammunition that mightalso apply 

F/R/W: The class level-based bonuses.on Fortinude, Reflex, 
and Will saves. 

‘Skill Pts,/Feats: The numbers of skill points and feats an NPC 
has are calculated assuming a nonhuman character fora human, 
add skill points and bonus feats as appropriate, The. number of 
total feats includes any bonus feats granted by the class 
Spells: The number of spells of each level a spelleaster has is 
sven in order of level, from lowest to highest. Thus, °6/2/4" for a 
uhrlevel sorcerer means six O-level spells, seven Ast-level spells, 
and four 2nd-level spells 

Gear: This column lists the basic armor, generie melee and 
ranged weapons (mundane, masterwork,.or magical), and 
‘common types of magic equipment each NPC has, You can pick 
any simple or martial weapon of an appropriate kind (but not an 
‘exotic:weapon). Ifthe ranged weapon you choose is a composite 


fog Sor Wit___Race/kind Lever 
= wath dep Normal 
07-04 0) ar hil Nowa 
= = = Dyn: mountain Normal 
— Oh ay Normal 
05-08 026 EN high Normal 
<2 Bh wil Normal 
TIS 27-28 wood Normal 
= nome, forest Normal 
1-16 28 Gnome, tock Normal 
11-25 17-31 30-44Halelf Normal 
2653324) 45-47—Halfing ighfoot Normal 
S458 42 Halfling, deep Notmal 
59-65 4348-49 Halfling tallelow Normal 
6473 44-48 50 Halfore Noxmal 
74.97 48-95 51-97 Human Normal 
— 96-97 __—__Lizardfolk Normal 
— = = Come, svirfebin =} 
98 $898 __Doppelganger 3 
39-9898, Wereboar(ycarthrope)! 1 
100100100 Weretiger (yeanthrope)!_—-1 


1 Rerell to determine the NPCs base race or kind. (On the reroll, ignore rolls marked witha 1.) 
2 Ifthe ereatre is exceptionally powerful, reduce ts class level to balance. If its clas levels O or ower, rral 
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Rog Sor Wie__Race/Kind Level? 
0 — = Darl deep Normal 
a = — Dwar. hill Normal 
2 = OE high Normal 
— OL — ef wild Normal 
os = 1 El wood Normal 
418 02-16 12-25 Half Normal 
19-38) 17-21-27, Halfing, lightfoot Normal 
9 2 = Halfing, deep Normal, 
402328 alfing talfellow Normal 
41-50 4-28 Halore Normal. 
51-70 29-68 29-78 Human Normal 
ear —Lrardfolk, Normal 
Ns 10 = Goblin Normal 
a6 7178-80 Hobgoblin Normal 
a7 72-86 — Kobold ‘Notmal 
a  - Normal 
88-39 — ———8)_—_Tiefling (planetouched) Normal 
as = — Drow (el) female 1 
= = 2-91 Drow (ett) mate} a 
= = oy =I 
= = Derre 4 
~ 37 2 Goll * 
— 80 — Troglodyte 4 
90-93 91 93 Bugbear 2 
=n — Ogre 24 
= 93 = Minotaue 
oy 94 94 Mind Mayer 
= 95 95-96 Ogre mage 
95-96 98 97 Wererat(ycanthrope)" 
929798 Werewolf(ycanthyope)* 
98-99 98 = 99—Halffend? 
100 99-100. 100.—Malfidragon! 


1 Rerll to determine the NPCs base race or kind. (On the reroll, ignore rolls marked witha 1.) 


2fthe creature is exceptionally powerful, reduce 


bow, that bow does not have ahigh strength rating (see Composite 

Longbow, page 119 of the Payers Handbook), For brevity in. this 
column, “mwk" isan abbreviation for masterwork,’ and the terms 
“melee” and “ranged” should be read as melee weapon’ and “ranged. 
weapon” Also, the name ofa specific magic item is shortened to a 
single word in all references after the first one; for instance, ring of 
pvtection becomes. rig, 

“The. wealth possessed by an NRC in excess of his or her gear's 
Value is indicated atthe end of this entry and can be used to pur 
chase additional equipment as desired. The expense of outfitting a 
chuiracter with an exotic weapon or with.a ranged weapon that has 
|i high strength rating should come.out of this excess wealth, 
‘ese balances are rounded fo the nearest 50 gp for neatness ts 
‘okay-t0 exceed them by afew gp, 

Spells Known per Level: For bards and sorcerers, an addi 
tional table gives the number of spells known at each level from 
Ast through 20th 


NPC BARBARIAN 

Starting Ability Score 
Chas. 

Increased Ability Scores: 4th, tx 16; 8th, Con 14; 12th, 
oth, Str 18, 17th, St 18 20) 19th, Soe38 (24), Des 14 (16) 
Sir12(25), 

‘Sample Sth-Level NPC Barbarian: Half-ore Bbn 5; CRs; 
{Medium humanoid (orc}.HD sd12+5; hp 43; Int + Spd 30 ts 
‘AG18, touch 12, flat-footed 18; Base Atk +5; Grp 09: Atk +11 melee 
(1dt2+6/3, masterwork greataxe) or +7 ringed (1d8+4/53, com: 
posite longbow [+4 Str bonus)) Full Atk +11 melee (1d1246/33, 


45, Dex.14,Con.13,4nt10, Wis 12, 


\adi247/19-20/%3, 01 


class level to balance. Ifits clas levels 0 or lower, real 


masterwork greataxe) or +7 ranged (1844/3, composite long: 
bow (+4 Ste bonus]); SA —: SQ darkvision 60 ft, improved 
uncanny dodge, rage 2/day, trap sense +1, uncanny dodge; AL CE; 
SV Fort +5, Ref +3, Will +2; Str 18,.Dex 14, Con 43, Ine 8, Wis 12, 
Cha 6. 

skills ons Feats: Climb-+7, Jump 42, Listen +7, Survival 47; 
Dealge, Weapon Focus (greataxe), 

Improve Uncanny Dodge (£x):This barbarian cannot be flanked 
except y:a rogue of at least four levels higher than the barbarian, 

Rage (Exii+4 0 St, +4 to Con, +2.0n Will saves, ~2 0 AC for up 
to 6 rounds. 

Tap Sense (Ex): This barbarian has an intuitive sense chat alerts 
‘him to danger from traps, granting. +1 bonus on Reflex sives and 
+4 dodge bonus to AC against attacks by traps 

Uncanny Dodge (Ex):This barbarian can react ro danger before 
huis senses would normally allow him to do 30. He retains his Dex 
terity bonus to AG even when caught flat footed. 

osesions: +4 brensplte, masterwork greataxe, composite long: 
bow (+4 Str bonus), 20 arrows, § cold iron arrows, § silvered 
arrows, 2 potions of cure moderate wounds, potion of lesser restoration, 
potion of neutralize poison, 3 flasks alchemist’ fire, climber’ kit, 
dagger. 


Sample 10th-Level NPC Barbarian: Half-orc bn 10, CRO, 
‘Medium humanoid (ore HD 10d12+30, hp 9 nit +2; Spd 40 ft 
‘AC 18, touch 12, flat-footed 18; Base Atk +10; Grp +14; Atk +16) 
melee (1d1.2+7/19-20/3, +1 gente) ot +13 ranged (1d8+5/%3, +1 
composite longhow [+4 Str bonus}; Full Atk +16/+11 melee 
3/+8 ranged (1085/3, +1 

SQ darkvision 60 ft, 


reataxe) oF 
composite longhow [+4 Str bonus); SA. 


TABLE 4-12: NPC BARBARIAN 

level hp AC Melee Ranged F/R/W 

Yt 116d 3 3/s2/41 
3nd 20745 5 +4/22/+1 
ad 2846 46 p32 
ath 351748 +, 45/23/92 
Sh 488 8 45/382 
Gh 50.18 +15, 25/4 6)e4/+3 
Th 5818 6 10/8 s6pa/s3 
th 1s Ha +6 48/4/03 
ho 8) 3 2/7 ye) 
Yoh 9020 14/9 149 49/5/04 
Vth 982) ASNO)S ISON aB/AS hak 
Vath 10722 sN6/11/6 S165 1065 
Vth NS 2 a7ZyP ATA RIT O/B 5 
Vath 126-24 919/14) 1B/13/B FN H6/o5 
WSth 182 24 aie tana) eT 
Veh 14124 4249/14) 21/16/16 + 2/+7/46 
Tr 149 26 s6patpteY aaa? ateAT/B 
Wh 139828 DTA s2ApNINA/D—+13/AT/6 
18h 16629) OaSAONIS— sas/aIEY 4N3/A8/46 
Yom 17529 81/26/2116 427/2a/17/12_+14/09)97 


damage reduction 2/~ improved uncanny dodge, mige 3/day, trap 
sense +3, uncanny dodge; AL CE; SV Fort +9, Ref +5, Wall +4) Str 
18, Dex 14, Con 14, Int &, Wis 12, Cha 6 

Shall anu Feats: Climb 11, Jump +10, Listen +2, Survival +8 
Dexlge, Improves Critical (greataxe), Power Attack, Weapon Focus 
(grearae) 

Improve Uncanny Dodge (Ex) This barbarian cannot be flanked 
except by a rogue of at east four levels higher than the barbarian 

Rage (Es): +4 0 St, +40 Con, +2 0n Will saves, =2f0 AC for up. 
107 rounds, 

thap Senge (Ex): This barbarian has an intuitive sense that alerts 
‘him to danger from traps, grantinga +3 bonus on Reflex saves and 
1143 dodge bonus fo AC against antacs by traps 

Uncanny. Dadge(Ex):This barbarian can react ro danger before 
his senses would normally allow him todo so, He retains his Dex 
xerity bonus to AC even when caught flat footed. 

owsessons: 42 breasplate, amulet of natural armor +, +4 greatane +1 
“ampouite longbow (+4 Ste bons), 20 arrows, 5 vilvered arrows, 2 
potions of ue moderate wounds, climbers kit, dagger. 


NPC BARD. 
Starting Ability Scores: Sir 10, Dex 13, Con 12, Int 14, Wis 6 
chats, 
Increased Ability Scores: 4th, Cha 46; sth, Cha 17 (19) 124b, 
‘Cha 18 (20), 6th, Cha 19.21), 47th, Cha 19(23).18th,Cha 19 25); 
20th, Cha 20 (26). 


Sample 15th-Level NPC Bard: Human Bird 15; CR 15; Medium 
[humanoid 18d6+15; hp 70; Init +5; Spd 30 fi; AC. 19, touch 44 
|fat-footed 18; Base Atk +14; Grp +1 Atk-+14 melee (1d822/19~ 
{2 longawond).or +13 ranged (1d8/19-20, masterwork light cross 
‘bow Bull Atk +14/49/s4 melee (1d8+2/19-20, +2longnwori) or 313, 
ranged (1d8/19-20, masterwork light crossbow) SA —; SQ bardic 
knowledge 17, countersong 15/day, fascinate 15/day, inspite com: 
ppetence 15/day, inspire courage 15/day, inspite greatness 15/day, 


Sl Pts.) 

Feats Gear 

16/1 Mwk scale, mwk melee, mundane ranged, 200 gp 

20/1 Mw breastplate, mwvk melee, mundane ranged, 1,200 gp 

24/2—-As Ind level, except 1,700 gp 

28/2 As 2nd level, except 2,500 gp 

32/2) +1 breastplate, mk melee, mundane ranged, 2500 gp 

36/3 As Sth eve, except 3,800 gp 

40/3. +1 breastplate, +1 mele, mundane ranged, 3,500 gp 

44/3) +1 breastplate, amulet of natural armor +1, +1 melee, mundane 
fanged, 3,500 gp 

48/4 +2 breastplate, amulet +1, +1 melee, mundane ranged, 
6,000 gp 

52/4 +2 breastplate, amulet +1, +1 melee +1 ranged, 1,000 gp. 

56/A +3 breasiplate, amulet +1, +1 melee, +1 ranged, 3,000 gp 

60/5 +3 breastplate, amet +2, » melee ranged. 1,000 gp 

64)5 As 12th level, except 9,000 gp 

68/5 J brasiplote, amulet +2, ring of protection +2.+2 melee, +1 
ranged, 11,000 gp 

72/6 +3 breastplate, amulet +2, ring +2, +3 mele, «1 ranged, 
14,000 gp 

76/6. +3 breastplate, amulet +2, ring +2, +4 mele, +2 ronged, 
25,000 gp 

80/6 +4 breastplate, amulet +3, ring +2, +4 melee, +2 ranged, 
_ountets of ore power +2, 3,000 gp 

£4/7 +5 breastplate, amulet +3, ring +3, +4 mele, +3 ranged, 
ounslets +2, 17,000 gp. 

88/7 +5 breastplate, amulet +3, rig +3, «4 mele, 3 ranged, belt of 
lant Strength 6 gloves of Desterty +2 16,000 up 

92/7 As 19th level, except 66,000 gp 


song of freedom 15/day, suggestion; AL NE; SV Fort +6, Rel +10, Will] 
48;Str 10, Dex 13, Gon 42, Int 14, Wis 8, Cha 20. 

Skills and Feats: Balance +3, Bluff +23, Decipher Seript 420, 
Diplomacy +30, Gather Information +23, Intimidate 47,Jumnp. +2 
Perform +26, Sense Motive +47, Spelleraft +23, Tumble +19, Use 
Magic Device +5; Dodge, Improved Initiative, Mobility, Skill 
Focus (Diplomacy), Skill Focus (Perform), Skil Focus (Spelleraft), 
‘Weapon Focus longswond 

CCountervong (Su): This bard can counter magical effects that 
depend on sound by making.a Perform check for each round of 
countersong. Any creature within 30 feet of the bard who is 
affected by a sonic or language-dependent magical atack may we 
the bands Perform check result in place of his or her saving throw 
{fdesited. Countersong lasts for 10 rounds, 

ascinate (Sp: This bard can cause up to five creatures within 90 
feet that can see and hear him to become final with him (se 
quietly, 4 penalty on skill checks made as reactions, such as 
Listen and Spot checks), The hands Berform check results the DC 
for the opponents Will save. Any-obvious threat breaks the eect. 
Fascination lasts 15 round, 

Inspire Competence (Su): An ally. within 30 feet who can see and 
hear this bard gets a +2 competence bonus on skill checks with 
particular skil fr as long as hecan hear the music. Inspire conf 
dence lasts for up to 20 rounds, 

Inspire Courage (Si): Alles ineluding the bard) who can heat 
this bard receive a +3 morale bonus on saves against charm and. 
fear effects ands +3 morale bonus on attack and weapon damage | 
rolls The effect ass for 5 rounds after the ally can.no longer hear 
the bard. 

Inspire Greatness (Si: After hearing this bard.sing for a full] 
round, up to three creatures within 30 feet (including the bard,if] 
sdesixed) gain +2 Hit Dice (digs that grant temporary hit points), a 
+2.competence bonus on attacks, and a +1 competence bontis on 
[orritude saves. The effec lasts until § rounds after the creature 
can no longer hear the bard 


TaBLe 4-13; NPC BARD 


Skil Pts Spells 
Level_hp AC Melee Ranged _F/R/W. Feats per Day Gear 
Nella Seana a Hs aN ‘Mivk studded leather, mk melee, mk ranged 
2nd M1442 3 sje4/e2_ 30/131 ‘As Ist eve, plus 1,000 gp 
xd 16 48 +4 apr 362372 ‘As Ist level, plus 1,500 gp 
4th 20 4a “5 42/05/53 4272/3 ‘As lst evel, plus 2300 gp 
Sth 25 15 +4 s 12/95/03 4872 A/D Musk studded leather, amulet of netural armor +, 
‘mk melee, mwk ranged, 1,400 gp 
Gh 29 1545 6 s3r6/14 S443 ‘As Sth level, except 2.500 gp 
th M1546 7 B64 OR BAAN ‘As Sth level except 4000 gp 
[Mth 38 15S aa7fe8 663442 Musk studded leather, amulet »1,.mwk melee, 
mk ranged, cloak of Charisma +2. 2,500 gp. 
oth 43 NS 47/2 SB apo ASTRA SAMI. As BthJevel, except 5,000 gp 
VOth 4715 8/3.9/A___ don 78/4 3/4/4)3/1 amulet +2, bracers of armor +2, mwk melee. 
mu ranged, cloak +2 
Vth S216 49/4105 aya) ay 3/4/4/4/2° amulet -+2,bracers+3, mwk melee, mwk ranged, 
cloak +2 
Wh $617 O/S.——1N/6—5/49/47 90/5 ——*3/5/4/4/3. amulet +2, bracers +3, ring of protection +1, +L melee 
inv ranged, cloak +2, 1,400 gp. 
13th 61 8410/5116 5/49/47 96/5 3/5/4/4/3/1 amulet +2, bracers +3, rng +2, +1 melee, mk 
ranged, cloak +2, 3,500 gp 
Vth 6S 1912/7127 S/v O/B 02/8 4/5/4/4/4/2 amulet +2, bracers +3, ring ©3, +2 melee, mwk 
ranged, cloak +2, 2,500 gp 
YSih 70-19, 13/8/9—413/8/8—46/4 10/48 108/6 4/6) 74/4/39. AS Ath level, except 16,500 gp 
Véth 7420. 414/9/A914/9/A 46/41/49 114/6._4/6/5/4/4/3 amulet +2, bracers +4, rng °3, +2 melee, mk 
ranged, clook +2, 28,500 gp 
Vth 7922 M4/BIA—14/9)A 6/11/49 120/6 —4/6/6/5/4/4/2 amulet +3, bracers +5, rng r3, +2 miler, wk 
} ranged, cook +4, 20,000 gp 
Lith _.83 23 15/10/5498/10/5 7/42/10 126/7 —_4/6/6/6/5/4/3_ amulet +4, bracers +5, rng-r3, «2 melee, mwk 
ranged, cloak +6, 2,000 gp 
Voth 8B 28 16/1/68 16/11/68 47/42/10 132/7—4/6/6/6/5/5/4 As TBth evel, except 62,000 gp 
2th 9228-4 1/12/7-—17/12/7—41/4 13/011 138/2 4/6/66 /6/5/5._As. 18th level, except 112,000 gp 
159% chance of arcane spel failure at 1st-3th level, 
Speuts KNOWN per Level. 
Level Spells Level Spells Level Spells Level Spells 
wt 4 and 5/2 ad 63 ath 6/3/2 
Sth 6/43 6th 6/4/3, 7th 5/44/2 Bh 6/4/4/3 
oth 6/4/43 roth 6yayayape wth 3 Yh 6/4y4yajs 
sth 6/4/4/4/4/2 Vath 6/4/4)4/4/3 15th 6/4/4/5/4)3 Veh 6/5/4/4/4/4 
Veh 6/5)/5/4/4/4/3 Vath 6/5/5)5/4/4/3 19th 6/5/5/5/5/4/4 Boh 6/5/5/5/5/5/4 


Song of Fredo (Sp): By singing far-t minute without interrup- 
don, this band can create a break enchantment effect as the spell 
from a15th-level caster, on a single target within 30 feet.The bard 
cannot use this ability on himself 

Suggestion (Sp) This band can make a suggestion (asthe spell) 10 

Ta creature he has already fascinated, A DC 22 Will save negates the 

[eff 

Had Spells Known (4/6/4/4/4/3; save DC 15 + spell level) 

‘0—dancing lights, daze, ghost sound, light, lullaby, read. magic; 
1st—ause fear charm person, cure light wounds, sleep, 2nd—cure 

‘moderate wounds ghitterdust, hold person, invisibility, rd—blink, 

charm monster, dispel magic. glibneas; 4th—break enchantment, 
dominate perion, hold monster. shout; Sth—greater dispel magic, 

nd fog, mislead 

sessions: Amulet of natural armor-+ acer of armor +3, ring of 

protection +3, +2 longswont, masterwork light crossbow, 10 bolts, 5 
{cold iron bolts, 5 silvered bolts, 3 potions of cure serious wounds, 2 
{potions of eagles splendor, 2 tons of fy.3 potions of ibnes, 2 potions 

{aftongues ook of Charisma +2, wana of summon moniter, maaster- 

{work hut, 


NPC CLERIC 


Starting Ability Scores: Ste 13, Dex 8, Con 44, Int 10, Wis 15,, 
has 


Increased Ability Scores: 4th, Wis 16; 8th, Wis 17; 10th, Wis 
17 (19), ath, Wis 18 (20); 13th, Dex 8 (10); 14th, Wis 18 (22), 16th, 
‘Wis 19 (23),17th, Wis 19 (25); 201h, Wis 20 (26), 


Sample sth-Level NPC Cleric: Human Clr 5) CR 5; Medium 
fuumanoid; HD 5d8+10; hp 36: Init ~t; Spd 20 ft; AC 21, touch 9, 
flaefoored 24; Hase Atk +3; Grp 24 Atk.+6 melee (1d81, master 


work motningstar) or +2 ranged (1d8/19-20 light crossbow); Full 
Atk +6 melee (1481, masterwork morningstar) of +2 ranged 
(td8/19~20, light crossbow), SA turn undead 4/day; SQ—j AL 


NG: SV Fort +6, Ref +2, Will +7; Sit 13, Dex 8, Con 14, Int 10, Wis 
16,Cha 12. 

Stalls and Feats; Concentration +10, Listen +11, Spelleraft +8, 
Brew Fotion, Lightning Reflexes, Weapon Focus (morningsta). 

Clerc Spl Prepared (5/5/4/3; save DC 13 + spell level: 0st 
gi gular (2) ight sistance st—bane, Hess (2), santa? sald | 
of fat, 24—aid, bulls strength, cure moderate wounds, sun burs 
nt—aipel magi, magi irl agains evl, protection fom energy” 

‘Domain spell. Domains Healing (cast healing spellsat-+t caster 
level), Protection (protective ward grants +5 resistance bonus on 
nestsave.1/day), 

sessions: +4 full plate, +4 heavy sel shield, masterwork morn- 
ngstar, light crossbow, 10 bolts, 2 scrolls of cure light wounds 
‘wooden haly symbol, 6 rorches, 


Sample 10th-Level NPC Cleric; Human Clr 10; CR10; Me 
dium humanoid; HD 1048420, hp 68; Init—1; Spd.20.ft3 AC 22, 
touch 10, la-footed 22; Base Atk +7; Grp:+8; Atk +8 melee (1482, 
+1 morningsar) or-+6 ranged (1484/1920 light crossbow with +1 
crossbow bolts); Full Atk-+8/+3 melee (1d8+2, +4 morningitar) or 46 
ranged (1d8+1/19-20,light crossbow with +1 crosbow bolts; SA 
turn undead 4/day, SQ—; ALNG SV Fort +9, Ref +4, Will +1; Str| 
|13.Dex 8, Con 14, Int 10, Wis 19, Cha 12, 

‘Skills and Feats: Concentration +5, Listen +17, Spelleraft +13: 
Frew. Potion, Combat Casting, Lightning Reflexes, Scribe Scroll, 
‘Weapon Focus (morningstat. 

Clerc Spells Prepared (6/6/6/8/5/3;save DC 14 + spell level: 0— 
detect. mage, guidance (2), light sistance (2); 1st—bane (2), bless (2), 
sanctuary, shield of faith; 2nd—nid, bulls strength (2, eure moderate 
wounds hold person, sound burst; Srd—dispel magic (2), magic crle 
agains evi protection from energy, searing light; 4th—divin power, 
sgrealer magic weapon, restoration. (2), spell imumunity*; Sth—flame 
strike, spell resistance tre cing 

"Daman spell Doman: Healing (cast healing spellsat 1 caster 
Jevel), Protection (protective ward grants +10 resistance bonus on 
next save, 1/day), 

sessions: +1 ful plat, +t avy tel shield ring of protection +1, 
periap of Wisdom #2, masterwork morningstar, light crossbow, 


Tapte 414: NPC CLenic 


Skil Ps 
hp AC Melee Ranged —_F/R/W Feats 
wo 7 42 4 4a 

znd 16 +0 +5/-Ne5. 10/1 
Md 19 “ 45/045. 13/2 
ath 2919.45 2 16/40/47 14/2 
Sth 361945 2 16/s0/07 16/2 
oh 2 20 46 a +198 183 
wh 4 20 47 “4 HAE 209 
Sh 552) 8 45/0 aan 923 
oth 62 22a} 45/0 nA ad 

10th 6229/4 46/1 ayaa — 26/4 

Wh 7 WHOS 47/Z_— a YaTyAN 28 

Vth 8) 2B 41/6 48/3 91/43 /413._30/5 

1th 8824 NT/6 9A plant 32/5 

Vth 94 8414/7 tS atnaynt 34/5 

WSK TOD 24 a95/8/a sy6/ sTI/HS/HIS) 36/6 

Wh 10726 14/94 412/7/2—+12/45/+16 38/6, 

Ith TM 6 S149) DTPA -sADYASHIT. 40/6 

VBth_ 920. 26 415/10/5413/8/3—413/+6/418__42/7 

Wh 127 26 16/11/6414 /9/4 413/96 /678 — 44/7 

20th 133-26 17/127 415/105 +14/+6/+20 45/7. 


10 bolts, 2 scrolls of cure light wounds, wooden holy symbol, 6) 
torches 


NPC DRUID. 
Starting Ability Scores: Str 10, Dex 14, Con 13, Int 12, Wis 15, 
(Chas 
Increased Ability Scores: 4th, Wis 16; 8th, Wis 17; 11tb, Wis 
17 (19); 12th, Wis 18 (20); 44h, Wis 18 (22); 16th, Wis 19.(23);, 
17th, Wis 19 (25), 20th, Wis 20 (26), 


Sample sth-Level NPC Druid: Lizardfolk Drd S: CR 6: 
Medium humanoid (reptilian); HD 7d8+14; hp 50, Init +2: Spd 30 
ft; AC 19, touch 12, flat-footed 47; Base Atk 233 Grp.14i Atk 45 
melee (td4+1, 2 claws) and +3 melee (1d, bite). or +6 melee 
(td6+2/18-20, +1 «imitar oF +7 ranged (Ads, masterwork sling) 
Full Atk 45/45 melee (1d441, 2 claws) and +3 melee (td, bitel or 
+6.melee (1d6+2/18-20, +1 scimitar oF +7 ranged (1d6, master 
Jwork sling); SA —; $0 animal companion, hold breath, link with 
‘companion, nature sense, resist nature’ lure, share spells rackles. 

p, wild empathy, wild shape (Small. or Medium animal 1/day), 
woodland stride; AL Ni SV Fort. +6, Ref +6, Will 7; Str 12, Dex 14, 
Con 45, Int 10, Wis 16, Cha, 


‘Shlls and Beats: Balance 46, Concentration. +6, Handle Animal 
Gear 
Splint mail heavy steel shield, mwk melee, 


‘mundane ranged, 300 gp 


44 Halfplate, heavy steel shield, mwk melee, 
‘mundane ranged, 1,000 gp 

4a Full plate, heavy ste! shield, mwk melee, 
‘mundane ranged, 600 gp 

5/5/4 ‘As 3rd evel, except 1400 gp 

SISA ‘As 3rd level, except 2,500 gp 

5/5/5/4 +1 ful plate, heavy see! shield, mk melee, 
mundane ranged, 3,600 gp 

6/6)/5/4/2 ‘As 6th level, except 4200 gp 

6/6)5/5/3 +1 fill plate, + Leavy steel shield, wk 
melee, mundane ranged, 6,200 gp 

6/6 /6/8/3/2 +1 fil ple, +1 heavy ste! shied, rng of 
protection +1, mwk melee, mundane ranged, 
7,000 gp 

6/696/5/5/3 +1 fil plate, +1 heavy steel shield, ing «1, 
‘mwk melee, mundane ranged, periapt of 
Wisdom +2, 11,500 gp 

6)7/6/6/5/3/2 ‘As 1OKh level, except 20,000 gp 

5/8)6/6/5/5/3, +1 ful plate, «1 heavy ste! shield, amulet of | 
rojural armor +1, ring +, +1 melee, mundane 
ranged, periagt #2.14,000 gp 

6/8/7/6/6/5/3/2 +1 full plate, +1 heavy steel shield, amles +3 
‘ing +1, +1 melee, mundane ranged, gloves of 
Deaterity +2, peropt +2, 18,000 gp 

6/8/2/6/6/5/5/3 + full plate, +1 heavy steel shield, amulet +1, 
ring o+1, +1 melee, mundane ranged, gloves 
+2, periopt +4, 16,000 gp 

5/8/8/7/6)6)5/3/2 As \4th level, except 30,000 ap 

6/8/8/716/6/5/4/3—+2,ul pate, +2 heowy steel shield, amulet +, 
ring, +1. mele, mundane ranged, gloves 
£2, periagt +4, 41,000 gp 

6/8/8/8/7/6/6/S/3/2 +2, plate, +2 heow steel shield, amulet +), 
ing +, +1 melee, mundane ranged, gloves 
2, perp +6, 44,000 gp. 

65 /88/8/7/6)6/5/4/3__ As 17th level, except 74,000 gp 

5/8/8/8/7/7/6/6/4/4 As 17th eve, except 114,000 gp 

6/8/8/8/8/7/6/6/6/5 As 17th level, except 164,000 gp. 


“includes domain spells. You must choose one spell pr spell level ftom the appropriate. domains 


‘Taste 4-15: NPC Drui. 


Skil Ps.) 
Level hp AC Melee Ranged __F/R/W. Feats 
18,98 7 a0 a 33/2/42) 
2nd 141742 44 H/s2[s5— 25/1 
3d 208 4s H/s/5 30/2 
ah 75) +6 45/43/47 35/2 
Sh 31a 6 45/43/47 4ay2 
Gh 361845 7 6/8/48 453 
th 2 18 46 # +6)4/48 50/3 
Bh A719 7/2 9/4 aan SB 
CS 2) 
Vth 5821/3105 /a5/+10 5/4 
Wh 6h 2) 49k aS aBSIAT 704 
Wh 69D HS. RT o/n6/413. 75/5 
Vth 7S 2210/5 RT s/n6/413 B05 
Mth 8022 11/638 10/o6 js. 85/5 
VSth 86-2) s9a/7/2. 44/9. —HOs7/HI5) 90/6 
Vth 91h 149/4 ANSON /a2/a6 98/6. 
Wh 9725 s1a/9/4 15/10/1006; 
Véth 102-28 15/10/5161 12/8/18 108/7 
1h 108 28 TOYS SINR BALI OV? 
20th 13 BATT YS 4138/48/42. 1157 


+3, Jump +7, Knowledge (nature) +8, Spelleralt +4, Swim +9, Sur 
vival +9; Multiattack (ee page 304 of the Monster Mana), Scribe 
Scroll, Tack 

<Antimal Compenion (EX Ths druid basa crocodile as an animal 
‘companion, This creature is. loyal companion that accompanies 
the druid on adventuresasapproprite for its kind. ts abilities and 
characteristics ate summarized belov. 

Crocodile Animal Companion: CR — Medium 0 
ical beast; HD 383; hp 22; Init, Spd 20 ft, swim 30 ft; 
AC 15, touch {1, flar-footed 14; Base Atk +2; Grp +6; Atk +6 
melee (14846, bite), oF +6 melee (tail slap, idt246); Full 
Atk +6 melee (td8+6, bite), or +6 melee (al lap, 11246) 
Space/Reach 5 f/5 ft, SA improved grab, SQ bonustick, 
hold breath, low-light vision; AL Ni SV Fort +6, Ref +4, 
Will +2 Str49, Dex t3,Con.47, Int 4, Wis 12,Cha2. 

ills anu_Ecas: Hide 47, Listen +4, Spot +4, Swim +12: 
Aleriness, Skill Focus (Hide). 

Ampnowl Grab (EX): To use this ability a crocodile must 
bit with its bite attack, 1F ir wins the grapple check, the 
«crocodile grabs the opponent with its mouth and drags it 
{nto deep water, attempting to pin it to the bostom, 


Spells 

per Day Gear. 

3p Hide armor heavy wooden shield mk 
‘melee, mwk ranged, 250 gp 

4p As 1st level, except 1,350 gp 

4pR As 1st level, except 1,800 gp 

saps As Lst level, except 2,600 gp. 

Spe ‘As Ist level, except 3,000 gp 

S/Aaps +The armor, heavy wooden shield, mwh 
melee, mk ranged, 3,400 gp 

5/S/4/3/1 As Gth level, except §,000 gp 

6/5/4/4/2 +1 hide ormor. +1 heavy wooden shield ing. of 
protection +1, mwk melee, mvk ranged, 
3,400 gp 

ep/SARN As Ath level, except 6,000 gp 

6/5/5/4/3/2 +T hide armor, +1 heavy eanden shield, amulet 
af naturel armor +1, rng +1.mmwk melee, 
mw ranged, 8,000 gp 

6/6)/5/5/4/2)) +1 hide armor, +1 heavy wooden shield, amulet 
+ Tsing =1, mk melee, mwk ranged, periapt 
‘of Wisdom +2, 9,000 gp 

6)7/5/5/4/4)2 +1 hide armor, +1 heovy wooden shield, amulet 
+. ring +1, +1 melee, mwk ranged, periopt 
12, 6,500 gp 

6/7/6/5/5/4/2)\ +2 hide armor, +1 heawy wooden shied, amulet 
+1. rig +1, + niles, mk ranged, penopt 

2 19/500 gp 

6/7/7/5/S/4(4/2. +2 hide ormor, +1 heany wooden shield, amulet. 
1, ring +1, +1 melee, mwk ranged, peiapt 
+4, 17,500 gp 

6/7/7/6(5/5/4/2|). +2 hide armor, +1 heavy wooden shield, amulet 
12,ring +), +1 mele, mw ranged, periapt 
+4, 29,300 gp 

6/7/716/5/5/4/3/2. +2 hide armor, +1 heowy wooden shield, amulet 
+2.ring +2. +2 melee, mwk ranged, peropt 
+4.31,000 gp 

6/7/7/7/6(5/S/A/2/1 +2 hide armor +2 heowy wooden shield, amulet 
42) ing 42, +2 melee, mwk ranged, perlapt 
16, 41,000 gp 

6/7/7/7/6/5/5/4/3/2. +4 hide armen, +4 heavy wooden shield, amulet 
42; ing +2,42 melee, mwk ranged, penapt 
416, 54,000 gp 

6/7/2/216]6/S/8/8/3 As 18th level, except 94,000 gp 

6/7/7/7/7/6/5/5/5/4 As 18th level, except 14,000 gp 

Bonus Trek: This animal companion is capable of learn: 


Ing one trick in addition to.any-that the druid might 
choose to teach it (see the Handle Animal sil, page 74 of 
the Players Handbook) This bonus trick doestit require any 
‘raining time or Handle Animal checks, and it doesnt 
couint.against the normal limit of tricks known by the 
creature, The druid selects this honus trick, and on 
selected it cart be changed. 

Hold Sveath (Ex) Ths ereature can hold its breath for 68 
rounds before i risks drowning. 
“ow. Light Vision (Ex): Gan see wice as fr asa human in 

dim light 

Hold Ba. (Ex): Lizardfolk ean hold their breath for. rounds 
before they risk drowning. 

Link.vith Companion (Ex); This druid can handle its animal com: 
panion asa ftee action, orpush itasa move action, with a +4 bonis 
‘on wild empathy and Handle Animal checks made while dealing 
swith that animal 

[afin Sense (E0) This druid gains a +2 bonus on Knowledge 
(Gaarure) and Survival checks (these bonuses are included in the 
statistics given above), 


Resist Nature Lure (Ex): This druid gains a +4 bonus on saving 
throws against the spell-ike abilities of fey 

hare Spell (Ex) This druid may have any spell itcasts.on itself 
also affect its animal companion ifthe latter is within $ feet at the 
time, The druid may also cast spell witha target of "You" on its, 
animal companion 


Thckles Sip (Ex): This druid leaves no tral in natural surround:| 


jings and cannot be tracked. 

Wild Empathy (Ev): This druid can improve the attitude of an 
‘animal in the sime way asa Diplomacy.check for sentient beings 
The druid rolls 1d20+10, or 142046 if attempting to influence: 
| magical beasts with an Intelligence score oft or 2. 

‘Wild Shape (Su) This druid can change into a Small or Medium 
animal and back again once per day, as per the polymorph spel 

Woodland Stride (Ex); This druid may move through natural 
thorns, bias, overgrown areas, and similar terrain at its normal 
speed and without damage orother impairment. However, thorns, 
briars, and overgrown ateas that are magically manipulated to, 
{impede motion stllaffec che druid 

‘Did Spells Prepared (5/4/3/2save DC 13 + spell evel) O—setct. 
‘magi, detect poison, guidance, light, purify food and drink; Ast 
entangle, magic fang. (2, obscuring mis, 2nd—barkskin, flame blade, 
resist energy; 3td—cal lightning, protection from energy. 

Fonessions: Heavy wooden shield, masterwork scimitar, master- 
work sling, 10 bullets 2 seolls of cure maserate wounds, 2 serolls of 
neutralize pin, 2 scroll of soak with plants, phactey of fitful 
sess 2 Qual father tokens (te), wand of cure light wounds 


NPC FIGHTER 
Starting Ability Seares Str 15, Dex 13,Con 14,1n110,Wis 12, 
Chas 
Increased Ability Scores 4th, St 16; 8th Ste 17; 12th, Str 18 


‘Tape 4-16: NPC FIGHTER 


Ath, Soc43: 17th, Ste 19 (21); 19th, Ser 19 (25), Con 14 (16), 20th.) 
su 20.26), | 


‘Sample sth-Level NPC Fighter: Hobgoblin Fir 5; CRS 
Medium humanoid (goblinoid). HD 410445; hp 47; Init «6.Spd 
20 ft AC21, touch 11 flat-footed 20; Base Atk +5; Grp +8; Atk +10 
‘melee (1d1045/19-20, masterwork bastard sword).or +8 ranged 
(1d8+3/%3, masterwork composite longbow {+3 Str bonus) Full 
Atk +10 melee (1d10#5/19-20, masterwork bastand sword) or +8), 
ranged (1d8+3/x3, masterwork composite longbow [+3.Str 
bbonus)}; SA — SQ darkvision 60 ft AL LE; SY-Fort +8, Ret +4, 
‘Will +3: Str 16, Dex.15, Con 46, Int 10, Wis 12, Chas. 

Skis and Feats: Climb +1, Jump +3, Move Silently ~1; Exotic 
‘Weapon Proficiency (bastard sword), Improved Initiative, Bower. 
Attack, Weapon, Focus (bastard sword), Weapon Specialization 
(bastard swond) 

Possessions: Fall plate, heavy steel shield, masterwork bastard 
‘sword, masterwork composite longbow (+3 Str bonus), 10 normal 
arrows, 10 cold iron ars 10 silvered.arrows, look of reistance + 
potion of bear’ endurance, ation of une modentte wounds. 


Sample 1sth-Level NPC Fighter: Hobgoblin Fir 45; CR 1S; 
‘Medium humanoid (goblinoid), HD 15d10%45; hp.1325 Init 96, 
Spa 20 ft; AC 28, ouch 12,flatfooted 27; Base Atk +18; Grp +19) 
Atk +23 melee (1d10+9/17-20, +3 bastanlswonl) or +19 ranged 
(1d847/19-20/3. +4 comy 


+19/+14/+9 ranged (1d8+7/19-20/%, +4 composite loghas: [+4 Str 
bonus); SA —i SQ darkvision 60 ft AL LE; SV Fort 14, Ref +9, 
‘Will +8; Str 18, Dex 15, Con 16, Int 10, Wis 12, Cha 8 

Shll¢ and Feats;Climb +10, intimidate +5, ump +8, ove Silently. 
+15 Cleave, Dodge, Exoric Weapon Proficiency (bastanl sword), 


Sail Pts.) 

Level hp AC Melee Ranged _F/R/W Feats Gear 

Wo 4 2 s4/1/e1 8/2 Splint mal, heavy steel shield, mink melee, mundane ranged, 
380 gp 

Qed 19195. “ s5/ey/0) 103 pte, heavy stel shield, mw. melee mk ringed, 750 gp 

Sd 27216 s 65/02/42 12/4 Full pat, heavy steel shield, mwh mele, mw ranged, 380 RP 

ath 342) 4B 16 62/02 14/5 As 3rd level, evcept. 1.150 gp 

Sth 422148 7 s6jo2/e2 16/5. As 3rd level except 2,150 ap 

ah 49-22 105 “4p s7/s3]+3 18/7 +1 fl plate, heavy ste! shield, mk melee, mwk ranged, 
2300 gp 

mh S72 ANG sya sa]3/03) 20/7 + fille, heavy tel shield, +1 ile: wk ranged, 2:900 gp 

Sth 6423 12/7 0/5 $8/+3/+3 22/8 +1 fl plate, +1 heavy steal shel, +1 melee, mwk ranged, 4,900 gp. 

ene 41/6 $8/o4/4 24/9 +1 filplote, +1 heovy sel shield, +1 melee, +7 ronged, 4500 gp 

Yh 7324 414/11 +13)? 45/s4/+4 26/10. +2fullplte, +1 heavy std shield, +].mele, + ranged, 5,500 gp 

Vth 87-25 495/10)5 18/8/38. 9/4d/od 28/10 +2fal plate, +7 heany steel shield, ring of protection +1, +1 melee 
“+7 ranged, 8,500 gp 

Lath 94 25 18/13/8——14/NO/A—_10/45/o5 30/02 42fall pak, +1 eory steel shield, ringof protection +1, +2 melee 
+L anged, 3,500 gp 

Vath 102-25 49/04)9 498/105 10/45/45 32/92 AS 12th level excep 18,500 gp 

4th 109-27 +20/15/10.—16/11/6 + 11/8/68 34/13. _+2full plate, +1 heavy sel shield, emule of natural armor +2, ring 
+1.+2 melee 1 ronged, 20,500 gp 

Yh 17 ah aapnayna—sn7/tay7) 499/46 /66 36/14 42 plete, +2 heavy ste! hel, amulet +2 ring, +3 mele, 
+1 ranged, 21,500 gp 

Veh 124 30—23/8/13/R —+19/14/9/4 =12/06/06 38/15 +2ful late, «3 heavy tel aid, amulet +2, rng +2. +3. melee 
+2 ranged. 27500 gp 

Yih 432-31 425/20/nsjr0—420/15/10/5 412/+6/46 40/95 +3 ull plate, 3 heavy see shield, amnuet +2, ing +2. +3 mele, 
+2 ranged, 47,500 gp 

Veh 13932—42022/07/12.421/06/11/6 +13/47/47 42/17 +4 ful plot +3 heavy sel shield, amulet +2, ring +2, +4 melee, 
42 ranged. 56,500 gp 

19h T6632 430/25/20)18 420/17/12/7 14/47/47 44/744 ful plate, +3 heavy sel shield) amulet $2 ring +2, +4 melee, 
42 ranged, belt of gant Strength +6 pink loun stone, 52300 gp 

Boh 17S 34 +32/27/22/07+23/08/13/8 15/47/27 46/18 +4 fll plate, +3 heavy ste shield amulet +2. ring 24, 4 melee, 


+-Zranged, bel +6 lnk foun stone, 78,500 gp. 


Power Attack, Precise Shot, Weapon Focus (bastard sword), 
‘Weapon Focus (composite longbow),..Weapon Specialization (bas- 
tard sword), Weapon Specialization (composite longbow). 
Possessions; +2 full plate, +2 heavy steel shield, amulet of natural armor. 
+2,rng of poet 
jbonus),.15 normal arrow 
arrows, 10 silvered arrows, 15 +2 arrows, qui 
_speed, cloak of resistance +2, pation of bear’sendaenance, potion 
rate wounds, potion of hers 


NPC MONK 
Starting Ability Scores: Str 14, Dex 13, Con 12, Int 10, Wis 1: 
Chas, 

Increased Ability Scores: 4th, Dex 14 8th, Wis 16, 
15th, Dex.15.(17), Wis 16.(18} 16th, Dex 16 (18); 19th, 
om 12(14), Dex 16 (20), Wis 16 (20) 20th, Dex 16 (2 


| Sample sth-Level NPC Monk: Human Mnk s; CR 5; Medium 
humanoid; HD sd8e5; hp 34; Int +2; Spd 40 fe; AC 16, ouch 15, 
flat-footed 14; Base Atk +3; Grp +5; Atk +5 or +7 melee (1d8+2, 
unarmed strike or 1d6y3, +1 kama);or +6 ranged (1d, masterwork 
Full Atk #5 or+7 melee (1d8+2, unarmed strike or 1643, +1 
or +4/+4 0F-+6/+6 melee (1d8+2, unarmed strike or 1463, 
4 kama}jor +6.anged (td6, masterwork sling SA flurry of blows, 
strike +4; SQ evasion, purity of body, slave fall 20 ft sill mind, 
[ALIN SV Fort +6, Ref +7, Will+7; Str 14, Dex 14,Con 12, Ine 10, 
Wis 15,Cha 8. 
hills and Feats. Balance +12, Climb +10, Hide +10, Jump +12, 
[Tumble +12; Deflect Arrows, Dodge, Mobility, Stunning Fist, 
Weapon Focus (kama) 
luryof Bos (Ex): This monk may use a fullattack action to make 
‘one extra attack per tound with an unarmed strike ora special monk 
weapon ater highest base attack, but this attack and each other 
attack made that round take a ~1 penalty apiece. This penalty applies 
for Lround,so affects attacks of opportunity the monk might make 
hefone hernext action. Ifarmed with a kama, nunchaku,orsiangham, 
the monk makes the extra attack either with that weapon or] 
unarmed, If armed with two such weapons, she uses one for herr 
ular attack(s) and the other for the extra attack. In any case, her 
damage bonus on the attack with het offhand isnot reduced 
‘i Strike (Sw): This monks unarmed strike can deal damage toa 
ure with damage reduction asthe blow were made with a 
lawful weapon having a+1 enhancement bonis 
Evasion.CEt): A this monk makes a successful Reflex saving 
throw against an attack that normally deals half damage on a suc 
cessful save, she instead takes no damage 
Burt of Bly (Es) This monk has mmiinity to all diseases ex 
cept for magical diseases sich as mummy rot and lycanthropy, 
‘Slaw Fill (Es): monkssithin armisxeach of a wall can use it 19 
slow her descent while falling. This monk takes damage as ifthe 
fall were 20 feet shorter than itactualy is 
Stil Mind (Ex): This monk gains «2 bonus on saving throws 
against spellsand effects from the enchantment schoo 
sessions: +1 kama, masterwork sling, cloak of resistance +, potion 
of ats grace, potion of eure maerate suns 


Sample 1sth-Level NPC Monk: Human. Mak 15,.CR 15; 
Medium humanoid, HD 154815 hp 86: Init +7; Spo S0ft: AC 25, 
touch 21, fatfooted 22 Base Atk +11; Grp #13; Atk +13 or 417 
| melee (2d6+2/19-20, unarmed strike or 1d645/19-2 

[ete ranged (1d6+2/0, +2 sling; Full Atk +13/+8/+3 or +17/+12/+7 

{melee-(2ds+2/19-20,unarmed strike or 1465/1920, +3 kama 
(or 413/+13/+13/48/s3 oF +17/+17/+17/412/+7 melee (2d6+2/ 

12-20, unarmed strike or 1d6+5/19-20, +3 kama); oF +16 ranged 

(1622/0, +2shng) SA furry of Blows, ki strike +4, quivering palm 


Great Cleave, Improved Critical (bastard sword), Improved Critical 
(composite longbow), Improved Initiative, Point Blank Shot, 


“4.43 bastand sword, +-camposite longhow (+4 Ste]. 
Sadamantine arrows, 5 cold ixon 

1 of ona, bos of 

crema) 


$Q.abundant step diamond body, diamond soul, improved evasion, 
purity-of body, slow fall 70 ft, still mind, wholeness of body: AL 
LN:SV Fort +10, Ref +12, Will +13; Str 14, Dex 17, Con 12.Jnt10, 
Wist6, Chas 

Skills and Feats: Balance +23, Climb +20, Hide +21, Jump +22, 
[rumble +23; Combat Reflexes, Dodge, Improved Critical (an 
{armed strike), Improved Critical (kama), Improved Disarm, Im: 

proved Grapple, Impraved Initiative, Iron Will, Mobility, Spring 
‘stack, Weapon Focus (kama) 

Flurry of Blows (Ex): This monk may use a full attack action ta| 
make two extra attacks per round with an unarmed strike or asp: 
cial monk weapon at her highest base attack. 

i Sie (Su): This monks unarmed strike can deal damage to a 
creature with damage reduction as if che Blow were made witha 
lawful weapon with a+1 enhancement bonus. 

‘Quivering Bui (Su): Once per week, this monk can use an un 
armed strike to set up potentially fal vibrations within the body: of 

{another creature. The monk must have more levels than the target, 
has Hit Dice. Ifthe sarget takes damage ftom the monk blow, the 
“quivering palm attack succeeds. At any later time within 15 days, 
the monk can wil the target to di (a fee action) unless the target 
makes a DC 21 Forrtude save, Ifthe save is succesful the target is 
no longer in.langer from that particular quivering palm attack 

‘Abundant Ste (Sp): This monk can slip magically berween spaces, 
as per the spell dimension dor once per day a8.a Zthlevel caster, 

4 Body (Si: This monk has immunity.to. poison of all 


Diamond Soul (Ex)This monk has spell resistance 26 

Improved Evasion (Es): If this monk makes a successful Reflex] 
saving throw againstan attack that normally deals half damage.on| 
a successful save, she instead takes no damage. In addition, she} 
takes only half damage ona filled sive 

‘Slow Fall (Es): A monk within arms reach of a wall can use itt 
slow her descent while falling, This monk takes samage asf the 
fall were 70 feet shorter than it actualy is, 

‘Wholeess of Body (Su) This monk can cure upto 30 hit pints of 
herown wounds each day,and she can spread hishealing out over 
several uses. 

Asean: Amulet of natu armor +t, bres of armor +3, ring of 
protection +48 kama +2 sling les of Dexterity +2, monk’ bel pert 
‘ap of Windom +2, potion of heim 


NPC PALADIN 
Starting Ability Scores: Str 14, Dex.8, Con 12, Int 10, Wis 13, 
Cha ts, 
Increased Ability Scores: 4th, Wis 14; sth, Cha 16; 12th, Cha 
17 (19); 16th, Cha 18 (20); 19th, Cha 18 (24); 20th, Cha 19 (25) 


Sample Sth-Level NPC Paladin: Human Pal 5; CR S; Medium 
humanoid HD sidt0+5; hp 37 4nit 1; Spd 20 ft; AC 19, touch 9, 
flat-footed 19; Base Atk +5; Grp.+2:Atk +9 melee (1d8+2/19 
‘masterwork longsword) or +5.ranged (1d8+2/x3, masterwork 
composite longhaw [+2 Ste bonus)} Full Atk +9 melee (1d8+2/ 
19-20, masterwork longswond) or +5 ranged (1d8+2/3, master 
work composite longhow (+2 Str bonus) $A smite evil 2/day 
turn undead $/day; SQ aura of courage, detect ev divine grace, 
divine health, empathic link with mount, heavy warhorse mount, 
lay on hands, share spells with mount; AL LG; SV Fort +7, Ref +2, 
Will +5; Str14, Dex 8,Con 12, Int 10, Wis 44, Cha 15, 

Stills and eats: Concentration +9, Heal +40, Ride +7; Mounted. 
(Combat, Ride-By Attack, Weapon Focus (longsword) | 

‘Sine Evi (Su): Twice per day this paladin may attempt to smite 
vil with one normal melee attack. She adds +2 to her attack roll) 
and deals S extra points of damage. Smiting a creature that is not 
vil has no effect but uses the ability for that day. 

Turn Undead (Su): Asa 2nd-level cleric. 
“Aura of Courage (Su): This paladin is immune to fear, magical or 


Taste 4-17: NPC Monk 


Unarmed Flury of Blows Ski Pts 

Level hp AC Strike (Unarmed) Melee F/RyW Feats Gear 

wo B® 19/0 8 +3/+3/s4 16/2" Mk mele, mundane ranged, 580 gp 

tnd 141343 +f) 4 v4/ed/oS._—— 20/48 As steve, exept 1,650 gp 

jd 20S 2p 7 s4/e4)9S— 24/59 melee, mk ranged 

ah 2 45 ap 46 45/s6/+6 28/5 As 3rd eve, plus 650 gp 

sh 311645 +44 ‘6 45/46/46 32/5. As 3d eve plus 1,650 gp 

h 38 1646 +15 7 ST/e8/+8 36/7 Bracers of amor +1, +1 melee, vk 
ranged, 2000 gp 

who 4 7 97 16/6 8 rr) 47/48/48 40/7 Bracers +1 ing of protection +1, 
*T mele, me ranged, 1.500 gp 

ar a a | 3/4 49/4 $8/49/010— 48/7 Amulet of natural aemor+. braces 
ring +1. +1. melee, mwk ranged 
1,750.0. 

oth 33198 19/4 494 48/99/10 48/8 As Bt level, except +1 ranged and 
2300 gp 

10h «58-2048 9)9 S16 s10/S-——¥8/49/410.— 52/8 Amulet +. bracers +1 ig 41 
‘+2 mele, +1 ranged, 350 gp 

1th 642) -HO'S—_s0/IO/5 S137 SA —48/49/H10 56/8 ASTOR eve, exept beers +2 and 
2,300 gp 

Yah 682) NN/6——WTVNN/6 13/813) 49/40/41) 60/9 AN TOK eve, except bracers 2 
42 onged, and 2,300 gp 

Vath 7S -2V YG N/NT/NT/S aR 13 49/H10/411 64/9. AS TON Level, except racers +2, 
‘-2ranged, and 10,000 gp 

Vath 802112)? TRRA/T— ASN 4/9 No T1/ +12 68/9 Amulet +, braces +2 ing 1, 
“3 melee. 42 ranged, 10,000 gp 

WSth 8625 F13/H/STBNIYRYN’— 4N6IN0/6er6/N1/6 srOyeTE/e1S 72/90. Amul +, braces +3, ring 4, 93 
‘melee +2 ranged, gloves of Desery 
42, periapt of Wisdom +2. 1,000 gp 

Veh 9126 4/9 tayt4yray9/a 17/1270) 8/13/8 _11/+14/+14 7610s T5th level, except 29,000 gp 

inh 97-27 14/974 404/14/14/9/4 18/0378 418/13/8 TN) 14/014 80/10 Amulet 41, bracers #3 rng +2, 
4 melee, +2 ranged. gloves +2 
petapt +2, 9,000 gp 

Vin 102 28 ¥15/10/5.15/15/15/10yS 20/15/10. +19/14/9. 412/e15/+15. 84/11 As 17th evel, except omult +2 
+S mele, and 38,000 gp 

Joihe 127 gO) sazpnaj aarp |ayr sanysre saypreyry 413/416/496 88/10) Amulet 42; braces +3, ing +2 
‘5 mele, +2 ranged gloves +4, 
peraps +4 pale blue fun sone, pink 
Foun stone, 36.000 gp 

Both 13234 B/T3/R 18/08/18 /13/8 23/18/93 ¥23/08/13. 14/18/41 92/11 AB LMRh eve, except bracers +4, 


1 Bonus Feat: either Improved Grapple or Stunning Fist. 
2 Bonus Feat: elther Combat Refleses or Defect Arrows. 
3 Bonus Feat: elther Improved Disarm ot improved Trip. 


otherwise. Allies within 10 fect of her gain a +4 morale bonus on 
saving throws against fear effects 
‘Detect Evil (Sp): This paladin can detect evil at wll as the spel 
‘vine Grace (Su): This paladin applies her Charisma bonws on 
allsaving throws. (This modifier i already figured into the stati 
ties given above.) 
Divine Health (£x):-This paladin is immtune to all diseases, 
including magical diseases such as mummy rot and lyeanthropy 
mpathic Link (Su): This paladin can communicate telepath 
cally with her mount at adistance of up tot mile. The paladin has 
the same connection to an item ora place thatthe mount does. 
Heavy Warhorse Mount: For as much as 10.houits perday, this pl 
adin can call upon the services of a special heavy wathorse mount 
“The creature’ abilities and characteristics are summarized below. 
Heavy Warhorse: Large magical beast; HD 6842: hp. 
39:.nit+1: Spd 50 fk AC 18, touch 40, flat-footed 17; Base 
‘Atk +3. Grp +14; Atk +6 melee (1d6+4, hoof); Full Atk 
16/+6:melee (1d64,2 hooves) and +1 melee (1d$s2, bite; 
‘Space/Reach 10 fe/5 ft; §Q improved evasion, low-light 
vision, scent; SV Fort +7, Ref +5, Will +; Str 19, Dex 13, 
‘Con 47. Int 6, Wis 13, Cha 6. 


loves +6 priopt +6, and 36,000 gp 


Skil and Feats: Listen 65, Spot +4; Endurance, Run. 
Anmpnoutd Evasion (Ex): When subjected to an attack that 
normaly allows a Reflex saving throw for half damage, 
this mount rakes no damage i itmakesa successful saving 
throw and half damage if the saving throw fails. 
Low-Light Vision (Ex): Can see twice as far asa human tn 
dim light. 
‘Scent (Ex): Can detect approaching enemies, sniff out 
hidden foes, and track by sense of smell 
Lay on Hands (Su} This paladin can heal wounds by touch asa 
standard action, Each day she can cure 10 hit points. The paladin 
can cure herself and can divide the curing among multiple recipi: 
‘ents, She doesnt ave so.use ill at once. Alternatively. the pal: 
adin can.use some.or all of these points ro deal damage to.undead. 
reatures.asa touch attack, 
share Syl (Ex): This paladin may have any spell she casts on het 
selfalso affect her mount if the laters within 5 feetat the time. The 
paladin may also.cast.a spell with a target of "You" on her mount. 
Aladin Spells Prepare (1:save DC 12 + spell level: st—bless weap. 
‘osesions: Full plate, masterwork heavy steel shield, master- 
‘work longsward, masterwork composite longbow (+2 Str bonus), 


10 normal arrows, 10 cold iron arrows, 10silvered atrows.4 potions 
of cue ight wounds, potion of bears endurance, 2 scrolls of magic 
weapon, 2 scrolls of protection from evil bit and bridle (mount), 
ddagger, 3 flasks holy water, healers kit, masterwork scale mail 
barding (mount), military saddle (mount), saddlebags (mount). 
silver holy symbol. | 


Sample 15th-Level NPC Paladin: Human Pal 15; CRA;, 

{Medium humanoid HD 15410415; hp 103; Init Spd 20 f€3 AC] 

26, touch 40, flat-footed 26; Base Atk +15; Grp +17; Atk +24 melee) 
(1d8+5/17-20, +8 longswond) or +15 ranged (148+3/%3, +1 compos 
ite longbow {+2 Str bonus]); Full Atk +21/+16/+11 melee 
1d8+5/17-20, 3 longnwon!) or +15/+10/+5 ranged (Ld8+3/x3, +1 
‘composite longhow [+2 Str bonus]); SA smite evil 4/day, turn 
undead 11/day, SQaura of courage, dec evil divine grace, divine 
health, empathic link with mount, heavy warhorse moun, lay on 
hands, remove disease 4/week, share spells with mount; ALLG; SV. 
[ort +14, Ref +40, Will +13; Ste 4, Dex 8, Con 12, Int 10, Wis 14.) 

Ichate. 

{skills ond Fests: Concentration 
Turning, Improved Critical (longsword), Iron Will, Lightning. 
Reflexes, Mounted Combat, Ride-By Attack, Weapon Focus (long 
sword) 


TabLe 4-18: NPC PALADIN 


Level hp AC Melee Ranged F/R/W 
woo 0 aya 
[and 171895 2 6/01/03 
id 6 a 45/2/44 
ah 09? “ A7/02ls5 
hoor 9s “6 ahs 
ho} 1994 6) 18/03/46 
Th 30 20 S105 wpe ssp 
ah $6 ose 4/3 10/04/47 
oh 8m nar +9 sonsne 
Woh 692218 10/3 211/45)+8 
Mth 7622, 5/10/8161 1/65) 
wath a2 t6/I1/6 ayaa 1422/10 
Wh 99 ana? sa apo 
Vth 98 24 stgyv4yostay9y4 147/010 
15th 102-26 20/15/10 as/N0/s napgpent 
Veh 10K 28 e21t6/11/6.— steNV6 649/612 
ith 1S 29 ange IAA HepB/AT2 
Wh 12) 30, 25ag/i5/10. HEIRS AT /Ht0y+3 
19 72830) s6yan/neyty —yzons;io/s gays 
20h 134 30. 27/22/ITIZ-a2INB//B_—_—s204212)«15, 


‘Smite Bul (Si Four times per day this paladin may attempt 
smiteevil with one normal melee attack. She adds +4 to her attack 
roland deals 15 extra points of damage. Smiting a creature thats 
not evil has no effect ut uses the ability for thar day. 

Tum Undead (Si) Asa. A2th-level cleric 

‘Aura of Courage (Su: This paladin is immune to fear, magical or 
[otherwise Allies within 10 feet af her gain a +4 morale bonus on 
saving throws against fear effects, 

Detect Evil (Sp): This paladin can detect evil a will ax the spell 

Divine Grace (Su)This paladin applies her Charisma bonus on 
all saving throws, (This modifier i already figured into the statis 
tics given above.) 

Divine Health (Ex): This paladin is immune to-all diseases, 
inchuding magical diseases such as mummy: rot and ycanthropy, 

Empathic Link (Su): This paladin can communicate telepath 
cally with her mount ata distance of up o 4 mile. The paladin h 
the same connection to an item ora place that the mount does, 
| Heavy Warhorse Mount: Whenever she desires, this paladin can, 
{call upon the services afa special heavy wathorse mount. The crea 
ture abilities and characteristics are summarized below 

Heavy Warhorse: Large magical beast; HID 12d8»12; 
bp 66; Init +43 Spd 60 fs AC 24, rouch 10, footed 23; 
Base Atk +3:Grp +13; Atk +8:melee (tdée4, hoof) Full Atk 


Skil Pts Spells 

Feats per Day Gear 

8) — Splint mal heavy sel shel, mak mele, 
mundane ranged, 350 gp 

10/1 = ——_Halfplate, heavy see shield, mvk melee, 
rmwk ranged, 650 gp 

12/2 = Mua half plate, heavy see shield, me 
‘mele, mvk ranged, 2.100 gp 

wad Full late, vk heavy steel shield, mk 
mele, vk range, 1,000 gp 

we As Ai fvel, except 3,300 gp 

ws 2 Full plat, mvk heavy steel hil 
+ melee, musk ranged, 2900 gp 

20/32 Afi plate, vk heavy see shield, 
“+1 mele, mk ranged, 1900 gp 

2S 2/1—ARTh level, except +1 heavy se! shield and 
3100 gp 

2A 2) fll pte 1 heey tease ving of 
protection +1, +1 mele, mk ranged, 
3,700 up 

2642/2 —_As Bevel, except 7,700 gp 

2A 2/2 As Steve, except +2 melee and 7800 gp 

30/8 2/2/)—«2full plot. +1 heavy see shld, rng. 1, 
+2 mele, mv ranged, cook of Charisma 
+2, 6,500 gp 

32/5 2/2) +2 ful ple, +2 heowy tel hil ing 91, 
42mele, +1 ranged, cloak +2, 9500 gp 

M/S 3/2/) As 13th evel except «3 melee weapon 

36/6 3/2/0/0_—+3fl plete, +3 heavy tel shielding +, 
+3 melee, +1 ranged, cook +2, 13,500 gp 

38/6 3/3/1/1_+3 fl pote, +3 heavy ste shield, amulet of 
aural armor rng+2, +3 mle, 
+ sang, cook +2, 23,500 gp 

40/6 —3/3/2/1 As Vth evel except +4 fl plate, +4 mele, 
and 25,500 gp 

42/74/32) — +4 ful plate, +4 heavy sel shied, asl 
‘ering +2, 65 melee, +1 ranged, cloak +2, 
301500 gp 

44/7 4/4/3/2 As 18th evel except +2 ranged cook 6, 
find 44,50 gp 

461___4/4/3/3._As 18th level, excopt+2,anged, lak 26 


and 94,500 gp 


48/+8 melee (1d6+4, 2 hooves) and.+1 melee (1d+2, bite 
Space/Reach 40 ft./5 ft; SQ command, low-light-vision, 
scent, spell resistance 20; SV Fort +7, Ref +5, Will 22 Str 
22, Dex 13, Con 17, Int 9, Wis 43, Cha 6 
Skills and Feats: Listen +5, Spot +4; Endurance, Run, 
Command (Sp): Usable7/day against other equines (Will 
DC 21 negates) 
Improve Evasion (E¥): When subjected.to an attack that 
normally allows a Reflex saving throw for half damage, 
this mount rakes no damage if itmakesa sticcessful saving 
throw and half damage if the saving throw fails. 
Lw-Light Vision (Ex): Can see twice as far as « human in 
dim light. 
Scent (Ex): Can detect approaching enemies, sniff out 
hidden foes, nd track by sense of smell. 
Lay on Hands (Su); This paladin ean cure 60 hit points of 
swounuls per day. 
Remove Disease (Sp: This paladin can remove disease, a8 the spell, 
four simes per.wesk it 
Thain Spls Brpared (3/2/4/1; save DC 14 + spell level): t=] 
ties weapon (2), dine favor, 2na'—bulls strength, shield other 3 
heal mount; 4th—holy sword 
‘sso full plat, +3 heny te shied ing of protection +1, #8 
longswor +1 composite lngtow (+2 Ste bonus), 10 normal arrows, 10 
42 arrows, 10 cold iron arrows, 10 silvered arrows, 8 adamantine 
Arrows, cloak of Charisma +2, big of holding hype 1,2 potions of cure 
inderate wounds, 2 potions of eure serious wounds, potion of fy potion of 
potion of tongues, sero f death wank scrolls of delay 
powan, 2 scrolls of magic weapon, 2 scrolls of remove parlyss,2 
scrolls of resist energy (fire), 2 doses antitoxin, bit and bridle 
dagger, 4 flasks holy water, masterwork banded matl 
arding (mount), military saddle (mount). saddlebags (mount), 
silver holy symbol 


NPC RANGER 


4, Dex 15, Con 43, nt. 10, Wis 12, 


Increased Ability Scores: 4th, Dex 16; sth, Dex 17; 10th, Dex 
19); 12th, Dex 18 (20); 14th, Wis 12 (14); Athy Str 14 (18), Dex 
21}, 17th, Dex 19 (23), 20th, Dex 20 (24, 


Sample Sth-Level NPC Ranget: Goll Rer 5, CR 6; Medium 
humanoid, HD 748414; hp 49: Init. 13; Spd 30 ft AC 18, touch 13, 
fac-footed 15; Base Atk +6; Grp-+10, Atk +11 melee(1d846/19-20, 
masterwork longsword) or +11.ringed (1844/3; masterwork 
composite longbow [+4 Str bontis]), Full Atk +11/+6 melee 
(1d8+6/19-20, masterwork longsword) or +11/+6 ranged 
(ud8e4/xa, masterwork composite longhow [+4 Str bonus)) ot 
49/49/+4 ranged (1d8+4/x3, masterwork composite longbow [+4 
Sit bonus}); SA —; SQ.animal, companion, darkvision 60 ft 
favored enemy elves +4, favored enemy humans +2, link with 
companion, share spells, ALCE; SV Fort +6, Ref +7, Will +2 Str 18, 
Dex 16, Con 15,4nt8, Wis 12,Cha 6, 

sills al Feats: Hide +10, Listen +5, Move Silently +10,Spot +18, 
Survival +8; Endurance, Rower Attack, Quick Draw, Rapid Shor 
Track, Weapon Focus (composite longbow). 

Combat Siyl (Ex): This ranges has selected archery. He gains the 
Rapid Shor fear without the normal prerequisites. 

‘Animal Companion (Ex): This tanger bas a voll as-an animal 
companion, This creature i. loyal companion that accompanies 
the ranger on adventures as appropriate for its kind, Is abilities 
and characteristics are summarized belay 

‘Wolf Animal Companion: CR —; Medium magical 
[beasts HID adse4 hp 13: Init +2, pd softs AC 14, touch 12 
fatfooted 12; Base Atk +1; Grp +2; Atk +3 melee (1d6+4, 

bite} Full Atk +3 melee (1d6+4, bite); Space/Reach 5 f/5 

fis A trip: SQ bonus trick, evasion, low-light vision, scent; 


"ALN:SW For. Ref +5, Will +; Str 13, Dex 15, Con 15, 
Int.2, Wis 12,Cha 6 | 
Stills and Fests: Hide +2, Listen +3, Move Silently +3, 

Spot +3, Survival +4Track, Weapon Focus (bite), 

Thp (Ex): A wolf that hits with a bite attack can attempt 
to trip the opponentasa free action, See page 158 of the 

yer Handbook for more information. 
nus Trick: This animal companion is capable of learn 

ing one trick in addition to any that the ranger might 

choose to teach it see the Handle Animal kil, page 74 of 

the Mayers Handbook), This bonus rick doesnt require any. 

training time or Handle Animal checks, and itdoesnt 

couint against the normal limit of ticks known-by.the 
creature, The ranger selects this bonus trick, and once 
selected. itcant be changed. 

Evasion (Ex): 1f an animal companion is subjected to.an 
arrack that normally allows a Reflex saving throw for half 
‘damage, i takes no damage if it makes a successful saving 
throw, 

Lnw-Light Vision (Ex): C 
dim light 

Scent (Ex), Can detect approaching enemies. sniff out 
hudden foes, and track by sense of smell 
Favored Enemy (Ex): his zanger gains theindicated bonus.on his 

Bluff Listen, Sense Motive, Spot, and Survival checks when using, 
these skills against. this type of creature, He gets the same bonus 
oon weapon damage rolls against creatures of this type 

“Link with Companion (Ex): This ranger. can bande his animal} 
‘companion asa free action, or push it as a move action, sith.a4] 
bonus on. wild empathy. and Handle Animal checks made while) 
dealing with that animal | 

share Spells 3); This ranger may have any spell he csts on bim: 
selfalso affect his animal companion i the lttet is within s feetat 
the time. The ranger may also cast a spell with a target of"You" on 
his animal companion, 

‘Wild Empathy (Ex); This ranger can improve the attitude of an 
animal in the same way a Diplomacy check can improve the at 
tude of sentient being. He rolls 1d20+3, 0 1420-1 if attempting 
to influence a magical beast with an Incelligence score oft ot 2. 

Ranger Spells Prepared (tisave DC 12% Ast—entangle 

sessions: 4 studded. leather, masterwork longsword, master 
work composite longhow (+4 St« bonus), 20 normal arrows, 10 
cold iron atrows, 10 silvered arrows. eesof the eal, 3 potions of ure 
light wounds 


mple 1sth-Level NPC Ranger: Gnoll Rgr 15; CR 10, 
Medium humanoid; HD 17d8+34; hp 114; Init +5; Spd 40 f& 
‘AC 23, ouch 16, flar-footed 18 Base Atk +16; Grp +20; Atk +23, 
melee (1d848/17~20, +2 longswonl).or 424 ranged (1d8+6/%3, +2 
‘composite longhow (+4 Ste bonus), Full Atk +23/+18/+13/+8 
melee (1d848/17~20, +2 longswond), or +21/+16/+11/+6 melee 
(1d828/17-20, +2 longswordl) and +20/+15/+10 melee 
(1d6+3/19-20, +1 short sword), oF 224/+19/+14/+9 ranged 
(1d8+6/x3, «2 composite longhaw [+4 Str bonus]}; SA —i SQ 
animal. companion, camouflage, darkvision 60 ft..eyaston, 
favored enemy elves +6, favored enemy humans +4, favored 
enemy magical beasts +2, favored enemy fey +2, swift aracker, 
‘woodland stride; AL CE; SV Fort +11, Ref +13, Will «7,Str48, 
Dex 24,Con.15, Int&, Wis 14, Cha 6. | 
Icand Feats: Handle Animal +13, Hide 425, Jump.42, Listen) 
+6, Move Silently 420, Ride +7,Spor +23, Survival +17:.Endurance.| 
Greater Two-Weapon Fighting, Improved Critical (longsword),) 
Point Blank Shot, Power Attack, Precise Shot. Track, Weapon 
Focus (composite longhow) Weapon Focus (hort sword), 

‘Comb Style Mastery (Ex): This ranger has selected two-weapon 
‘combat, He gains the Greatet Two:Weapon Fighting feat without 
the normal prerequisites. 


: NPC RANGER 


Skil Pts) Spells 
Level__hp__AC_ Melee! Ranged? FRW. Feats per Day Gear 
Wt 9 5 48 4 s5/r4/s1—24/l-+ Track = — Studded leather; mundane melee, mv 
ranged, $50 gp 
2nd—-15__15__+5 5 14/45/41 30/1 = Mik studded leather. mk melee, mk 
ranged, 1,200 gp. 
xd 201546 “6 14/45/42 36/2 + Endurance — As 2nd level, except 7,700 gp 
4h 2574 s *5/e7]o2—— 42/2 1 +1.studded leather, mwk melee, mk ranged, 
1,500 gp 
Sho) ” Se As Ath level, except 2,500 gp 
sh _37 17/4 #105 6/48/23 54/3 2 + studded leather, +1 melee, mwk ranged, 
2,800 gp 
Th 4217-105) 1/6 +68) 60/8 2 ++Vstualed lather, +1 melee, +1 ranged, 
1.400 gp 
Bh 4871/6 +122 $7093 66/3 2 As Tih level except 3,600 gp 
es ee +13/8 47/9/04 TIA 2 ‘As Tth level, except 6200 gp 
Wh $918 +378 “15/10 syed 78/4 2/1 +? studded leather +1. melee, +1 ranged. 
gloves of Detety +2, 6,200 gp. 
Wh 69 stayaya neniys sya aya 2) Restudded lather, +1 melee, +1 ranged, 
loves +2, 8,200 gp 
Vth 7020 s15/1ojs.— sg 13/8 49/+13/+5 90/5 2/1 As 11th level, except 15,000 gp 
Tah 75-22 416/116 20/15/10 49/43/45 96/521 2st leather, mules of natura orm 
uring of protection +1, +1 melee, «2 
ranged, gloves +2, 12,000 gp 
VMth_—8) 22TH 21/6/11 Of 14/26 102/58 3/2/1— + 2studded leather, amulet +1, rng +, 
+2melee, +2 ranged, gloves +2, peropt of 
Wisdom +2. 12,000 gp 
Vsth «86-23 19/04/9—2R/7/2_—— 0/44/47 108/63 /2/1/1 As lath level, except +3 studded leather and 
21,000 gp 
V6th_92 23 22/17/02/7 28/18 /03/8__e 1/05/47 114/63 /3/1/1_ + studded leather, amulet +1, ring +1, 
+2 mele, +2 ranged, bel of giant Strength 
+4, gloves +2, periopt +2. 19,000 gp 
W7th 97,24 428/18/03/8— 425/20/15/10—411/416/+7 1206 ——_3/9/2/1_ AS TEA level, except gloves +4 and 30,000 gp 
VBth 10} 25 425/20/15/10.427/22/12/12. 12/17/48 126/7 __4/3/2/1_A studded leather, amulet rng +1 
Simele, +3 raged, belt +4, gloves o4 
periggh +2, 33,000 gp 
19th 108-254 26/21/16/01 v28yaayn8/ny—12/417/48 13/74/4732 AB VA level except 73,000 gp 
2oth 10425 48/23/1B/N3¥31426)/21/16 413/419 /48 1538/7 44/3/34 studded leathar, amulet +1, ring +1, 


+A melee:e4 ranged, belt +4, gloves +4, 
peropt +2. 95,000 gp 


11 the ranger’s combat style is two-weapon fighting, as.a full attack action, she can use a secand light melee weapon in combat. Doing so allows 


Aan estra attack with that weapon atthe highest attack value, but all atacks that round take a2 penalty, From 6th=1)th level, dol 
extra attacks with the second weapon, once atthe highest attack value and once at a 5 pena 


30 allows two 
(There's sila ~2 penalty on all attacks.) From 


1th evel on, doing so allows three extra attacks with the second weapon: once at the highest attack value, once at aS penalty and once ata 


~10,penalty. (There's stil a -2 penalty on al attacks.) 


2 Ifthe ranger’s combat syle i archery. a full attack action, she can make an extra ranged attack atthe highest attack value, but all attacks that 
sound take a ~2 penalty. From 6th th level, the ranger may shoot an additional arrow In the same attack (and can shoot an extra time per 5. 
points of base attack bonus above +6), All attacks that round take a~4 penalty, worsened by -? foreach additional arrow beyond the second. 


‘Animal Companion (Ex)-This ranger has.a dite wolfas an animal 
‘companion. This creature is. loyal companion that accompanies 
the ranger on adventures as appropriate for its kind. Its abilities 
and characteristics are summarized below. 
Dire Wolf Animal Companion: CR — Large magical 
beast; HD 6d8+16; hp 45; Init +2, Spd $0 ft; AC 14, touch 
11, flatfooted 12; Base Atk +4; Grp.+18: Atk +10 melee 
(1d8+10, bite); Full Atk +10 melee (1d8+10, bite); 
Space/Reach 10 ft/s fs SA trp; SQ bonus trick, low-ight 
Vision, scent, ALN; SV Fort +8, Ref +7, Will 6; Str 26,Dex 
46,Con 17, 4nt2, Wis 12, Cha 10 
‘hills and_feals: Hide 40, Listen 47, Move Silently +4, 
‘Spot.+7, Survival +2; Aleriness, Run, Track, Weapon Focus 
(bite). 
‘ap LE): A wolf that hits with a bite atack can artempt 
1o-tip the apponent as a free action. See page 158 of the 
Players Handbook for more information. 


BonsTik: This animal companion is capable of learn 
Ing one trick in addition to.any-that the ranger might 
choos to-tach it (see the Handle Animal skil, page 74 of 
the Mayers Handbook). This bonus trick doesnt require any 
‘raining time or Handle Animal checks, and it doesnit 
count against the normal limit of ricks known by the 
creature. The ranger selects this bonus trick, and once 
selected, it cant be changed. 

LosLight Vision Ex): Can see twice as far asa human in 
dim light. 

‘Scent (Ex): Can detect approaching enemies, sniff out 
hidden foes, and track by sense of smell, 
Camouflage (Ex): This ranger can use Hide in terrain tbat doesnt) 

grant cover or concealment. 

‘SuifTincer (EX): This ranger can track at normal speed without 

raking the usual =5 penalty, or.an track at double speed a only a 

10 penalty, 


‘Wild Empathy (Ex); This ranger can improve she attitude of an 
animal in the same way a Diplomacy check can improve the at 
tude of a sentient being, He rolls 1d20e17, or 142013 if attempt 
ing to influence magical beast with an Intelligence core oft oF 2 

Ranger Spell Prepared (3/2/1/1; save DC 12 + spell level) Ast— 
delay poion, entangle, resist energy; 2nd—cure light wounds, snare 
sind—greater magic fang; 4th—ine stride. if 

Bosessons:+3 studded leather amulet of natura armor +1, ringof pro 
tection-+, +2 longsword, + short sword, +2 composite longbow (+4 Str 
onus) 12.normal arrows, 5-+3.annnts 10.cold iron arrows, 15 sil: 
vered arrows, 10 adamantine arrows, boots of striding and springing, 
loa of elvenkind, ees of thecal, lous of Deteriy 4, leser aces of 
anthers, priagtof Wisdom +2 quiver of Ehlonna 


NPC ROGUE 
Starting Ability Scores: Str 12, Dex 15, Con 43, Int 14, Wis 10, 
Chas. 
|“Amereased Ability Scores: 4th, Dex 16; th, Dex 17; 12th, De 
18 (20); 16th, Dex 19 (24); 17th, Dex 19 (23); 19th, Dex 19 (25), 
20th, Dex 20 (26). 


Sample sth-Level NPC Rogue: Goblin Rog 5; CR 5; Small 
humanoid (goblinoid) HID 5d645; hp 25; Init +8; Spd 30 ft; AC 19, 
touch 15, larfooted 19; Base Atk +3; Grp ~1; Atk +5 melee 
(1d4/19-20, masterwork dagger) or +9 ranged (td4/3, masterwork 
shortbow); Full Atk +5 melee (1d4/19-20, masterwork dagger) or 9 
ranged (1d4/x3, masterwork shortbow); SA sneak attack +36; SQ. 
evasion, xapfinding, trap sense +1, uncanny. dodge: AL N; SV Fort 
+3, Ref 49, Will 42; Str 10, Dex 18, Con 13,Jnt.14, Wis 10, Cha 6 

‘els un Feats: Appraise +10, Balance-+6,.Disable Device +10, 
‘Hide +20, Jump +2, Listen +8, Move Silently.+12, Open Lock + 
Ride (worg) +8, Search +10, Spot 48, Tumble +12, Use Magic 
Device +6; Improved Initiative, Shield Proficie 

yusion (Ex): I'this rogue is exposed to any: effect that normally 
allows her to attempt a Reflex saving throv-for half damage, she 
‘takes no damage with a successful saving throw: 

Thup Sense (EX) This rogue has an intuitive sense that alerts her 
to danger from traps, granting a +4 bonus on Reflex savesand.a +4 
dodge bonus to AC against attacks by traps. 

Thupfning (Ex): This rogue can use the Search skill ro locate} 
taps when the task hasa-DC higher than 20. Finding a non 


Taute 4-20: NPC RocuE 


Skil Pts 
Level hpAC  Melee__Ranged._F/R/W Feats 
it 7 1S a2 a 4/0 40/1 
and 1S 8 +4 +1/45/40__ 50/1 
Sid 1616 6 sajss/e1 60/2 
4th 201745 7 42/47/41 70/2 
Sh 2 1745, 7 $2710 80/2 
Gh 291746 * $3)48/42 90/3 
Ith 41997 8 43/48/42 100/3 
Bh 381981075 43/49/42. ops 
th 43 19481075 4/49/43 120)4 
Vth 47194946 44/+10/+3130/4 
Vth 5219 HO), saysn0 43 40/4 
Vth $6 22 NN/6— 15/10. 45 /413/44 50/5 
Wh 6) Ras S/T /44 60/5 
Vath 6522138 NGI 5s fod 70/5 
1sth 7022 14yya sI7/N2/7 46/44/48 1806 
Teh 7422 15/10/5_+18/13/8 _—+6/+15/+5_190/6 
Vth 73-24 15/10/5\ 20/15/10 46/46/45 200/6. 
Th 8324 NG/IT/6 21/16/11 47/417/26_210/7 
1th Bas TBS 2B 47/8/46 20/7, 
20h 92 -25—«$19/14/9 +26/21/16 +7/+20/+6 230/7 


ragical trap has a DC of atleast 20, higher if it is well hidden., 
Finding a magic trap has a DC of 25+ the level ofthe spell use. 
to create it, Rogues can use the Disable Device skill ro.disarmm. 
‘magic traps. Disabling a magic trap generally has a DC of 25.+| 
the level of the spell used to create it. A rogue who beats a trap 
[DC by 10 or more with a Disable Device check can generally 
study a trap, figure out how it works, and bypass it (with her 
party) without disarming it 

Uncanny Dodge (Ex) This rogue can react co danger before her. 
senses would normally allow her to do so. She retains her Deter. 
‘ty bonus ro AC even:when caught flat-footed. 

owesions: Masterwork leather armor, masterwork buckle, 
‘masterwork dagger, masterwork shortbow, 10 normal arows, $ 
cold iron arrows, 5 silvered arrows, clook of resistance, 6 potions 
of eure Light wounds, 2 potions of neutralize poison. masterwork. 
thieves’ tools, 


mple 10th-Level NPC Rogue: Goblin Rog 10; CR 10; 
{Small humanoid (goblinoid), HD. 10d6+10; hp 47; Init +8) Sp 
30 ft AC 21, touch 16, flat-footed 2t; Base Atk +11; Grp +7; Atk. 
+13 melee ({4/18-20, Small +4 mpier) or +43 ranged.(4d4/>3, 
Small +t shorthow); Full Atk +413/+8melee (1d4/48-20, Small +1 
pier) or +13/48 ranged (1d4/x3, Small +1 shortbow); SA sneak 
attack +5d6; SQ evasion, improved evasion, improved uncanny 
dodge, trapfinding, trap sense 43, uncanny dodge; ALN; SV 
Fort +4, Ref +11, Will +3; Ste 10, Dex 19,on 43, 1nc44, Wis 10, 
Cha 6, 

Stil and Feats Appraise +10, Balance 442, Disable Device.+40,| 
Hide +20, Jump +2, Listen +8, Move Silently +14, Open Lock +12,] 
Ride (warg) +10, Search +8, Spot +6, Tumble +12, Use Magic 
Device +4; Dodge, Improved Initiative, Point Blank Shot, 
‘Weapon Finesse. 

‘vasion (Ex) Mf this rogue is exposed to any effect that normally. 
allows her to atempt a Reflex saving throw for half damage, she 
takes no damage with a successful saving throw, 

Inproved Evasion (Ex): This ability works like evasion, except 
that while ths rogue stil takes no damage on asuccessul Reflex 
save against spells such as fireball ora breath weapon, she now 
takes only half damage on afaled save. 

Improved Uncanny Dodge (Ex): This rogue cannot be flanked 
except by a rogue of atleast. 4th level 


Gear 
‘Musk studded eather, mk mele, vk ranged, 100 gp 

As Ist level excep 1,200 gp | 
‘Mv studded leather, mink buckley, mvk melee, mvk ranged 1,500 gp 
As 31d level, except 2300 gp 

‘As Sd evel except 3000 gp 

As Sd evel, except 4,600 gp 

+1 sted etbar, +1 bucler mk melee vk ranged 
As Tth level except 6400 gp 

‘+ studded leather, 1 buckley, +1 mele 1 ranged 5,000 gp 
42 buckler, bracers of amor-+2. ing of protection + +1 melee, +1 range, 
3,000 gp 

As Th evel ecept 6000 gp 

+2buekler amulet of natural armor +1. bracers +2, ing +), +1 melee, 

1 ranged, gloves of Destaity +2. 6,000 gp 

As 12h evel, exept +2 melee and 8,00 
As 12th level, exept +2 mele and 18,000 gp 
‘Annu, braces rng +2, +2 melee, + range loves +2, 18,00 gm 
As 1th evel cept 36,000 gp 

‘Armlet 1, braces +5 ing +2, 42 mle, 2 raged gloves +4, 32.000 go 
‘As 17th evel xcept 62,000 gp 

‘Amulet +7, braces 5 ring-+2, +3 male, +2 ranged loves +6, 72,00 gp 
‘As 1h level except +3 ranged and 112.000 gp 


200 ge 


Thup Sense (Es) This rogue hasan intuitive sense that alerts her 
to danger from traps, ranting +3 bonus on Reflex savesand a +3 
dodge bonus to AC againstartacks by traps 
Trapfinding (Ex): This rogue can use the Search skill to locate 
traps when the task has a DC higher than 20, Findinga nonmag: 
{cal trap has a DC of atleast 20, higher if iis well hidden. Find-| 
|ing.a magic trap has a DC of 25 + the level of the spell used. to] 
|create it. Rogues can use the Disable Device skill disarm magic| 
traps. Disabling a magic trap generally has a DC of 25+ the level 
‘ofthe spel used to create it, Aogue who beats «traps DC ky 10) 
or-mote with a Disable Device check can generally study a trap, 
figure out how tt works, and bypass it (ith her parry) without 
disarming it 
‘Uncanny Dodge (Ex): This rogue can react to danger before her 
senses would normally allow ber to do $0. She retains her Dester 
ity bonuis to AC even when caught flat footed, 
Pesions +2 buckles bce of armor 2, ring of protection +1, Small 
‘Lier, Small +4 shortbou 20 arrows, 5 silvered arrows, potion of 
{une serious wounds, masterwork thieves tools 


NPC SORCERER 
Starting Ability Scores: Str, Dex 14, Con 13, nt 10, Wis 12, 
hats 
Increased Ability Scores: 4th, Cha 16; 8th, 
18 (20); 14th, Dex 14 (16); 15th, Cha 18 
48th, Cha 19 (25), 20th, Cha 20 (26) 


17; 12th, Cha 
‘6th, Cha 19 (23); 


[Sample sth-Level NPC Sorcerer: Kobold Sor 5; CR 5; Small 
humanoid (reptilian); HD 4443; hp 475 Init-+6, Spd 30 ft; AC 4, 
touch 13,dlatfooted 13; Base Atk +2:Grp -2.Atk +3 melee (144/23, 
‘halfspear) or +6 ranged (146/19-20, masterwork light crossbow), 
Full Atk +3 melee (i4/x3, halfspenr) or +6 ranges (1d6/19~20, 
| masterwork light crossbow}, SA —~ SQ empathic link light sensi 
tivity, sbare spells, Tiny viper snake famillar, AL CE; SV Fort +4 
Ref +3, Will +5; Str 10, Dex 14, Con 14, Int, Wis 12, Cha 16. 

‘Sil and Feats: Bluff +6, Concentration +4. Craft (trapmaking) 
+1, Hide +6, Listen +3, Profession (miner) 3, Search +1, Spellrat 
+5, Spor +3: Alertness, Improved Initiative, Toughness. 

‘empathic Link (Sw): Ths sorcerer can communicate telepathi 
cally with its familiar ata distance of up to 4 mile, The master ha, 
the same connection t0.an item or a place that the familiar does. 

Light Sensitvty (Ey): Kobolds are sensitive to light and take a1 
circumstance penalty on attack olls in bright sunlight or within 
the radius of ulylight spell 

‘Share Spells (Su) This sorcerer may have any spell he casts on 
himself also. affect his familiar if the latter is within s feet atthe 
time, The master may also cast a spell with a target of "You" on his 
familia. 

Tiny. Viper Snake Familiar This creature grants its master a +3 

{bonus on Bluff checks. Ik also grants Alertness as long as itis 
within § feet. The familiar uses the better of its own and its 
‘master’s base save bonuses The creatures abilities and characters 
tics are summarized below, 

Tiny Viper Snake Familiar: CR —; Tiny magical 

beast; HDD A; hp 8 Init +3, Spd 15 ft, climb 15 f, swim 15 

fi; AC 20, touch 15, flarfoated 17; Base Atk +0; Grp —11; 

Atk +5 melee (poison, bite) Full Atk +5 melee (poison, 

bite); Space/Reach 2-1/2 fi/0 fs $A polson; SQ deliver 

touch spell, improved evasion, scent, speak with master; 

ALCE; SV Fort +2, Ref+5, Will +4; Ste 4, Dex 17, Cont 

Int, Wis 12.Cha2. 

| Skil and feats: Balance-+11, Climb +11, Hide +15, Listen 
24, Spot6, Swim +5; Weapon Finesse, 
Boson (Ex): Anjury, Fortitude DC 1 
ary damage 1d6 Con. 
“Improved Evasion (Ex): When subjected to an attack that 
normally allows a Reflex saving throw for half damage, 


initial and second: 


this creature takes no damage if it makes a successful 
saving throw and half damage ifthe saving throw fails 
‘Scent.lEx): Can detect approaching enemies, sniff out 

huidden foes, and rack by sense of smell 

Sorcerer Splls Known (6/2/S: save DC 13 + spel level): 0—da: 

J ghost sound, mage hand, my. of rst read magi, touch of fatigue; 1st— 

‘use fear, mage armor, magic mis, sleep; 2nd—Blur,Saming phere. 
Rossessions: Bracers ofarmor-+1, masterwork halfspear, master 

‘work light crossbow, 10 bolts, potion of blur potion of cure moderate 

,svounds, potion of hast, 2 scrolls of invisibility, 2 scrolls of Melfs.aid 

arrow 2 scrolls of web dagger 


Sample 15th-Level NPC Sorcerer: Kobold Sor 15; CR 15; 
Small humanoid (repilian); HD 154443; bp 42: Lit +6 Sp 304 
AC 19,touch 15, flat-footed 17; Base Atk 47; Grp-+3, Atk +9 melee. 
(141/23, 1 halfipear) of +11 ranged (1d6/19-20, masterwork. 
Jight crossbow), Full Atk +9/+4 melee (Ad1/%3, +4 halfgearor 
‘11. ranged (146/19-20, masterwork light crossbow); SA —; SO. 
empathic link, light sensitivity, ry on familia, share spells, Tiny 
viper shake familiar, AL CEj SV Fort +5, Ref 47, Will +10; Ste 10 
Dex 14, Con 11 Int 8, Wis 12,Ccha 22 

‘Skil: and Feats: Bluff +9, Concentration +2, Graft (trapmaking) 
+4, Hide +6, Listen +3, Profession (miner) +3, earch +4, Spelleralt 

Spot +3: Alertness, Combat Casting, Craft Wand, Dodge, 
Improved Initiative, Spell Penetration, Toughness 

‘matic Link (Si): This sorcerer can communicate telepath 
cally with is familiae ata distance of up toile. The master has 
the same connection to an item or place thatthe familiar does. 

Light Sensitivity (x): Kobolds ate sensitive tolightand take a 
‘freumstance penalty. on attack rolls in bright sunlight or within, 
the radius ofa daylight spell i 

Seryon Familiar (Spl: This sorcerer may sery on its familiar as if 
casting the spell srying once per day 

Shae Spells (Su) This sorcerer may have any spell he casts on 
himself also affect his familia if the later is within S feet at the 
ime. The mastee may also cast a spell with a target of You” on his 
famili 

Tiny Viper Shake Familiar: This creature grants Its master a +3 
bonus on Bluff checks. Icalso.grants Alertness as long as itis 
within 5 feet, The familiar uses the better ofits own and its 
masters base save bonuses. The creature abilities and characteris 
tics are summarized below. 

Tiny Viper Snake Familiar: CR— Tiny magical beast 
HDS; hp 21; Init.+3, Spd.1S ft climb 45 f, swim 15 fis 
‘AC 25, touch 15, flacfooted 22: Base Atk +0; Grp 11) Atk 
+5 melee (poison, bite): Full Atk +5 melee (poison, bite) 
Space/Reach 2-1/2 ft,/0ft3 SA poison; SQ deliver touch 
spells, improved evasion, scent. speak with master, speak 
with other reptiles, spell resistance 20, AL CE; SV Fort +2, 
Ref +5, Will 4; Str4, Dex, Con 14. Jnt 8, Wis 12, Cha 2 

‘Shillsand eats Balance +14,Climb +11, Hide +15, Listen 
+6, Spot+6, Switn +8: Weapon Finesse, 

vison (Ex): Injury, Fortitude DC 11, initial and second: 
ary damage 1dé Con, 

‘mproved. Evasion (EX): When subjected to an atack that 
normally allows a Reflex saving throw for half damage, 
this creature takes no damage if it makes a successtul 
saving throw and half damage if the saving throw fails. 

Scent (Ex): Can detect approaching enemies, sniff out 
hidden foes, and track by sense of smell. 

Sorcerer Spells Known (6/8/8/7/7/7/7/4; save DC 16+ spel 
level): dancing lights daze, detect magic, ghos.sound, mage hand) 
ay of frst, ead mu, existance, touch of fatigue Ast—snus et, mage | 
armor. magic mise, obscuring mist ep; 2nd—blur, flaming sphere, 
invisibility, Melf.acid. arrow, spectral hand; 3xd—dispel magic hold 
person lightning halt vampiric fou 4th—ice storm, lesser globe of 
‘nvulnendality, shout, stoneskin; Sth—sloudkil cone of ol, hold mon: 


Taste 4-21: NPC SorcenER 


Skil Pts.) 
Level hp AC Melee Ranged _F/R/W Feats 
35015 aaa a afl 
Ind_ 81240 4 +s2/s4_— 10/1 
ad 240 +4 aad 12/2 
ah oS al 8 s2js3]25 4/2 
tho $2) 162 
Cn $6 3/4/6183 
th 2% 4 2 $6 43/4/06 20/3, 
Bh 3043 7 Bfe4fe)— B/S 
oh SB 7 ahsyo? 4/4 
Wh 37 1S v4 4 14/45/38 26/4 
Mth 40164 8 aM/5 0828/4 
Wh 417 45/0 49/45/6/49 30/5, 
Vth 4718 W695 /H6A9 HIS 
Vth $119 47/246 ¥5/47/010 34/5. 
VSth S419 47/2 HITS 46/48/410 36/6 
Vth SB 19 B/S 12/7 46/48/11 38/6 
Yh 612) 48/3 HNI746/48/41T 40/6 
With 65 2249/4138 47/49/12 42/7 
Te ee) EY OS 
20h 72 22_—«sNO/S- «=A. 47/49/4138 46/7 

SpeLLs KNOWN 
Level Spells Level Spells 
42 and 5/2 
Sth 64/2 fth_7/4/2/) 
3th 8/S/4/3/2 Yoh 9/s/4p/2/1 
Vath 9/5/5/4/4/3/2 ath _9/5/5/4/4/3/2/1 
1h S/S/S/AIAA/SIS(2. 18th 995/574/4/4/3/8/21 


sts teleport 6th—sed fogs disintegrate, greater dispel. magic 7th 
ethereal jaunt, prismatic pny 

Possessions: Amulet of natural armar +4, brcers of armor +3, rng of 
protection 2,94 half, mastecwork light crossbow 10 bolts cloak 
of Charisma +4, potion of blur, potion of haste, 2 scrolls of dominate 
‘sron, wand of magic missile (Oth-Level caster, maximized), dagger. 


NPC WIZARD 
Starting Ability Scores: Str 10, Dex 14, Con 13, nt 15, Wis 12, 
Chas, 
Increased Ability Scores: 4th, Lnt-16; 8th, Lnt 175 12th, Int 18 
(20); 4th, Dex 14 (16); 15th, tnt 18 (22), 16th, Int 19 (23), 18th, Ine 
19 (25); 20th, Int.20.26), 


Sample sth-Level NPC Wizard: Drow Wiz §;CR 6; Medium 
humanosd (elf), HD $443; hp 12: Init +3: Spd 30 ft; AC 44 
touch 13, flat-footed 1 Base Atk +2: Grp «2: Atk +2.melee 
(1d6/18-20, rapier) or +6 ranged (1d4/10-20, masterwork hand 
crossbow); Full Atk +2 melee (td6/48-20, rapier) or 26 ranged 
(4/1920, masterwork hand crossbow), $A —, SQ drow traits 
ALNE; SV Fort +2 Ref 5, Will +6; Str 10, Dex 16,Con i, nt 18, 
jhwis.12, chao 

‘Sk. and feats Concentration +8, Craft alchemy) 29, Know! 
edge (arcana) +12, Knowledge (dungeoneering) +12. Knowledge 
(history) «9, Listen «3, Search +6, Spellcrait +14, Spor +3; Brew 
otion, Combat Casting, Scribe Scroll Toughness. 

Drow Thats: Immune to magi sleep spells and effects; +2 racial 


spall 

per Day Gear 

4 Mundane mele, mk ranged, 50 gp 

as As Ist evel except 1.630 gp 

6/6 ‘As Tat evel, except 2.150 BP 

57a face of ermor +1, mundane mele, mk 
ranged, 950 gp 

sis ‘As th evel, except 2.000 gp 

S/76/4 ‘As Ath level ecept 4300 gp 

S778 Broce 1, ing of protection +1, mundane mele, 
rw ranged, 3900 gp 

67/7/62 fs Tih evel, except 100 gp 

sy777118 Bracers +; ing =, mundane melee, vk 
ranged, 5,200 gp 

6177/5) As Sth evel, excep 9.700 gp 

67/70)6)8 “Arle of natural armor +, bracers 42g +) 
mindine mele, vk ranged 12,700 ge 

G/NTI7/161. Aue, bracers +2. mg +2, mundane mele. 
Ir ranged, lok of Chara. +2, 93,700 gp 

87/7/7118 —— ane, brace 3, rig 42.1 mle, vk 
ranged, cloak +2, 9.300 gp 

68/7/2)2//5]3__-Bs 3th ve except 19000 gp 

6/8 /8/7/7/2/7/4 ‘As 13th level, except cloak +4 and 21,000 gp 

6)8/8)7/77/1/5)3__ Bs 13h level, except clk +4 and 39,00 gp 

6{8/8)7/7/7/716)8 Ame + bracen 4 ing +2, +1 mle, vk 
ranged, cloak 4, 4,000 sp 

6/8/8/8/7/71]2/5]3 Aue «2 brace +5,rng+2, «1 mle, mk 
ranged, clot +6, 50,000 gp 

6 /8/8/8/77/7/716 A As NH ee, excep 90.000 gp 


6/8/8/8/8/7/2/7/1/6 As 18th level. except 140,000 gp 


Level Spel Spells 
yd 58 ean 
Th 7/5/3/2 §/5/3/2)1 
Vth S/S/S/4D3/2 S/SISAPIAN 
vsth—9/5/5/4/4/4/372 9/5 /5/48/4/3/2/\ 
19h 9/S/S/A/ayapa/siara. 200 9/8/5/4/4/4/3/3/3/3 


bonus on saves against enchantment spells ot effects; darkvision 
120 ft entitled toa Search check when within $ fee of a secret or 
concealed doot as though actvely-looking fori; spell resistance 
16,¢2 racial bonus om Wall saves against spells or spell-like abil 
ties; spel/-like abilities (4/day—dancing lights darkness, and faerie 
fie asthe spells from a th-leve caster light blindness (blinded 
for 1 round by abrupt exposure to bright light, ~1 circumstance 
penalty om.all attack rolls, saves. and checks while operating in 
bright light); +2 racial bonus on Listen, Spot, and Search checks 
(alteady figured into the statistics given above). 

\Wizand Spells Prepared (4/4/3/2 save DC 14 + spell level): o— 
ze detec matic ghost sound ry ros A8t—mage armor, magi mi 
se 2}, muagc wep: 2nd—blr glitters, Mel's acid arrow; 3xd— 
fireball hase 

Slo: O—lae dete magidelet pion flare ghost sound ty of 
frost, rad mage; tst—color spray, enti, mage armor, magic mise, 
magi weapon, 2d—blur, bear's endurance, litterdust, noch, Mel's 
seid aro sss energy. 3td—dispel mast, fireball, haste, magic cic 
agains gow | 

osssions: Brucr.of armor +4, rapier, masterwork hand cross-| 
‘bow, 10 bolts. cloak of sistance +4, potion of bur potion of cure mode) 
‘ate wounds, potion of cure serous suds. potion of hase, scroll of con: 
fasion, 2 scrolls of finbull, soll of web dagger. t 


Sample 10th-Level NPC Wizard: Drow Wiz 10; CR 11; 
Medium humanoid (elf), HD 1043; hp 29; Init 63; Spd 30; AC 
‘Za touch 14, farfoored 14; Base Atk +5: Grp +5; Atk +6 melee 


Tape 4-22: NPC Wizaro 


Skil Ps.) 
lip AC Melee Ranged _F/R/W Feats 
Wes 2 0 RI 6S 
Scribe Seroll 
ind 8+) 4 s\fs2/s4 201 
5 en en ee) 4 aaa 2472 
4th 16132 s s2/s3/45 35/2 
Sh 19 2 1 HS 40 
Sth 231343 $6 43/44/26 45/4 
th «2 48 16 H3/A/e6 50/4 
Bh 304 +7 s3/s4/27_— 55/4 
ho 33 Sod +7 sAps5 47 60/5 
Wh 37 1545 8 14/25/8656 
Wh 40 1645 4848/45/48 70/6, 
th 44761 19h +5/+6)/69—105/7 
a 
Vth 5) 1983/6 5ya7/+10 9/7 
Wsth $4 20836 4648/4100 44/9 
}6th_ $8 209/427 o6/8/e 1152/9 
Wh 61 2245/4 12/7— 4648/11 160/9 
Wh 65 2310/5138 47/9/412_189/10 
THK 6 -2NHNO/S| 1/8 47/49/412 98/10 
2h 72 NY 4N4/9. 47 /494213_230/11 


16+1/18-20, masterwork rapier) or 1 ranged (14/19-20, mas 
terwork hand crossbow); Full Atk +6 melee (Ld6+1/18-20, master 
‘work rapier) or +9 ranged (1d4/19~20, masterwork hand cross 
bow), SA —; $Q drow traits, AL NE; SV Fort +4, Ref +7, Will +9; 
Str 10, Dex 16,Con 11, nt 19, Wis 12, ha 10. 

skis and Feats Concentration +13,Craft (alchemy) +14, Know 
edge (arcana) +47, Knowledge (dungeoneering) +17, Knowledge 
(history) +14, Listen +3, Search 46, Spellcraft +19, Spot + Brew 
Potion, Combat Casting, Craft Wondrous Item, Great Fortitude, 
Scribe Scroll Spell Renetration, Toughness, 

‘Drow Thais: Ammune to magic. sleep spells and effects; +2 racial 
bonus on saves against enchantment spells or effects darkvision 
120 ft entitled 10a Search check when within feet ofa secret or 
concealed door as though actively looking fori; spell resistance 
26; +2 racial bons on, Will aves against spells or spell-ike abil 
{ties; spell-ike abilities (1/day—dancing lights, darkness, and furi 
fireas the spells from a 1oth-level caster) light blindness (blinded 
for 1 round by abrupt exposure to bright light, ~1 circumstance 
penalty on all attack rolls, saves, and checks while operating in 
bright light; +2 racial honus.on Listen, Spot, and Search checks 
(already figured into the statistics given above) 

Wizard Spells Prepared (4/5/5/4/4/2; save DC 14 + spell level) 
(0c, detect mgt, ghost sound, ay of fos: Ast—magic mise (3), 
shield true strike; 2nd—Blunlaming sphere, glittendust, Mlfs acid 
srr, we 3ed—dpel magic ib haste, Higtnng both —ener 
ution, ce strm (2), shout: Sth—sone of oi tlepr. 

pilbook:0-—daze detect magic detect poison flare ghost sound may of 

{ost read mag 1st—charm, person identifi mage armor, magic mie 
{sie magic weapon, petecton from god, shield, true tke: 2nd-—bear’s 
enurance, blur, bulls strength, eat’ grace, gitterdus, invisibility, Mf 
cid arrow, resist energy, soning may, web; 3ed—disel magic fireball, 
Aychaste hold person, snvisibility sphere lightning bolt sugestion:4¢h—. 


Spells 
per Day Gear 
32 Mundane melee, mundane ranged, 800 gp 
4B Mundane melee, mk ranged, 1,650 gp 
ape ‘As 2nd level, except 2.150 gp 
4p Bracers of armor +1, mundane melee, mwk 
ranged, 350 gp 
Amp ‘As dth level, except 2,000 gp 
4/443. As Ath level, except 4300 gp 
aan Bracen +1, rng of protection +1, mundane melee, 
imwk ranged, 3,900 gp 
ay5a/aya As 7th evel, except 6,100.gp 
aps/s/ar2\ Bracers +2, ring +1, mundane melee, rik 
ranged. 5,700 gp, 
4/5/5/4/3)2 ‘As Sth level, except 9,700 gp. 
495/5/5/372)9 Amulet of riatural armor +1, bracers +2. ring +1, 
mundane melee, mwk ranged, 12,700 gp 
416/5/5/4/4)2 ‘Amulet +1, bracers +3, rng-+1. mundane melee, 
rm ranged, headband of inlet +2, 9,700 gp 
4/6)3/5/5/4/2]\ Amulet +1, bracers +3, ving +2, +1 melee, mv 
ranged, headband +2, 9,300 gp 
4/6)3/5/5/4)3/2 Amulet +1, bracers +3, ring +2, +1 melee, wk 
‘anges, glves of Dertenty +2, headband +2, 
15,000 gp. 
4/6 /6/5/515/4/20 Amulet »2, bracers +3, rng +2, +1 melee, mk 
ranged, gloves «2, headband +4, 11,000 gp 
4(646/5/5/5/4/3/2__ As VSth level, except 29,000 gp 
4/616 /5/5/5/5)3/2)) Amulet +2, bracers +5, ring +2, +1 melee, mink 
ranged, gloves #2, headbond +6 26,000 gp 
4/6/6/4/5/5/5/4/3/2__ AS \7th level, except bracers +6 and 45,000 gp, 
4/6/6)6/3/5/5/S/3/3 As 17th level, except bracers +6-and 85,000 gp 
4/6/6)6/6/5/5/5/3/4 As 12th level, except bracers +6 and 135,000 gp 


charm monster, 


Jn, dimension door, enerention, ice sr, 
Otiluke' resilient sphere, crying, shout, stoneskin; Sth—sone of col, 
dominate perso, telekinesis, eleprt, wall of force 

ring aection +1, amulet of natu 
mor +, cloak of rsstance +4 masterwork rapier, masterwork 
hand crossbow, 10 bolis3 dases drow knockout poison, spellbook 


ADJUSTMENTS BY RACE OR KIND 

‘Add the.adjustments below to the class-based statistics, Add and 
‘apply all adjustments, such as ability score adjustments. For 
example, halfling gains a racial modifier of +2 to Dexterity (and 
thus a #L.Dex bonus) and a +1 bonus on all saves, which means 
thatthe finished character has a 42 Reflex save bonus. Lf feat is 
duplicated, select a new one, 

See the Players Handbook or Dungeon Masters Guide for other 
teats by race or kind, (Racal trait tha always affect skill check 
are already included in the adjustments to total skill bonuses.) 


Poessions: Sacer of armar + 
ral 


Explanations/Definitions 
The following notes explain or define certain terms used in the 
adjustments list. 

3 Ranks/Skill: Subtract 3 ranks from each skill modifier the 
NPC is listed as having at ist level. (The NPC has Hit Dice as a 
monsterand therefore doesnt get 4 times its per-level skill anks 
at tst level) 

Langs: The NCE attack and AC bonuses are 1Jower,and it takes 
‘4+ penalty.on Hide checks, The NPC’ weapon is larger increas 
{ng damage (see page 28) The creature has 10-foot reach, 

‘Slow: The NPCS base land speed is 20 feet instead of 30 feet. 

‘Sal The NPCS attack and AC bonuses are 1 higher, and it 

|euins.a +4 bonus on Hide checks. The NPC's weapon is smaller, 
decreasing damage (see puge 28), 


Weapon Proficiency: Regardless of class, the NEC is proficient at 
least with simple weapons and weapons listed for its kind in the 
‘Monster Manual 


NPC Adjustments, 

‘The statistics given here represent adjustments to a creature's abil 
Ivies and skills. Ia creature has racial Hit Dice, this material 
includes relative adjustments ro base attack bonus and skill modi 
firs, In addition tothe adjustments noted below, add feats based | 
‘on otal Hit Dice and add the basecreature special attacks and 
special qualities 

‘Aasimar (Planetouched): +2 Wis, +2 Cha, 42 Listen, +2 Spot. 

Bughear: +2 CR. +4 Str.+2 Dex, +2 Con,~2 Cha, #3d8 HD, +2 
base attack. +1 Fort, +3 Ref, +1 Will, +3 natural armor. ~3 
ranks/skill, +2 Climb, +4 Hide, 42 Listen, +6 Move Silently, +2 
Spot 

Derro:+3.CR. +4 Dex, +2.Con, ~6 Wis, 46 Cha, #348 HD. +3 
base attack. +1 Fort, +3 Ref, +3 Will. +2 natural armor. ~34 
ranks /skil +2 Bluff, 7 Hide, +4 Listen, +7 Move Silently. Small. 
Speed 20 ft 

Doppelganger: +3.CR. +2 Str +2 Dex, +2 Con, +2 Int, +4 Wis, 
+2.Cha, +4d8 HD. 4 base attack, +1 Fort +4 Ref, +4 Will +4 natw 
ral armos.~3ranks/skil, +9 Bluf,+8 Disguise, +4 Listen, +4 Sense 
Motive, +45 

Drow (Elf): +1 GR. +2.Dex,~2Con, +2 Int, +2Cha. +2 Listen, +2 
Search, +2 Spot, 

‘Dwarf, Duergar: +1 CR. $2.Con,—4 Cha, +1 Listen, 4 Move 
Silently.+4 Spot. Speed 20 Ft. 

Dwarf, Deep: +2 Con,~2 Cha Speed 20 

Dwark, Hill {Common}: +2 Con,2 Cha. Speed 20 ft 

Dwarf, Mountain: +2 Con,~2 Cha, Speed 20 

Ef, Gray: ~2 Str, +2 Dex +2 U2 Listen, +2 Search, 
+2 Spot. 

If, High [Commong: +2 Dex, -2 Con, +2 Listen, #2 Search, 
+2.Spot 

Ef, Wild: +2 Dex,2 Int. +2 Listen, +2 Search, 2 Spot 

EIF, Wood: +2 St, +2 Dex, -2 Con, 2 Int. 42 Listen, +2 Search, 


42.Con,~2 Int,~2 Cha. +248 HD. +1 base 
Affack. +3 Fort. +4 natural armor. ~3ranks/skill, +2 Listen, +3 Spot 

‘Gnome, Forest: -2 Sts, +2 Con, +2 Cha, +2 Craft (alchemy), 44 
Hide, +2 Listen. Small. Speed 20 

Gnome, Rock {Common}. 2 Sir, +2 Con. +2 Craft (alchemy), 
+2 Listen. Small. Speed 20 ft. 

Gnome, Svirfneblin: +4 CR. 2 Str, +2 Dex, «2 Wis, + 
Cha, +2 Fort, +2 Ref, +2 Will. +4 dodge bonus to AC, Small. 
Speed 20 fi. 

Goblin: -2 Str, +2 Dex, ~2 Cha. +4 Move Silently, +4 Ride. 
Small 

‘Half-Celestial: +1 CR (up to 5 HD), +2 CR (6-10 HD), +3 CR 
(tt or mote HD). +4 Str.42 Dex, +4 Con, +2 Int, +4 Wis, +4 Cha. + 
natural armor. Wings (fly-at double land speed). Add these modi 
fiers to the base.creanure adjustments. 

Half-Dragon: +2 CR. +8 St, +2 Con, +2 Int, +2 Cha, +4 natu 
ral armor, Base creature’ Hit Die increases one size to max of 
dt2 (no effect on class Hit Dice). ME Large it has wings (fly at 
double land speed). Add these modifiers ro the base creatures 
adjustments 

HalfELE +2 Diplomacy, +2 Gather Information, 44 Listen, +1 
Search, +1 Spot 

Half-Fiend: +1 CR (up to 4 HD), 42 CR (5-10 HD), 43 (11 or 
| mote HD).14 Str. +4 Dex +2 Con, +4 Int.+2 Cha, +1 natural armor, 
‘Wings (fy at land speed). Add these modifiers to the base-crea 


utes adjustments, 
Malf-Ore: +2 Stt,—2 Int, 2 Cha 
Halfling, Deep: ~2 Str, +2 Dex. +1 Fort, +1 Ref, +1 Will. 21 


attack with thrown weapon (if any) +2 Listen. Small Speed 20 fe. 


Halfling, Lightfoot [Common]: ~2 Str, +2 Dex. +1 Fort. +1 
Ref, +1 Will. +1attack with thrown weapon (ifany). +2 Climb, +2 
Jump, +2 Listen, +2 Move Silently. Small, Speed 20 f 

Halfling, Tallfellow:~2 St, +2 Dex. +1 Fort +1 Ref, +1 Will +t] 
attack with thrown weapon if any), +2 Listen, +2 Search, +2 Spot, 
{small Speed 20 

Hobgoblin: +2 Dex,+2 Con. +4 Move Silently. 

‘Human 1 extra feat skill (ranks = level +3), 

Kobold:—4 Str +2 Dex.~2.Con.+1 natural armor. +2 Craft (trap 
making) +2 Profession (miner), +2 Search, Smal. | 

Lizardfolk: +1 CR. +2 Str, +2 Con, ~2 Int. +2d8 HD. +1 base 
attack. +3 Ref. 45 natural armor.~3 ranks/skill+5 Balance, +6 
Jump, +6 Swimm, 

Mind Flayer: +8 CR. +2 St, +4 Dex, +2 Con 48 Int +6 Wis, 6, 
‘Cha, -8d8 HD. 46 base atack, 42 Fort, +2 Ref, 46 Will +3 natural 
armor. ~3 ranks/skill, «8 Bluff, +6 Concentration, +8 Hide, +4 
Intimidate, #8 Knowledge (any one), +8 Listen, +48 Move Silent! 
+4 Sense Motive, +8 Spot 

Minotaur: +4 CR. +8 Sts, +4 Con, —4 Int,~2 Cha, +6d8 HD. +6 
‘base atack. +2 Fort, +5 Ref, +5 Will. +5 natural armor.—3 ranks/skill, 
+3 Intimidate,¢7 Listen, +4 Search, +7 Spot. Large. 

Ogre: +2 CR. +10 Stry~2 Des, +4 Con, Inta=t Cha. 46 HD. 
+3 base attack. +4 Fort, +4 Ref, +t Will 2S natural armor, —3 
ranks/skill, +3 Climb +2 Listen, +2 Spot.Large. Speed 40 ft. 

Ogre Mage: #8 CR. 10tr, +6 Con, 44 Ant, +4, Wis, +6.Cha 
+548 HID, +3 hase attack. +4 Fort, +1 Ref 4 Will-e5 natural armor. 

3 ranks/skill, +8 Concentration, +8 Listen, +8 Spellerat.+8 Spot,| 
Large. Speed 0 fi. 

Ore: +4 Str ~2 in, ~2 Wis, ~2 Cha 

Tiefling (Planetouched): +2 Dex, 2 Int,~2 Cha. +2 Blufl 
Hide 

Troglodyte: +4.CR.=2 Dex, +4 Con, ~2 Int. +248 HD. +1 base| 
stack, +3 For. +6 naruralarmor.~3 ranks/skil, 6 Hide,+3 Listen. 
Multiattack (see the Monster Manual), 

Werehear (Lycanthrope): +5 CR. +2 Sty, +2 Cony=2 Chae 
base attack. 45 For, +8 Ref +2 Will. +2 natural armoe.«2 Listen, 
Spot, +4 Swim. Iron Will, Tack. See the Monster Manual fr be 
and hybrid form. NPC loses gear in animal form, 

Wercboar (Lycanthrope): +1.CR. +2 Stt. 42 Con,~2 Cha. +2 
natural armor, +2 base attack. +3 Fort +8 Ref rt Will +3 Listen, +3 
Spot. See the Monster Manual for boat and hybrid form. NBC loses 
‘gear inaniinal form, 

‘Wererat (Lycanthrope): +1 CR. +2 Dex, +2 Con, ~2 Cha. #2 
natual armor. +2 Fort, +2 Ref. +2 Will +4 Hide, +1 Move Silently. 
Alertness, Iron Will. See the Monster Manual for rat or hybrid 
form. NEC loses gear in animal form, 

Weretiger (Lycanthrope): +1 CR. +2St+2.Con,~2 Int. +2 nat 
ural armor. +4 base attack. +5 Fort:+5 Ref, 42 Wil. +3 Listen, +3 
Spot. Alertness, Lron Will. See-the Monster Manual for tiger or 
hybrid form. NPC loses gear in animal form. 

‘Werewolf (Lycanthrope): +1 Ci. +2 Str)~2 Int, +4 Wis, -2 
‘Cha, «2 natura armox.4 base attack. +3 Fort, +3 Rel, «0 Will 41 
Listen, +4 Spot. on Will Track. See the Monster Manual for wolf 
‘ocybrid form. NPC loses gea in animal form, 


‘TABLE 4-23: NPC Gear VALUE 


NPC Level. Value of Gear NPC Level Value of Gear 
1st 500z Mth 21,000 gp 
and 2,000-¢p V2th 27,000 gp. 
ad 25500 gp 13th 35,000 gp 
ath 3,300 gp Vth 45,000 gp. 
sth 4300 ap 15th 59,000 gp 
ath 5,600 gp 16th 77,900 gp 
mh 7.200 gp 7th 100.000 ge 
Sth 9400 gp 18th 130,000 gp 
sth 12,000 gp 19th 170,000 sp 
10th 16,000 sp 20th 720,000 gp 


Pe NPCATITTUDES 


Th general, you run an NPC just asa player would run a FC: You 
take whatever actions the character would take, assuming the 
action is possible. Thats why it’ important to letermine an NPCs, 
general outlook and characteristics ahead of time if possible, so} 
you know how to play the character properly 

‘When PCs dealing with NPCs, you determine the NPCS at) 
tude, and a character may try to use Diplomacy to influence this. 
attitude as described on page 72 of the Players Handbook A charac: 
ter without ranks in Diplomacy. makes a Charisma check instead 

{choose the attitude of an NPC or NPCs based on circum: 
Stances, Most people met ina neutral.city ae indifferent, Most 
guards are indifferent but suspicious, because that's what's 
expected of them, 

‘NPC Charisma Checks to Alter Other NPCs’ Attitudes: 
Should iccome up.an NPC can use a Diplomacy or Charisma 
Jcheck to influence another NPC, However, NPCs can neve 
{influence BCattitudes. The players always make their characters 

decisions 


"An NPC witha hacking cough and strong opinions about the king 
always more interesting than one you portray oly as Kiale, the 
anc-level commoner. Remember that NPCs arent just game sta 
|tisties, they are individuals with personalities. quirks, and opin: 

fions. You should strive to make many of the NPCs you use in your 

| game memorable characters whom the PCs will ether lke or dis 


Taote 4-24; ONE HUNDRED Traits 35 


like depending on how you play chem, (Sometimes an NPC isnot 
memorable or just leaves the characters flat. That's okay; not every 
one is memorable in rea life, either) 

This doesnt mean that you need to write every NPC life story 
{heforehand, As a rule of thumb, give an NPC one or two distinc 
tive tats Think of these rats as what the characters will remem: 
[ber the NPC by. ‘Lets go back and see that guy with the bad 
breath. He seemed to know. what he was talking about, even if 
talking to him was unpleasant) 

Table 4-24: One Hundred Traits gives suggestions you can 
choose from when creating NPCs (or you can toll hem randomly 
from thelist if you desire). This rable is only the beginning. Many 
‘more traits could be added tothe list. None of the ones listed here 
have any effect on ability scores, skills, or game-mechanics. Some 
‘may seem.to interact with game statistics (such as strong body 
‘odor and Charisma), tn such a case, dont modify the Charisma 
score, but play the NPC so that the trait fits, For example, a.char 

{acter with body odor and a medium or high Charisma score is par 
[ticularly personable toovercome the trait, A lawful good charactex 
[withthe cruel trait has no patience with or compassion for evil. A 
character with a high Dexterity scare who has the trait of walking, 
‘witha limp has sharp reflexes despite the drawback. 

You can also.use game statistics to decide traits. ea character 
has a low Constitution score, he ttes easily. so he might be over 
‘weight. Ifa characteris ighly inelligent.he mightbe quick with 
‘joke or a snappy.comeback. 1 character hus a ot.of physical 
skills and feats, shes probably athletic and muscular. Alignments 
also lend themselves to distinctive traits such as alteuism, sadism, 
ca lave for freedom, 


25 articulating hale 
27__Unusual haircolor 
28 Walks with a limp 
29 Distinctive jewelry 
30) Wears flamboyant or outlandish 


othes: 
31 Underdisssed, 
32) Overdiessed 


33__Nenvous eye twitch 
Fiddles and fidgets nervous 


gaming, animals,ete) 

Collector (books, trophies: coins, 
weapons, et) 

Skinfint 

Spend 

Pessimist 

Optimist 

Drunkard 

Teetotaler 

Well mannered 

Rude 


Whistles a fot (69__ jumpy 
4% Trait 36 Sings. lot 70 Foppish 
1 Distinctive seat 37 Flips acoin 7) Overbearing 
02 Missing tooth 38 Good posture 7 oof 
03, Missing finger 39. Stooped back 1 Proud 
4 Bad breath 40 Tal 74 Individualist 
(05 Strong body odor 4) Short 75 Conformist 
06 Pleasant smelling (perfumed). 42° Thin 76 Hot tempered 
07 Sweaty 43 Fat 77 Even tempered 
Of Hands. shake 44 Visible wounds or sores 78 Neurotic 
09 Unusual eye color 45 Squints 79 Jealous 
10 Hacking. cough, 46 Stares off into distance 80 Brave 
11 Sneezes and sniffles 47 Frequently chewing something 8) Cowardly 
12__ Particularly Jow voice 48 Dirty and unkempt 82 Careless 
13 Particulatly high voice 43. Clean 83 Curious 
14 Slurs words 50 Distinctive nose 4 Truthful 
15° Lisps 51 Selfish 85 Lar 
16 Stutters 52, Obsequious 86 Lay 
17 Enunciates very clearly 53 Drowsy 87__Energenic 
18 Speaks loudly. 54 Bookish BS Reverent or pious 
19 Whispers $5 Observant 189. Ireverent or Ireligious 
20. Hard of hearing, 56 Not very observant 90 Strong opinions on politics or morals 
21 Tattoo 57 Overlycrtcal 91 Moody, 

{2 Birthmark 58 Passionate artist or at lover 92 Cruel 
23 Unusual skin color 59 Passionate hobbyist (ishing, hunting, 93._Uses flowery speech or long words 
24 Bald 


94 Uses the same phrases over and over 

95 _ Sexist, racist. or otherwise prejudiced 

96 Fascinated by magic 

97__Distrusful of magic 

98 Prefers members of one class overall 
others 

98 jokester. 

100. No sense of humor (See #26) 


fare vo adventpes what adventures a6 Wena 
cox adventes male up good campaigns Cet 

ihyra Campaign is the mos dificult, but most rewpnling 

task 8 DM faces 

{ipportan 0 disinguish berween a campaigning @ 
{oj sluce the terms ofien seem robe uta! terchangeably A 
} campalg i composed of » tries of advertures, she nonplayer 
ventures, ad the events 
‘in hose adventures. When, 
you haye desided ahd the 

AF players choc the paths for their characters within those advey 

apo piulres, you are cunning 3 campalgn 
Pea word is fictional place in which a campaign i set kato 
RA_Foften called assampaign seting. 4 campaign requires x world in 
ee whl the scion sks plac but wheter you rene your on 
J) world or use lead established sewing the campaign you run 
SE is slivays your own. ote : { 
‘Acampaign generally basthe sane set of characters (see The 
WP Aavennring Paty below throughout’ They are the link between the 
22 Fapaigs adventures You might think such acampyigh asa sere 
velar movies yath the ste character facing new challenges 
Nat aren necessarily related wo the chal 


Lies ersgles+ woe A nonin consinen et 
‘Lareiment forthe cimpoign. Geography and people are consistent 
in the world: Ravensbug is always on the sameside ofthe river, 

sind the NPGS cemember the player characters after the first 
‘meeting. You have-two options when itcomesto making a world 
fox your campaign 


peasy omy 


Ase ROblGhied” Cimmpelgd Seuing: The ydeannge of 
turing 4 published sting is that yaurdont have ro do so 
‘much work, Jot of thes eration ty dong fot you, often 
from the basis dawn to the detail OF ours, you are 
alivays foe to pick and choose fram the publihedt mite 
fal and use only what you like. One denWbck 1 using 
1 published world is that your pliers might read rhe 

ane product hit yoit do and might therefore know 
he world as you do. If this 


ok Ravensburg if tiled by a queen. 

Above all, even if its & published produit, is your 

world 

Greate-Your Own World: For mdknformation on 

how to do.this, see World Building, pe 435: 

Once you have-a fetional game World and an 
sdvénture forthe chadgeters to state With, the cam 
paignican begin, The most inipertencpuitpose of a 
‘sampalgn is 6 make rhe players eel that their char 
facterelive teal world Thivappearance of real 
ism, afso-ealled:verisimlisade, is important because 
itallows she players.5 stop feeling like theyre pay 
jig 2 game and start feeling mote lke they're play 
Ing toles, When.immetsed in thetr roles they a 
rote likely to renerto evil Lod Erimbar than they 
axe 10 you playing Lond Erimbar: 

‘You will know you have succeeded when the play 
9 ask, you increasingly probing questions, questions 
Hor jlst oF the depth of “What's beyond those 
woods?" byt such as If the rangers around the 
wood keep such a close watch on the edges of the, 


Wwe 


NOIVd 


> 


le) 
< 
> 
acl 
col 
rf 
re) 
= 
< 
m 


forest, how can the orc ruiders keep attacking the nearby vi 
lages without warning?" When the playersask questions of that 
sort, they're thinking in character, Donit ever answer such a 
question with "Because I said so" or "Because I'm the DM.” 
Doing that encourages metagame thinking (see page 11) Either 
provide an answer, orask how the characteris going to go about 
finding out | 

Occasionally, a player will see aloophale or inconsistency in 
what you have created, Use such an observation to your advan 
tage rather than admitting that you've made a mistake, Make the 
‘quest for the answer a part of the adventure, When the players 
|discover that the leader ofthe rangers staking bribes from the 
‘resto look the other way, they will fel rewarded for asking the 
right questions, and they will trust the verisimilitude of your 
world that much mote 


THEADVENTURING PARTY 

{Bringing the group of adventurers (the party) together can be | 
Jchallenge. Not for the players—they are all sitting around the 
jtable—but for the characters, What brings such a disparate} 
‘group of races and professions together and makes them a team, 
that goes on adventures together? The objective when answer 

{ng this question isto avoid the dissatisfaction players feel when 
they sense that they are adventuring with thei comrades only 
because these folks are the other PCs. One way to prevent this 
feeling is to have the players create their characters together 
and put the burden of determining how they have come 
sogetheron them before the frst adventure ever starts, Here are 
Ja few other suggestions 

Happenstance: The first adventure is set. up so that someone 
is puting out a call for mercenaries or adventurers.to do some 
task, and the characters are the men and women who happened 
jto.answer the call. Alternatively, all the characters meet und dis 
{cover that they are headed tothe sume place, 

History: The chatacters ate lifelong friends who have met in 
the past. Despite their different backgrounds and training, they 
are already. good friends 

Mutual Acquaintances: The characters dont start as friends 
but are introduced as trusted friends of mutual friends, i 

‘Outside Intervention: The characters ae called together by 
tn outside foree—someone with authority enough to get them, 
todo as she says—and are.commanded to work together, at least 
on the first adventure 

‘The Cliché: The characters all meet ina tavern over mugs of 
ale and decide 10. work together, 


VARIANT: UPKEEP 

Instead of wortying about meal prices, lodging, replacing torn clothing, 
and other miscellaneous costs, as well as to represent the kinds of 
costs that turn up im daily life that arent reflected on the tables in 
Chapter 7 ofthe Player's Hondbook, you can require each player to pay 
«4 monthly upkeep cost based on the lifestyle ofthe character. 

The upkeep can be assumed to take into consideration every 
expense except the cost of specific adventuring equipment—even 
taxes, Ultimately each player should choose the level of upkeep she's 
willing to pay 

From most modest to priciest, the levels of upkeep are self 
sufficient, meager, poor, common, good, and extravagant 

‘Self Sufficient: Cost 2 gp per month, Even if you own your home (or 
live with someone else), raise your own food, make your own clathes, 
and £0 on, you aceasionally need to purchase a new pal of shoes, pay 
rox tol, or buy staples such as salt, Common laborers earn about 3 
ip per month, s0 they usualy have to be self-sufficient just to survive 

Meager: Cost 5 gp per month, A meager upkeep assumes that you 


BEGINNING THE CAMPAIGN 

Star small, Se the frst adventure in whatever locale you desire 
sive the players the information they need for that adventure, and 
Jecthem know justalitte about the surrounding area. Later, youcan 
‘expand on this information, or the PCs can explore and find out 
_more firsthand. With cach successive playing session, give the play: 
Jers little more information about the campaign setting Slowly, it 
‘wll blossom before them into swhat seems tobe areal world 

‘Agreat moment in any DM’ career is when th players begin to. 
zcfer to places and people you have created in the campaign asif 
they were eal“ Theyld never let you get away with that inthe City 
‘of Greyhawk” “I wonder what Lord Nosh is up to these days? He. 
‘was looking for an apprentice when we saw him last When those 
sorts of comments start to flow, you can bask in the glow of asuc-, 
cessful campaign, 


IMAINTAINING A CAMPAIGN, 


Jnce irs going, maintaining a campaign becomes as much work 

[as preparing adventures, Keep track of everything that happens, 
everything that you tll the players about the setting. and work to 
make it all into fully actualized world. Build each adventure 
‘upon those that came before. Learn from what’ happened—both 
the good and the bad, 


CONTEXT 
The most important facet of a campaign is acontextin which you 
can set adventures and players ean place theit characters. 
‘Consistency: The way to make your campaign consistent is 10] 
keep accurate notes, the Inn of the Blue Bout had.a creaky. door 
when the PCs visit he place, make sute it has creaky door when, 
they return (unless you have a reason for why it doesnt creak any 
more), Once the players notice consistent detail (minor ones, such 
1s the creaking door, or major ones, such as high priestess name), 
they begin to feel that the world you have created isa teal place 
Keep a notebook or binder with all your notes forthe campaign, so 
that everything is at your fingertips during a game session. 1f« 
player asks for the name ofthe place that someone het character 
‘met sad was under siege, you should ave the answer for her 
Calendars and Timekeeping: Keep close track of time. Track 
the passing of each season s0 you can describe the weather, Mark 
the coming and going of holy days and other dates of importance. 
This practice helps you organizational, as well as encouraging 
you 10.establish a calendar for your setting, It is another way to 
‘give your world verisimilirude 


‘eat litle (orhunt and gather a fair amount of your food inthe wild) and 
sleepin flophouses and occasionally in the street or inthe wild 

oor: Cast 12 gp per month. Poor upkeep means providing for your- 
self from the most basic of travelers’ accommodations, which are 
nevertheless better than living on the street o inthe woods, 

‘Common: Cost 45 gp per month, You lve in inns and eat tavern 
meals every day, a practice that quickly grows to be moderately expen: 
sive. This level of upkeep assumes the occasional night drinking in the 
tavern of a nice glass of wine with dinnet. 

‘Good: Cost 100 gp pet month. You always stay n your own room at 
Jnns, and you eat healthy, solid meals witha glass of wine. You main. 
tain a jaunty style with your clothing and try fo keep yourself supplied 
With the good things in life 

Extravagant: Cost 200 gp per month, You buy and use only the best, 
‘Yu take the Finest rooms in the finest inns, eat lavish meals with the 
best wines, attend and throw stunning parties, have regal clothing, and 
sake flamboyant gestures through large expenditures. You may even 
‘own your own impressive home with servants. 


“Events: Stagnation is unrealistic, Change encourages a feeling 
of realism, Droughts ruin crops, kingdoms go.to.war. the queen 
gives birth to a daughter, the price of steel rises as the iron mines 
close up, and new taxation policiesaise an uproar among the 
‘common folk. In the campsign world, just as inthe real world, 
new events happen every. day. Unlike in our world, the campaign | 
world might not have the rechnology to disseminate information. 
| quickly, bur eventually word of change does reach the characters 
‘otal events need to be catalysts for adventures, Some serve well 
just providing background 

‘A Reactive Environment: Actions thot the PCs take should 
|affect he campaign, Ifthe PCs burn dawn a tavern in the middle 
of town, the authorities willbe after them at east for questioning, 
if not for punishment or restitution (see Payer Characters Out of 
Control, page 135), When the PCs accomplish something great, 
people in the campaign world hear about it, Common folk begin 
jto recognize the characters’ names and perhaps even their faces. f 
the characters free a rown from a tyrant, the next time they come} 
{to that town, conditions should be better—or atleast different. 


BUILDING ON THE PAST 

“Another key to maintaining a campaign is building on the past ro 
hheighten drama, establish motivation, and flesh out the world Set 
the characters up fora hard fll Establish a place in the campaign 
world asa wondeefl, fee, and peaceful area. Then later on inthe 
campaign, have that place invaded and ravaged by an evil force 
Having already established in the characters (and players) minds 
that it was great place, you won't need.to.provide any sort of 
exposition to explain why the villains ate so evil or give the char- 
acters motivation to get involved in stopping them. 

Use what has come before and prepare for what is still to come, 
“That approach is what makes a campaign different from a series of 
unrelated adventures, Some strategies for building on the past ro 
maintain a campaign include using recurring characters. having the 
‘PCs form relationships beyond the immediate adventure, changing. 
what the-PCs knovs hiting the PCs where ic hurts, preparing the 
Ps forthe future, and foreshadowing coming events 

Recurring Characters: While this group includes Johanna the 
innkeeper, who is at the inn each time the PCs return from the} 
dlungeat i also extends to other characters as well. The myster 

us tranger that they saw ina ack alley of the City of Greyhawk 
appears on the road tothe Duchy of Urnst, revealing his entity 
tnd original intentions, The villain responsible for inciting the 
‘goblins to attack the yillage returns, this time in possession of a 
powerful magic item, The other adventurers the PCs encountered 
in the dungeons below Castle Reglis show up just in time to help 
fight off the black dragon Irrkuth. Overused recurring characters 
can make a setting seem artificial, but reusing existing characters 
judiciously not only lends realism bust reminds PCs of their own 
past thus reaffirming theit place in the campaign. 

Relationships Beyond the Adventure; The PCs make friends 
with the innkeepers son and vist him everytime they ae in town 
just to hear another of his jokes. A PC falls in love with an azer 
princess, and eventually they marry. Old Kragar, a retired fighter, 
looks upon the BCs asthe children he never had. Every year, the 
centaurs of Chalice Wood delivera present tothe PC who slew the 
‘green dragon on the anniversary ot his heroic deed, Relationships 
such as these flesh out the campaign world 

‘Change Whar the PCs Know: Theking ofthe elvesisreplaced 
by a usurper. The once dangerous roads near the Winding River 
are now safe, thanks to increased patrols and a powerful group of 
[NPC adventurers who slew most of the monsters in.the area 
‘Change a fewfacts, and you intrigue the players by making them 
want know why or how sings changed. 

Hit Them Where It Hurts: Ifa PC makes friends with the 
blacksmith in town, you can make things interesting by having. 
the blacksmith rel! the PC that his son was among those kid:| 


rapped when the slavers attacked, Ifthe PCs really enjoy visiting 
the village of Shady Grove, pur Shady Grove inthe path ofthe evil 
clerics-adyancing army. Donit overdo revelations of this sort, or 
‘else the PCs will never gow attached to anything, for fear of put: 
ting that thing in danger. However, tis strategy works as a pow 
Jerful motivator when used in moderation. 

Prepare the PCs for the Future: If you know that later in the 
‘campaign you wants have toll ise up from thie lars and begin. 
raiding the Deep Cities ofthe dwarves, have the PCs hear about. 
the Deep Cities or even visit them on an adventure long before 
this happens. Doing this will make the roll adventure much more 
meaningful when it occurs, Threading information into early 
advenrures that informs the PCs of elements of furure adventures 
helps weave campaign into a whole 

Foreshadow Coming Events: Ifthe kobold thatthe charac 
ters captured speaks about a new rol king, and the BCs hear fom 
dwarves and gnomes the occasional tale of a battle with a toll, 
|dhey will be better prepared for che time when they must cry (0 
|stop.the tolls from destroying the Deep Cities They might even, 

[follow up on the leads you plane without your ever having to ini 
ae the adventure at all 


CHARACTERS AND THE 


The PCs live in a living, breathing world. Included here are spe: 
cifle devils regatding character classes and.their place in the 
world 


PCS AND NPCS 
The NPC clases presented in Chapter 4of this book showease the 
difference between. PCs and the rest of the world: The PCs ate 
among the most capable members of the populace, ot ut Jeast 
among those with the greatest porential. The variance of ability 
scores (from 3 to 18 or higher) shows that not all people in the 
world are ereated equal, and not all have the same opportunite 

Having the same opportunities, in ths case, means having 
training, Training i the difference between an adept and a wizard 
4 warrior and a fighter, a commoner and an expert. An NPC with 
‘good ability scores might still he a warrior rather than a fighter 
because she has never had the opportunity to obtain the training 
to be a fighter. Se can swing a sword, but she does not have the 
finesse of a trained fighter. In sheory, however, she could be 
trained as a fighter at some point after beginning her career as a 
wartion, gaining fighter levels through multiclass. 

Obviously, however, raining isnt always helpful. Someone 
with an Intelligence seore of 6s never going to be a wizard, since 
he is unable to cast spells. In theory, though, anyone with the 
intelligence, the inclination, and the taining can learn wizardry, 


CLASS ROLES IN SOCIETY 
‘Characters, particularly.as they advance in level, need to know 
hw they and those like them fit into the world. This section may 
be helpful in giving an idea of watt classes particular NPCs might 
belong to what sors of NPCs one might find in a world, how PCS 
can fit in and what PCs can potentially aspire to. Of course, BCS 
‘an form whatever goals they wish, bu che following information, 
mightat least generate some ideas. { 
arharians, by their nature, have no place in cvie| 
In their own tribal society they.ate hunters, war-) 
riors,and war chiefs, But ina civilized community, the best they 
can hope fori 1o join fighters organizations and fla fighters 
roles. Often, fighters from.a civilized society will not follow a 
ararian leader unless he has somchow proved himself worthy 
‘oftheir loyalty, Barbarians of legend often aspire to gather those 
like them and found their own tribe, or even their own kingdom. 


‘Bard: Bards serve as entertainers either on theit-oWn singing 
for their supper, or in troupes. Some bards aspire tobe an ais 
rat's personal troubadour, Batds occasionally gather in colleges of 
learning and entertainment, Well-known, high-level bards often 
found bard colleges. These colleges serve as the standard educa, 
tional system fora ciy.as well as a kind of guild where bards can 

find taining and support 
|_-cleric: Most clerics have an organizational structure built 
[right into theirclass Religions usually have hierarchies, and each 
leric has his place within the structure, Clerics may be assigned 
duties by their churches. or they might be free agents. Clerics. can 
serve inthe military of an aristocrat sanctioned by thei religion, 
‘or within some autonomous church-based military onder estab 
lished for defense. high-level cleric can hope to one day be the 
shepherd of his own congregation and temple, although some 
become teligious advisors to aristocrats or the leaders of comme: 
nities oftheir own, with the people of the community looking to 
jthe cleric for religious and temporal guidance, Clerics often work 
{swith paladins, and virtually every knightly order has at least.one | 
{cleric member it 

Druid: Druidsare ofien loners. They cloister themselves deep in 
the wilderness in sacred groves or other areas that they have 
claimed for themselves, sometimes working witha single ranger or 
‘group of rangers, Druids sometimes organize themselves in loose 

lliations. Op rare occasions, druids sharing a particular focus 
may organize themselves asa tghtknit oer, Sometimes creatures 
|such as saryes, centaurs, or other fey join these.groups an well 
{all druids ate a least nominally. members of dri sox 
‘which spans the globe. The society isso loose, however, that it may 
have litde influence on a particular druid 
{Druids assist and sometimes even lead small, rutal communi 
ties that benefit from theit wisdom and power 
| Fighter: These characters often serve as messenaries or officers 
{in the army The sheriff in a small town might well bea fighter. 
‘Common soldiers. and guards are usually warriors (see page 109) 

Fighters may be loners or may gather 10 form martial societles 
for training. camaraderie, and employment (as mercenary. comps 
nies, bodyguards, and so on). High-Level fighters of great renown, 
typically found such societies, A fighter of common birth can| 
hope to become an aristocrats champion one day, but those with, 
aspirations to true greatness plan on earning their own grants.of 
Jando become nobility in.theie ow tight 

Monk: The radition of monk training started in distant lands 
‘but now has become common enough that local people can go off 
{o monasteries and learn the spitiual and martial ats. In large 
cities, monks learn theit skills in special academies, Monks often 
serve the monastery or academy that. trained them. Other times, 
however, they:may join adlifferent manastery.or academy. A high 
flevel monk with » good reputation can even found her own mon: 
Jastery or academy. 

‘Only on rare oceasions does a monk find a place in society out 
‘side her monastery, Such monks can become spiritual advisors, 
military commanders, or even law.enforcers. A unit of monks in 
an army or inthe local constabulary would be feared indeed. 

Paladin; Paladins are knights, working for their church or 
within a knightly onder. Quolifying foran order is often difficult 
and membership always requires that the paladin fllow a specific 
code of conduct. These orders sometimes allow nonpaladins as 
members, with goodaligned rangers and fighters being the most 
{common sort of nonpaladin members. 

Paladins can serve in the military force of an aristocrat sanc 
|tioned by their religion, or within some autonomous church: 
[based military order established for defense. A high-level paladin 

ight. seek to rule her own domain (to bestow her just benevo- 
nce upos.-the masses), establish her own temple where none 
existed before, orto serve asthe trusted lieutenant ofa igh priest 
‘or worthy aristocrat. Paladins in such service are often called just: 


ciars.or something similar, implying that the paladin isin charge. 
of dispensing church-sanctioned justice. 

Ranger: Rangers often seclude themselves, wandering inte the 
wilderness for lang stretches of time. If they spite to leadership, 
{itis often as the warden of a small frontier community, Some 

rangers form loose-knit and often secretive organizations. These 
{ranger groups watch aver events in the land, and their members 
gather to exchange information, They often have the best view of. 
the grand picture of everything that occurs. High-level rangers 


aspire 1 found theis on ranger societies oro establish and rule 


‘new communities, often those they have carved out ofthe wilder: 
ness self 

angers and druids often work together, even sharing the same 
secretive network, Sometimes a ranger group includes a few 
druids, or vice vers 

Rogue: Rogues may serve in armies as spies ot scouts, They-can 
work as operatives of temples or as general troubleshooters for 
Jatistocrats, having attained these unique positions because of the 

versatility oftheir skills and abilities, 
[. Frequently, however, rogues gather together in guilds 
evored to their area of expertise: theft, Thieves’ guilds are 
common, The larger a city is, the more likely itis to have a 
thieves’ guild, The populace and she constabulary sometimes 
hate these guilds, At other times they are tolerated or even 
accepted. s0 long as they dont allow themselves to get out of 
hand in their work, Acceptance is often gained through buibery 
‘in politically corrupr areas 

Sorcerer: To the.general populace, sorcerersateindistingush 
able from wizards, They often fill he same roles as.wizards in, 
‘society although they rarely join wizards’ guilds, since they. have. 
no need to research and study. Sorcerers, more than wizards, keep, 
to themselves, Sorcerers are more likely to hang about the fringes 
of society, among, creatures that other people would consider: 

Conversely some sorcerers find that military life sults them 
even better than wizards, Sorcerers focused on battle spells are 
‘more deadly than wizards and they often are better. with weapons 
A high-level sorcerer might aspire to the same sorts of goals a 
wizard would. their similarities, their differing 
approaches means wizards and sorcerers find themselves in con 
flict more often than they getalong. 

‘Wizard: Wizards can serve many soles in soclety: Wizards for 
thine are useful tothe military as ftepawer (some armies employ 
entire units of wizards to blast the enemy, protect troops from 
danger, tear down castle walls, and so on), Or a wizard can serve 
the community.as a well-paid troubleshooter—someone able 10 
rid the town of vermin, stop the levee from bursting, or foretell 
the furure. A wizard ean open a shop and sell magi items she cre 
ates ot cast needed spells fr.a fe. She can aspire to serve an acs 
roctat as an advisor and chief wizard orto even rule over a com: 
munity on her own, Sometimes the public Fears a wizaed for her 
power, but more often than not.the local wizard is a highly 
respected member of the community 

‘Wizards sometimes gather in guilds, societies, or cabals for 
mutual. research, and to live among those who understand the 
endless fascination of magic. Only the most powerful and famous 
of wizards have the reputations necessary to found permanent 
establishments, such as a wizards school. Where they exit, svi: 
ards’ guilds control such issues as the price and availablity of 
spells and magicitems in a community 


GUILDS AND ORGANIZATIONS: 
As mentioned in.many.of the preceding descriptions, characters 
often gather in groups with characters ofthe same class, Some- 
‘times thiss simply the best way to keep one's place in society and 

‘to make feiends with common interests. Sometimes its required 
by law or outside pressure. For example if youte a wizard in the 


Despit 


town of Dyvers, you had better register with the local wizards 
‘cabal, To do otherwise and use magic without the cabals blessing 
results in swift retribution, Thieves’ guilds are also notorious for 
the displeasure with which they view.nonmember rogues operat- 
ing in their area, and the vigor of their response. On the other} 
hand, guilds can be simply beneficial to members of the appropti- 
ae class (see below). Or they, can be a way of controlling charac:{ 
ters of specific class by some outside force. For example, acity| 
‘ight require all bards who perform within its city walls to be 
licensed by the local rds guild, the better suppress scandalous. 
ballads that are overly critical of local figures. 

Guilds often require dues, oaths of loyalty, or other commit: 
iments from their members. The extent of these requirements 
should be based on the number and quality of benefits a member 
sgains. Tangible benefits include any oral of the following. 

+ Training 

+ Equipment availablity (sometimes ata discount) 

+ Lodging 

+ Information 

*+ Job opportunities 
‘+ Influential contacts 

+ Legal benefits (members ae allowed todo things others cant) 
+ Salery 

‘One good reason to join a guild isto get an assist in character 
training, 1f you use training requirements and/or costs in your 
game, guilds can offer training at reduced rates to theit members. 
‘and guild members are always assured of having a trainer when 
|e time comes. Guilds that offer training often do so for free, but 
then they requite yearly dues of at least 1,000 gp. Other groups 
coffer raining at half normal cost and only charge dues.of 50 gp. 

Not every organization need be based on class. The Defenders 
of Truth isan organization made wp of members of almost every 
class (even rogues) based on upholding onderand the rights of the 
‘people in a localized community. The Society of the Claw is a 
secretive/evil group of monks, fighters, rogues. and sorcerers who 
seek to dverthrow the king and take control. of the kingdom on, 
theic own, 


‘Asa campaign progresses, the land or even the world will event: 
ally be shaken by drastic events. The most common of these dras- 
tic events isthe outbreak of wat. War ean ptovide a backdrop for 
the campaign, existing mainly in the background ofthe action. tt 
‘an also help generate adventures, because people and places will 
develop needs based on the conflict. suchas when a city cut off 
from all supplies needs help, a plague started by the war ravages 
the land, ota shipment of arms needs guards. It ean even involve 
the PCs directly as they join one side or the other, acting as spies, 
small strike force, ot even commanders in the army 

During wartime, authorities may. restrict or even confiscate 
‘materials and supplies—horses, food, weapons, vital otes, and 
other equipment, Able-bodied people may be conscripted into the 
sanks of the army, The PCs may.find themselves unable to get the 
‘equipment they requite foran adventure, or may even find their 
‘ejuipment—or themselves—confiscated by the authorities for 
the war effort 


INVASION IN THE D&D GAME 

A war staged ina fantasy world is similar to one fought in the real 
‘world, but the fantastic elements ofthe setting—magic, heroes, 
{and monsters-—create some obvious differences in tactics that ate 
zeflected in the composition ofthe armies. In war inthe D&D 
| game, an invasion force usually has several components the army, 
monsters and the strike team. 

“The Army: Ifa major invasion takes plac, the invading army is 
‘composed. mainly of conscripts. These serve as skirmishers and. 


infantcy, More extensively trained professional soldiers with: 
‘better equipment support the conscripts as infantry and archers. 
Knights, cavalry. and units composed of wizands, sorcerers. and/or 
clerics fill specialized roles in the army. 

“Typeal Conscrpt:A typical conscript is a 1st-level commoner 
J wearing padded armor and carrying a wooden shield and a half 
spear. Aftera conscripthas heen dealt even one wound, even if hes 
still above 0 hit points, he mos likely dropsto the ground and pre 
tends to be dead. Conscripts dont follow orders well, and they. 
“often break ranks and flee when the fight goes against hem. | 

Typical Soler: Most soldiers are 1st-level warriors who wear 
studded leather armorand carry either a Small ot Medium martial 
weapon (default toa longsword) and a wooden shield or along: 
bow. These soldiers are professionals or experienced conscripts. 
from harsh lands where conflicts common. They're betterttained | 
and more Ifkely to hold their ground and follow orders than.typ: 
cal conscripts. 

Typical Mounted Soldier: A typical mounted soldier isa ist-level 
{warrior wearing scale mail and bearing a light lance, a wooden. 
shield, and a Medium martial weapon (default to a longsword), 
These soldiers are always professionals, and-they are among the 
‘best trained typical warriors on the field 

Knights ana Spelleaster: Actual members of the fighter class ate 
rare on the battlefield. Typically, they wear chainmail or abreast 
plate and serve as armed knights (though.they-may-not hold a 
ttle) and comomanders, Just a rare as actual fighters ate zatds, 
sorcerers, or clerics present to provide magical support and fie:| 
power, Wellfunded and well-organized armies have small units of 
Tow-level spellcasters armed with wands or other magic tems that 
allow them to execute multiple magical attacks. Other armies 
elect to have a single spellcaster with each unit of soldiers to.cas 
protective spells or supplement the soldiers’ attacks with offensive 
spells. Clerics are particularly welcome additions.to any army. 
since they wear armor without hampering their spellcasting and 
wield weapons effectively in addition co casting spells They. can 
also help heal che fallen. tn fact, small unit of cleries vith wands 
of ur light wounds i an effective second wave that can beassigned 
to follow the main force into battle and heal the fallen, providing a 
wave of reinforcements, 

Monsters: Aerial cavalry on griffons ot hippogritts, charmed 
monsters and animals, and summoned creatures frequent the 
battlefield, Mounted Lancers on elephants and triceratopses clash 
with goblins riding worgs and orcs riding dire tigers. Dragons 
circle the combat, theicbreath weaponsdecimmating entire units of 
soldiers at once. 

‘The Strike Team: Exceptional characters of higher than 1st 
level serve thet side ina special way. They assist the main army in 
a battle, as mentioned above, as knights or magical support, ot 
they work in a mixed-class unit (similar to an adventuring patty) 
that confronts special threats such as enemy commanders, a 
defender’ strong points charmed monsters, ot their counterparts, 
‘on the opposite side, They can also form small strike teams that go 
into enemy. territory to take out commanders, destroy supply 
storehouses, steal plans, weaken defenses, or perform any number 
‘of other special missions. Havinga party serve asa strike team isa 
reat way to get PCs involved in a war without having to run end: 
Jess huge butles a the forefront of the game session. (Although 
such battles can be entertaining they're just as wsefil to theca 
pig in general ifthey remain in the background, J 


QTHER CALAMITIES 4 
‘Other major threats beyond war include earthquakes, large-scale | 
storms (such as hurricanes), plagues, and famine. Like:war, these | 
calamities drain the resources of the common folk. They also 
create dangerous and horrible situations thar spark adventures 
for Cs who seek to solve the problems or alleviate the suffering 
‘of others. 


—OTHER CAMPAIGN TISSUES 


‘Other factors in dealing with campaigns include introducing new 
players to an ongoing campaign fostering player goals, changing 
alignments, managing the transition of PCs from lov to high. 
Jevels, and coping with inereasing character power. 


INTRODUCING NEW PLAYERS 
Players come and go, When a new player joins the group, take the 
average of the levels of the existing BCsand allow the new player 
tweteatea character ofthat level.The only exception to this guide- 
line is when the new playeris.completely unfamiliar with the 
DID gue, that ase eset fo at player to tart witha 
Astlevel character 

‘Working a nev character into the group is similar to establish- 
{ng why the group got together in the frst place, but can be more 
dificul if the party isin the middle of an adventure. A few poss: 
bilities are piven belov. 

|+ the new-PCisa fiend or relative of one of the existing PCs.and| 

| finally caught up with the group to join in 

+The new PC isa prisoner of the foes the existing PCs are fight 
ng, When they rescue him he joins their group, 

+ “The new PC was a part of another adventuring group that was 
wiped out except for her 

+ The new PC was sent to the site for reasons unrelated to the 
party’sadventure (which might lead later to another adventure 
that the new PC can initiate) and joins with the existing PCs 
because there's strength in numbers, 


FOSTERING PLAYER GOALS. 

Players should eventually develop goals for their characters. Goals 
might include joining a particular gud, starting thelr own 
church, building a fortress, starting a business, obtaining a partic 
jular magic item, getting powerful enough to defeat the enemies 
thteatening their hometown, inding.a lost brother. ot txacking 
‘down the villain. who escaped them long ago. You should not only 
encourage goals for characters, but you should be willing to. 
design adventures based around them. Goals shouldn't be easy to, 
attain, but.a player should always at least have the opportunity to} 
realize the goals he developed for his character (assuming they.are. 
‘all realistic) 


CHANGING ALIGNMENT 

‘A charactet.can havea change of heart that leads to the adoption 

ofa different alignment. Alignments arent commitments, except 

In specific cases (such as for paladins and clerics). Player charac 

ters have free will, and their actions often dictate a change of 

yalignment. Here are two examples of howa change of alignment 

‘can be handled. 

[eA player creates u neve characte, rogue named Garret. The 
player decides he wants Garrett to-be neutral good and writes 
that on Garrert’s character sheet By the second playing session 
of Garretts catcex, however it clear that the player isnt playing 
Garrett as a goostaligned character at all Garrett likes to steal 
‘minor valuables from others although not his friends) and does 
not care about helping people or stopping evil. Garrett is a 
neutral character, and the player made a mistake when declaring 
Garret’ alignment because he hadnt yet really desided how he 
wanted to play him, The DM tells the player t0erase “good” on 
Garretts character sheet. making hisalignment simply “neutral” 
Nobigdeal, 

[+ -An.N2C traveling withthe PCsis chaotic evil and is pretending 

J to be otherwise because he was sent.to spy on them and foil 

| their plans. He has been evil al his life. and he has lived among 
others who acted as he did, As he fights alongside the good- 
aligned PC adventurers, however, he sees how they work, 
together and help each other. He begins to envy them their] 


‘camaraderie. Finally, he watches asthe paladin PC gives his lif. 

to save not only his friends, but an entire town that was poised 

on the brink of destruction at the hands of an evil sorcerer. 

Everyone is deeply moved, including the evil NPC, and.the 

town celebrates-andhonors.the paladins self-sacrifice. The 

1 townfolk: hail the adventurers as heroes. The NPC is so moved 
that he repents, casting aside his own evil. stays (and his 
mission), He becomes chaotic neutral, ut he is well on his way 
to becoming chaotic good, particularly if he remains in the 
company of the PCs. IF the PCs had not acted so gallantly, he| 
might not have changed his ways. If they.tum.on.the NPC| 
when they learn of his past, he may turn back tov 

Most characters incur no game penalty for changingalignment, 
br you should keep a few points in mind, 

You're in Control: You control alignment changes, not the 
players. Ifa player says, "My neutral good character becomes 
;chaotic good," the appropriate response from you is *Prave it 
‘Actions dictate alignment, not statements of intent by players 

‘Alignment Change Is Gradual: Changes in alignment should 
not be drastic. Usuallya character changes alignment only one 
step ata time—from lawful evil to lawful neutral, for example, 
and not directly to neutral good. A character on her way to adopt: 
ing another alignment might have other alignments during the 
transition to the fina alignment. 

‘Time Requirements: Changing alignment usually takes time. 
‘Changes of heart are rately sudden (although they. can be), What 
you want toavold isa player changing her character alignment 
‘evil to use an evilarifact properly and then changing itright back, 
when shes done, Alignments arent garments you can take of and 
ppt on casually, Require.an interval ofa least a week of game time] 
berween alignment changes 

Indecisiveness Indicates Neutrality: Wishy-washy chanic: 
ters should just be neutral, Ifa character changes alignment ve: 
and over again during a campaign, what’ really happened is that 
the character hasnt made a choice, and thus she is neural 

Exceptions: There are exceptions to all ofthe above. For in 
stance its possible (although unlikely) that the most horsible 
tral evil villain has a sudden and dramatic change of heart and im 
mediately becomes neutral good. 


THE TRANSITION 

FROM_LOW To HIGH LEVEL 
‘One of the most rewarding and fun aspects of « campaign, for 
playersand DMs alike, is the slow but steady transition from 1st 
level through the low levels (2nd-sth) to the middle levels 
(6th=Lth) nto the high levels (12th-15th) and finally to the very 
high levels (n6th~20th). You should be aware that low-level play 
and hightlevel play are very different experiences. At lov level 
‘ts difficult co keep the characters live. At high levels it’s difficult 
to cause them a lot of harm, Although you should be impartial 
overall, at low levels make stte thatthe challenges the PCs face 
arent fir to0 tough for them. Theres plenty of ime a the higher 
Jevels when you.can fel fee t.take off the kid gloves and throw 
whatever you. wantat them, High-level characters have the power 
and resources to survive and overcome just about anything. 


Low Level 
‘As characters start out and even afier they gain a few levels the 
following points appl | 
+ Characters ate fragile. Save bonuses, AC, and bit points areal 

Jaw. 


‘Characters can face only a few. encounters before resting, 1 

+ Characters shouldnt stray far from civilization. t 

Characters cant count on having a specific capability Even ifa 
cleric prepares.a.certain spel, for example, there's no guarantee 

1 thathe will still have iin his repertoire when he really needs it, 
Spell durationsare short, and resources are few. 


Higher Levels 

‘As characters gain more levels, the following points become in 

creasingly pertinent. 

+ Characters are very tough. Save bonuses, AC, and hit points are 
all high. 

+ Characters can survive many encounters before resting. Atwery 
high levels, the need forrest is rarely an issue if 

+ Characters can provide their own food. their own magic items, 
and their own healing, They can even ruse each other from the | 
dead, i 

‘Given time, characters can do.almost anything, Even ifthe wis 
and in the group doesnt know. the disinegrate spell, you can 
place a barrier that can.only be bypassed by disintegrate and 
count on the party being able,to get past it (They can obtain 
access tothe spel in some way, oF use their other resources 10 
achieve the same goal At very high levels, dont be afraid to 
thrav justubout any challenge in the way of the characters All 
kinds of character_actions—movement, durability, dealing 
damage, influencing others, accumulating information, and 
adaptation to cicumstances and environments—have a higher 
chance of success at higher levels, 


CHARACTER POWER LEVELS 
‘As the campaign progresses, the PCs get more powerful through 
level advancement, the acquisition of money and magic items and 
the establishment of their reputations. You have to carefully 
match this advancement with increasing challenges, both in foes 
‘who must be overcome and in the deeds that-must be performed. 
{n addition, however, you need to watch the PCs closely and 
make sure that they neither get out of control because oftheir 
increased power nor fil to use whats put before them, While its 
up to them to make decisions regarding their characters’ advance: 
ment and what ghey do with their newfound abiliiesits up r0 you 
{to keep control of the campaign, maintain balance (see Keeping, 
‘Game Balance, page 13), and keep things running smoothly, 


Character Wealth 

One ofthe ways in which you can maintain measurable control on. 
PC power is by strictly monitoring their wealth, including theit 
sagic items. Table §=1; Character Wealth by Level is based.on 
Average treasures found in average encounters compated with the 
‘experience points earned in those encounters. Using that infor. 
‘ation, you ean determine how much wealth a character should 
have based on her level, 

The baseline campaign forthe D&D game uses this "wealth by 
level’ guideline as basis fr balance in adventures, Noadlyenture 
‘meant for Zth-level characters, for example, will equi or assume 
thatthe party possesses a magic trem hat cst, 20,000 gp. 


‘Taaue 5-1: CHARACTER WEALTH BY LEVEL 


Character Character 
Level Wealth Level Wealth 
2nd 900 gp Vath 88,000 gp 
aed 2,700.gp, 13th 110,000 gp 
th ‘5400 gp 4th 150,000 «p 
sth 9,000 gp. 13th 200,000 gp 
eth 13,000 gp eth 260,000 ap 
7h 19,000 gp, th 340,000 gp 
‘th 27,000 gp ath 440,000 gp 
3th 36,000 gp 19th 80,000 gp 
01h 49,000 gp 20h 760,000 gp 
Mth 66,000.g9 


Player Characters out of Control 
Powercan getut of hand. Power corrupts. PCs may do things that 
showy their arrogance, or their contempt for those below thems 
they advance in power. A 10th-level fighter may feel that he na, 


longerhas to seat she duke with respect since he can single-hand: 
‘edly defeatal the duke’ soldiers. A powerful wizard might feel so] 
unstoppable that she wantonly. tosses around fireballs in.the| 
middle of town. While it’ fine for PCs to enjoy their abilities. as| 
{they advance in level (thar the whole point), they shouldnt be 
[allowed to do whatever they wish, Even high-level characters 
shouldrit run about completely unchecked, 

Players should always remember one fat: Theres always someone 
‘more powerful. You should set up your world with the idea that the» 
PCs, while special, are not unique, Other characters, many-of them, 
quite powerful, have come along before the PCs. institutions of | 
Anfluence have had.to deal with individuals of great power lang, 
before the PCs The duke may have some posterful warior or fighter 
om retainer as a champion for when someone gets out of line. The, 
city constabulary probably has arf negttin ota scroll of animagic 
field vo deal with out-of control wizards. The points that NPCs with 
‘resources will be prepared for great danger The sooner the RCs-rea: 
ae this, theless likely they will run amok in your campaign world, 


You may wish to build your own world. Irs a challenging and. 
rewanding task, but it can also be. time-consuming one, 

‘Once you have decided to create your.own world, you face a 
‘number of choices. Do you make it like the real word, deawing from 
history and real-world knowledge, or do you create something com- 
pletely different? Do you draw from your favorite fictional setting ot 
create tall on your.own? Do the laws of physies work as we kno 
them, or is the world flat with a dome of stars overhead? Da you use| 
the standard races, classes and equipment in the Hoyer Handbook, 
do you create new ones? The questions alone are daunting, but for 
those who love world-building, they are also exciting 
So where do you start? There are two approaches to creating a 
campaign world 

Inside Out: Start with asmall area and build outward. Doneven 
‘worry about what the whole world looks like, or even the kingdom 
Concentrate fist on single village or town, preferably swith a dan 
{goon or other adventure site nearby. Expand slowly and only a5 

needed. When the PCs are ready-to leave the initial area (which 
might not be for ten or more playing sessions, depending on your 
fist adventures), expand outvead inall directions so you're ready no 
matter which way they go ventually, you will have an entire king 
‘dom developed, with the whole derived from what follows from che 
inital starting point. Proceed wo other neighboring lands, determin- 
Ing the political situation in each one. Keep aceurite notes as you 
play, fr you may develop rumors of hostilities with a neighboring 
kingdom before you ever develop the kingdom itself 

“The advantage to this method Js that you dont need to do alot 
of work to get started, Whip upa small area—probably with a 
small community—design an adventure, and go, This method 
also ensures tha you wont develop areas ofthe campaign that are 
never visited by the PCs and that you can develop things (and 
change your mind) as you go. 

‘Outside in: Start with the big picture—draw a map of an entire 
continent ora portion thereof. Alternatively you could start with a 
rand design for how a number of kingdoms and nations interact 
ot the outline of avast empire. You could even start with a cosmol: 
‘ogy deciding how the deities interact with the world, where the. 
‘world is positioned in telation with other worlds, and what the) 
world.is.a whole looks like. Only after you have this level of con 
cept design worked out should you focus on a particular area, 

‘When youbegin more detailed work, start with large-scale basics 
and work down to small-scale details For example after you have! 
‘constructed yourcantinent map, picka single kingsdom and create 

‘the ruler orrulers and the general conditions From there, focus on 
|some substate.or region within the kingdom, develop who and 
‘what lives there (and why), and pepper the region with afew hooks 


and secrets fo later development, Finally, once you get down to the 
small scale—a single community, a particular patch of forest or 
walle, ot wherever you choose to start che campaign—develop the 
area in great detail The specifics ofthe small area should reflectand 
tie back tothe basics you have setup for the lager areas, 
‘This method ensures that once you have started the campaign, 
you're already well on your way to having a complete setting. 
{hen things are moving along quickly-in the campaign, you can. 
focus on the characters and individual adventures, because the 
{world is mostly done. This method also allows you to use fore: 
shadowing of larger events, faraway places, and grander adven: 
ures early on in the campaign. 


GEOGRAPHY 
Campaigns need worlds. Worlds have geography This means that 
‘when cteating your world, you need to place the mountains, the 
soceans,the.rivers the towns, the secret fortresses, the haunted 
forests, che enchanted places, and all che other locales and feavures. 

Af you want.a.tealistic world, use encyclopedias and atlases1a 

{learn more about topography, climate, and geography (natural 
‘and politcal), You only need the basics to create a fantasy world 
tunless you or your players are stickers for accuracy, Research and 
lear as much as you need to create a world that will please your 
players, In general, however, if you know a little about how ter. 
rain affects climate, how different types of terrain interact 
(mountains usually fllow coastlines, fr example), and how both 
climate and terrain determine where people usually live, that 
should be enough 
| When youre done, you can create the map ot maps you need for 
Your campaign 


| 

limate/Terrain Types 
There are three different climate types and eight different terrain 
{types shat you need to be concerned with in the D&D game, a 
though you could create additional types for your own world 
These climate and terrain types ate those referenced in monster 
desctiptions.in the Monster Manual andl in the wilderness en: 
counter lists found in Chapter 3: Adventures, 

You should assign each region of your world a elimate/ter| 
rain type to designate what sort of landscape it has, what sea- 
sons and weather conditions preyail there, and what creatures, 
{inhabit the area 

‘Some of these types are incompatible. For example, without 
some sort. of magical event, you wont find a tropical rainforest (a 
warm climate zone) next to an act plain (a cold climate zone) 
Some terrain.types are much more habitable tothe common races 
from which PCs are derived than others although all have mon- 
sters, animals, and intelligent creatutes native 0 them. 

Cold: This climate type describes arctic and subaretic areas 
“Any are that has winter conditions fora larger portion of the year 
shan any other seasonal variation is cold. 


BEHIND THE CURTAIN: 
HOW REAL IS YOUR FANTASY? 

‘This section on world-building assumes that your campaign is set in a 
fairly realistic world. That is to say that while wizards cast spells, deities 
channel power to cris, and dragons raze villages, the world is round, 
the laws of physics are applicable, and most people act ike real people. 
‘The reason for this assumption is that unless they are told otherwise, 
this situation is what your players expect. 

That said, you could create a world thats very different fram even 
these basic premises, Your campaign could be set within a hollow world, 
‘on a flat world, of on the inside ofa tube tha spins around the sun, 

You could change the laws of physics to produce a world with 
‘objects or materials so light that they lat, areas where time flows at 


‘Temperate: This climate type describes areas that have alter: 
nating warm and cold seasons of approximately equal length. 

Warm: This climate type describes tropical and subtropical 
areas. Any area thathas summer conditions for a larger partion of, 
the year than any other seasonal variation is warm, 

‘Aquatic: This terrain type is composed of fresh or salt water 

Desert: This tertain type describes any dry area with sparse 
vegetation, 

Plains: Any fairly atarea thats not a desert, marsh, or forestis 
considered plains j 

Forest: Any area covered with trees is forest tera. 

Hills: Any area with rugged but not mountainous tertain is 
hills tera. 

‘Mountains: Rugged terrain that is higher in elevation than 
hills is considered mountains 

Marsh: Low, fat, waterlogged areas are marsh terrain, 

Underground: Subterranean areas are designated as under 
{ground terrain, 


Ebology 
‘Once you have determined the lay.of the land, you can develop. 
what ives where, 

The Monster Manual gives a climate/terrain type for each kind 
of creature. With that information to work with, decide which 
creatures live whete within each region of your seotld Ifyou have 
room on your map to mark such information, da so, Iwill help 
you keep track of things later on, both when determining random 
encounters and when developing adventure plots. For examples if} 
you know that the PCs are on their way to the village of Thorris, 
you can see that living in the marsh nearby are hags, harps and 
a black dragon that the travelers might encounter. You canalso use 
this information 10 create:an adventure involving Thorns nd the 
black dragon in which the dragon coerces the tolls to attack the. 
people living there. 

‘Considering the ecology issues of the marsh helps you explain 
the creatures’ existences, What do the hags eat? What about the 
harples? They must compete for resources, so do shey avoid each 
other, or do they fight? The world isa predator-heavy one, based on 
the creatures described in the Monser Manual. Designing your 
worlds ecology means coming up with away to make sense of how 
‘tall works together. Perhaps theres bountiful prey in most areas 
that an. overall abundance of vibrant energystich plant life might 
help explain. Perhaps the predators prey upon each other: You dont 
have to design a complete food chain, but giving thought 10 some 
‘ecology issues will help you answer player questions later—and 
that will help make your world seem real to them. 


DEMOGRAPHICS 
Once the geography is determined, you can populate your world 
This step is more important than monster placement and general 
ecology, not only because the PCs will spend mote time in civ 


different rate or the very teal threat thatthe ocean might wash seafa 
‘ers off the side ofthe world so that they fll forever in an eternal water 
fall. One point to keep in mind ifyou're going to change premises that 
We all take for granted, however, is that you should try to maintain 
some consistency, Iftime passes more slowly as you move away from 
the central Mountain ofthe Earth's Heart, then ths fact should always 
be true, The people of the world should understand and uccept this 
reality iFthat's the way the world work, it wouldn't seem odd to them, 
You could establish a land where people are so truly good that no 
{government or organization is needed to maintain order or peace. Or 
you could create a land where everyone is born evil the scions of an 
evil progenitor god, and they all work together for the downfall of good- 
ness. Such people are not realistic, but they're certainly interesting 


lized areas, but also because the players have real-world experi- 
ences to measure their game experiences against when they're 
among other people 

People, in general, vein the most convenient places possible 
‘They try to place their communities near sources of water and. 
food, in comfortable climates, and close to sources of transporta:| 
tion (sas, rivers, at land ro build roads on, and so on). Of course.) 
‘exceptions exis, such asa town in the desert, an isolated commu] 
nity inthe mountains. and a secret city in the middle ofa forest) 
atthe top of a mesa. But chere ss also alivaysa reason for those ex, 
ceptions: The city atthe top of the mesa is placed there for defense, 
‘nd the isolated community in the mountains exists because the 
‘people there want o cut themselves off from the rest ofthe world. 

Table 5-2: Random Tavwn Generation shows a breakdown of di 
ferent community sizes, Small communities are much more 
common than larger ones. In general, the numberof people living 
{n small owns and larger communities should be about 1/10 to 
1/45 the number living in villages, hamlets thorps or outside 
‘community atall, You might create a metropolis at the civilized, 
center of the world with 100,000 people, but such a community. 
should be the exception, not the rule. The more closely a city’s lo 
tion conforms to the ideal parameters (near food and water ina 
‘comfortable climate, close to sources of ansportation) the larger it 
‘ean become, A secret city on top of a mesa might exist, but it's 
unlikely to bea mettopolis People living in cities need food, ¥0 no 
nearby sources of food (farms, plenty of wild animals, herds of lve 
stock) are present, the community needs efficient transportation 
sovces to ship food in. 1t needs some other renewable resource a 
well, such as nearby forests to harvest for timber or minerals to 
‘ine, to produce something to exchange forthe imported food. 

‘Small, agricultutab-based communities are Likely.to surround « 
larger city and help to supply the city population with food, In 
such cases, the larger community is probably asource of defense (a 
walled town, castle a community fielding a large number of de 
ployable troops) that inhabitants of surrounding communities 
seek refuge in or ely on to defend them in times of nee. 

Sometitnes.a number of nearby small communities clump.t0- 
her with no large communityat the center. These small villages 
tnd hamlets form a support network, and the local lord often 
boasts a centrally located castle or fortress used as a defensible 
place to which the villagers can flee when threatened, 

(On a larger scale, the borders of kingdoms and countries usu 
ally coincide with physical, geographical barriers, Countries that 
draw boundaries through plains farms, and undulating hills usw 
ally fight alot of battles over such borders and have to redraw the 
borders frequently until they-coincide with natural barriers 
Therefore, mountatn ranges, rivers or abrupt landscape changes 
should usually mark the borders berween lands in your world 


GENERATING TOWNS. 
‘When.the PCs come into.a town and you need to generate facts 
about that town quickly, you can use the following material. To 
domly determine the size of a.community, roll on Table $~2 below. 


‘Taste 5-2: RANDOM TOWN GENERATION 


56 ‘Town Size Population” GP Limit 
1-10 Thorp 20-80, 4086 
1130 Hamlet 81-400 100 gp 
31-50 Village 401-900 2008p 
51-10, Small town. 901-2,000 300 gp 
7-88 Large town 2,001-5,000 3,000 gp 
26-95 Small city 5,00)-12,000 15,000 gp. 

{96-98 Large cry 32,001-25,000) 40,000 ep 
100 Metropolis 25,001.ormore ___ 100,000.gp. 


* Adult population. Depending on the dominant race ofthe 
community. the numbet of nonadults wil range from 10% to 4035, 
ofthis figure 


Community Wealth and Population i 
Every:community has. gold piece limit based on is size and pop- 
ulation. The gold piece limit (see Table 5-2) is an indicator ot the 
price of the most expensive item available in thar community. 
Nothing that costs more.than a.community’s gp limit is available 
{for purchase in that community. Anything having a price under 
that limit is most likely available, whether it be mundane or magi 
cal, While exceptions are certainly possible (a boomtown near a 
newly discovered mine,a farming community impoverished after 
prolonged doughs ecepons ae emporio 
nities will conform to the norm overtime, 

To determine the amount of ready cash in a community, or the 
total value of any given item of equipment forsale atany given 
rime, multiply half the gp limit by 1/10 of the community’ pop 
lation. For example, suppose a bind of adventuters brings a bagfil 
of loot (one hundred gems, ech worth $0 gp) into a hamlet of 90 
people. Half the hamlecs gp limit times 1/10 its population equals 
|450 (100 + 2 = $0; 90+ 10=9; 509 = 450). Therefore, the 
‘only convert nine of their recently acquired gems to coins an the 
spot before exhausting the local cash reserves, The coins will not 
be all bright, shiny gold pieces. They should include a large. 
number of battered and well-worn silver pieces and. copper pieces 
1s well, especialy in a small or poor community. 

If those same adventurers hope to buy longswonds (price 15 gp. 
each) for their mercenary hirelings, theyll discover that the 
hamlet can offer_only 30-such swords forse, because the same. 
450 gp limit applies whether you're buying or selling in.a piven. 
jcommunity. } 


Power Center for the Community 
‘Sometimes all the DM needs to know about a community is who. 
holds the real poyset. To determine this fact randomly, use-the 
table below, modifying the d20 roll according to the size ofthe 
community, As indicated inthe list of modifiers, any community 
the size ofa small city or larger has more than one power.entet 
The types of power centers—conventional, monstrows, nonstan: 
dard, and magical—are defined below, 


Power CENTERS: 


‘Community Size Modifier to 420 roll 
Thorp 4 

Hamlet 20 

Vilage " 

Small own 2 

Large town 3 

Small city 44 (col twice) 
Large ity +5 (cll three times) 
Metropalis +6 (ol four times) 
20 Power Center Type 
WBorless Conventional 
1448, Nonstandard 

1B or more Magical 


* 59% of communities witha conventional power center have a 
‘monstrous pawer center in addition tothe conventional one. 


Conventional: The community has a traditional form of 
government—a mayor, a town council, a noble ruling over the) 
surrounding area under a greater liege, a noble ruling the commu| 
nity as.a.cty-state. Choose whichever form of government stems} 
most appropriate to the area 

Monstrous: Consider the impact on a community of a) 
dragon that occasionally makes nonnegotiable demands and| 
insists on being consulted in major decisions, ora neatby ogre 
‘tribe that must be paid a monthly tribute, or a mind flayer 
secretly.controlling the minds of many of the townsfolk. A 
‘monstrous powter.center represents any influence (beyond just 


1 simple nearby danger) held by a monstrous being or beings 


cevilorlaw.ys. chaos), they conflict in some way, Such conflict is 
not native to the community, 


notalways open, and sometimes the conflicting power centers 
Nonstandard: While the community may haveamayorora grudgingly getalong 
town council, the real power lies in other hands, Irmay center on For example, small city contains a powerful chaotic good wiz 
a guild—a formal organization of merchants, craftsmen, profes-, ards’ guild but is ruled by a lawful good aristocrat, The wizandsare 
sionals, thieves, assassins, or warriors who collectively wield great). sometimes exasperated by-the strict laws imposed by the aristocrat 
influence. An aristocracy, in the form of one or more rich individ:| ruler and occasionally break or circumvent them when it serves 
{uals with no political office, may exert influence through wealth.| [thei (well-intentioned) purposes. Most ofthe time, hough, a rep- 
[A prestigious aristocracy, such asa group of accomplished advene| resentative from the guild takes their concerns and disagreements 
‘turers, may exert influence through their reputation and experi-|. 0 the aristocrat, who attempts to equitably resolve any problems. 
lence, Wise elders may exert influence over those who respect Another example: A large city contains a powerful lawful ev 
theit age, reputation, and perceived wisdom, fighter, a lawful good remple, and a chaotic evil aristocrat. The sel 
Magical: This type of power center can take the form of ish aristocrat is concerned only with his own gain and his de- 
temple full of priests ot asingle sorcerer cloistered in atower. A _bauched desires, The fighter gathers a small legion of warriors, 
wizard or cleric might be the actual, official ruler ofthe town, or —_-hoping.to.oust the aristocrat and take control. ofthe city. herself 
she may just be someone with a great deal of influence. Meanwhile, the clerics of the powerful remple help the citizenry 
as well as they can, never directly confronting the aristocrat but 
| [aiding and abetting those who suffer at his hands, 


Alignment of Power Centers 
[thealigamentofthe rule orrulers of community need notcan:| | 
{form.1o the alignment of all or even the msjorty of the residents). Community Authorities 
although this is usually the case, In any case, che alignment of the Ir often important to know who makes up the community's 
power center strongly shapes the residents' daily lives. Due to authority structure, The authority structute does not necessarily 
their generally organized and organizing nature, most power cer- indicate whos: in charge, but instead who keeps oxder and 
ters are laf enforces the authority thatexists. 

‘To randomly determine the alignment of « power center, roll Constable/Captain of the Guard/Sheriff. This position gen 
Atv and refer tothe table below, How a power center ofa given erally devolves upon the bighestlevel watrot in a community, of 
lignment acs, or how iis perceived by-che community, is dis-. one ofthe highestlevel fighters To randamly determine the class 
{cussed following the table. and level of a community constable, oll and.xefer tothe fol: 


t Towing table. 
Power CENTER ALIGNMENT 
ide Alignment i, Alignment om ‘Officeholder 
01-35) Lawful good 6 Chaotic neutral 01-60. level warrior i 
36-39 Neutral good 65-90___ Lawful evi 61-80 Second highestjvel fighter 
40-41. Chaotic good 91-98 Neutral evil 81-100 Highestlevel fighter 
42-6). Lawful neutral, 99-100___Chastic evil 


62-63 True neutral Use the tables inthe next section to determine the constables level 


Guards/Soldiers: For every 100 people in. the community 
(round down), the community has one fulltime guard or soldier: 
In addition for every 20 people in the community an able-bodied 
member of the local militia. ora conscript soldier can be brought 
Inco service within justa few hours. 


‘Lawful Good: A community with a lawful good power center 
"usually has a codified set of laws, and most people willingly.obey 
those laws 

‘Neutral Good: A neutral good power center rarely influences 
the residents of the community other than to help them when 


they are in need. Other NPCs in the Community 
Chaotic Good: This sort of power center influences the For detailed city play, knowing exactly who lives in the commu 
‘community by helping the needy and opposing restrictions on _nity becomes important. The following guidelines allow you to 
freedom. determine the levels ofthe most powerful locals and then extrap 
Lawful Neutral: A community with a lawful neutral power olate from that to determine the rest of the classed characters 
center has.a codified set of laws thatare followed tothe letter, living there. 
[those in power usually insist that visitors (as wel as residents Highest-Level NPC in the Community for Each Class: Use 


‘obey all Joal rules and regulations. the following tables to determine the highest level character in a 

‘True Neutral: This sort of power center rarely influences the _ given class for a given community. Determine the appropriate 
‘community. Those in power prefer to pursue their private goals. community modifier by consulting the first rable below; then 

Chaotic Neutral: This sort of power center is unpredictable, refer. the second table, roll the dice indicated for the class, and 
influencing the community in different ways at different times, apply the modifier to get. result 

Laveful Evil A commuunity-with a lawful evil power center us 
ually has a codified set of laws, which most people obey out of fear 
cof harsh punishment 

‘Neutral Evil: The residents of community.with a neutral evil 
power center are usually oppressed and subjugated, facing a dire Total Characters of Each Class 


funare, Use the following method for determining the levels of all the 


‘A result of oor lower for character level means that no charac 
ters of that kind can be found in the community. The maximum. 
level forany:class is 20th 


Chaotic Evil: The residents ofacommunity witha chacticevil, _[charactersin community of any given clas. 
{power.center live in abject fear because.of the unpredictable and For BC classes, if the highestlevel character indicated is 2nd. 
{horrific situations continually placed upon them. level or higher, assume the community has twice that number of 


characters of half tha level f those characters axe higher than tst 
HHevel, assume that foreach such character, the community has wo 
Jofhalf that level. Continue until the number of tst-level charac- 
ters is generated, For example, ifthe highestlevel fighter is Sth 


Ghnflicting Power Centers 
‘fa community has mote than one power center, and two or mote 
of the power centers have opposing alignments (either good vs. 


level, then the community also has ro 3cclevel ightersand four 
Astlevel fighters: 

Do the same for NPC classes, but leave out the final stage that 
would generate the number of tstlevel individuals. Instead, ake 
the remaining population aftr all other characters are generated 
and divide i. up s0.shat 91% are commoners, 5% ate wattiors, 3%, 
are experts, and the remaining 1% is equally divided between ati 
tocrats and adepts (0.5% cach). All these characters are 1st level.| 

Using these guidelines and the tables in the previous section, 
‘the breakdown by class and level for the population of atypical, 
hhamlet of two hundred people loaks like this: 


One tstlevel aristocrat (mayor) 
‘+ One Sru-level warrior (constable) 

+ Nine tst-level warriors wo guards, seven militia members) 

+ One Srd-level expertsmith (militia member) 

+ Seven ist-level expert crafters and professionals of various sorts 
* One tstlevel adept 

‘+ One drutlevel commoner barkeep (militia member) 

‘+ One hundred sisty-six tstevel commoners (one is « militia 
member) 

One 3ed-level fighter 

Two tatlevel fighters 

One tstlevel wizard 

(One ard-level cleric 

Two tatlevel clerics 

One tstlevel druid 

‘One 3ndslevel rogue 

Two Astlevel rogues 

‘One Astlevel band 

One Istlevel monk 


COMMUNITY MoDiFiERS: 


‘Community Size Community Modifier 
Thorp = 

Hamlet 2 

Village 4 

Small town +0 

Large town a 

Small city +6,(ol twice)* 
Large city +9 (cl three tires)? 
Metropolis #12.(cl fourstimes)® 


1 On a d% roll f 96-100, a thorp ora hamlet adds +10 tothe 
‘modifier when determining the level of aranger or dvi 

2 Cities this large can.have more than one high-level NPC per class, 
each of wham generates lowerlevel charactrs.of the same class, as 
described below. 


Hichest-Levet Locats 


la ‘Character Level. 
Adept 16 + community modifier 
Aristocrat 144 + community modifer 
Barbarian! 14 + community modifier 
Bard 16.+ commynty modifier 
Clete 146 + community modifier 
Commoner 44d4 + community modifier 
Druid 16 + community modifier 
Expert 3d4 + community modifi, 
Fighter dB + community modifier 
Monk? Jd community. modifier 
Paladin 13 + community madifier 
| Ranger 1d3.+ community. modifier 
‘Rogue dB + community medifier 
Sorcerer Jd + community. modifier 
Warrior 246 + community modifier 
Wear d+ community modifier 


1 Where these classes are more common, level is 148 + modifier. 


Inaddition 10 the residents you generate using the system| 
described above, you might decide that a community has some) 
sort of special resident, such as the single, out-of place tsth-level, 
sorcerer who lives just outside a thorp of fifty people, o the secret) 
assassins’ guid brimming with high-level characters hidden in a 
{small town. Residents suchas these that you create ‘onthe fly" do 
[not count against the highest-level characters who.are actually 
part of the community 


Racial Demographics. | 
The racial mix of a community depends on whether the community) 
{sisolated (lite trafficand interaction with other-rices and places), 
‘mixed (moderate mafic and interaction with otherracesand places), 
or inegrated (lots of interaction with other races and places) 


RACIAL Mix OF COMMUNITIES 


Isolated Mined, Integrated 

9656 human 79% human 37% hurman 

23% halfling 93% hang 20% halfling 

Weelh S% elf 18% elf 

136 other races 3% dwar 10% dwarf 
2% gnome 79% gnome 
1% halfelf 5% halhelf 
19 haltore 3% halFore 


IE the areas dominant race is other than human, place thatrace 
tn the top spor, put humans in the #2 rank, and push each other 
race down one rank. For example, in a dwarven town. the popula 
tion is 96% dovarf, 2% human, 1% halfling, and 1% other races. Al) 
dwarven. communities are. isolated.) You may. also. change. the 
figures slightly to reflect various racial preferences. For example,a 
mixed elven village i. 79% elf, 9% human, 5% halfling, 3% dwar. 
2% gnome and 2% halfelf (with no half-ores), You might decide to 
switch the percentages of gnomes and dwarves for_an. elven 
community, 


ECONOMICS 

Although treasure is whats important to RCs, you should have a 
fair grasp of the economic system shat surrounds the treasure they 
‘ear, as well as the prices charged for services, equipment, and 
sagic items. Economics in your campaign doesnt have to be con: 
voluted or tedious, butit should atleast be internally consistent. 
the price ofa broadsword in Thorti is 20 gp it shouldnt suddenly 
shoot up to 200 gp without some explanation, such as the flow of 
‘met or ore being cut off, the only smiths in 100 mies all being 
killed in a terrible accident, or something equally bizare. 


Coinage 
The economic system in the D&D game is based on the silver 
piece (sp). common laborer.earns 1 sp day. Tha’ just enough 
to allow his family to survive, assuming that this income is sup- 
plemented with food his family. grows to eat, homemade clothing, 
tnd a reliance on self-sufficiency for most tasks (personal groom 
{ng health, animal tending, and soon). 

‘Tn your campaign, however, the PCs will deal primarily with, 
sold pieces. The gold piece (gp) isa lirger, more substantial unitof. 
currency, The main reason why PCs typically receive and spend 
gold pieces is that, as adventuters, they take much larger risks. 
than common folk and earn much larger rewards ifthey survive.) 

‘Many of the people with whom adventurers interact also deal 
primarily.in gold. Weaponsmiths, armorsmiths, and spellcastersall) 
‘make more money (sometimes far mote money).than, common | 
people, Spellcasters willing to make magic items or cast spells for 
fixe can make alot of money.although expenditures of personal 
‘power (experience points) are often involved, and the demand for 
|such expensive items i unsteady at best and can be depended on 
‘only in large cities. Nobles with whom the PCs might interac also 


deal mostly in gold, since they purchase whole ships.and buildings Political Systems. 


and finance caravans and even armies using such currency. The number.of possible political systems is nearly limitless, Feel 
Some economies have other forms of currency. stich as trade free to.use more than one type for different lands. Such mixing | 
bas ot leer of credit presenting various amounts of gold that. and marching accentuates the differences in place and culture. 
are backed by powerful governments, guilds, or other organiaa- Note that any of the political systems listed below might be 
tions ro insure their worth, Same economies even use coins of dif-) _[matriarchies (ruled only by.women) or patriarchs (ruled only by 
{erent metals: electrum, iron, or even tin. In some lands, irs even|, | men), but most make no such distinctions, 
{permissible to cut a gold coin in half to make a separate unit of Monarchy: Monachy is rule by a single leader. the monarch 
‘currency out of a half gold piece. wields supreme power, sometimes even by divine right. Monatchs. 
belong to royal bloodlines, and successors tothe throne are almost 
Taxes and Tithes always drawn from blood relatives. Rarely, a monarch rules sith 
‘Taxes paid to the queen, the emperor, or the local baroness might power granted by a mandate of the populace, usualy established 
Consume as much as one-fifth of a character's wealth (although through representatives chosen by noble houses. The monarchy is 
sspenses can vary considerably from land to land), Repre- likely tobe the most common political system in your campaign, 
ves ofthe government usually collect taxes yearly, biannus Monarchs often have advisors and a court of nobles who work 
ally, or quarterly, Of course. as travelers adventurers might avoid with them to administer the land, This arrangement creates class 
most collection periods (and sb you can ignore taxes for the PCsif, system of nobles and nonnobles, Common people in such.a land 
you. want). Those who own land or a residence may find them-|. _Jofien do not have many ofthe rights nd privileges ofthe nobility 
{selves assessed and taxed, however; |) aribal or Clan Structure: A tribe or clan usually has a single 
Tithes are paid tothe church by those who are ithful participants, leader who wields great—almostabsolute—power like the mon 
ia religion Tthes often amount to as much as one-tenth of uchar-| arch in a monatehy. Although rulership is.often drawn from a 
acters adventuring earnings, but collection is voluntary except in single bloodline, rulers are chosen based on thee fitness to govecn, 
strict, oppressive religions that have their own tthe collectors Such They are also continually judged. on this criterion and replaced if 
‘onerous religious taxation requires the support of the government, _ found wanting. Usually a.council of elders exists ro choose and 
Judge the leader. In fact, the council is often convened only for this 
Maneychangers purpose. Sometimes the council also advises the chief or leader 
Characters who find theirsiddlebags full of ancient coin or foreign Tribes exist asa social structure by grouping together otherwise 
:money ptobably need to exchange their wealth forthe local cur. disparate family units and uniting them far strength and the ad 
rency before they can spend any oft.Inasetting in which dozens vantages of working together. Clans are similar in function but. 
‘of small nations and kingdoms are crowded.close together, the carry the added distinction of being extended family. units. Ln 
smoneychanger is the person at the hub of the.economic system, both cases the group usually interacts with other tribes and clans, 
Typically, a moneychanger charges a fee.of.one-tenth of the and often has particular lays and customs about how cersain clans 
starting sum in order to convert currency Forexamplesifa charac- within a tribe must interact or how the tribe must interact with, 
ter has a pouch ull of 100 platinum pieces (pp) that she needs to other tribes 
‘convert 10 gold pieces, the moneychanger charges 10.pp for the Feudalism: Feudalism is a complicated class-based system 
‘conversion. The character receives 900 gp and the moneychanger with successive layers of lieges and lackeys, tt often exists under a 
keeps theres. monarchy, Serfs (pessants) work fora landed lord, wha in surn 
‘owes fealty 1 a higher lord, who in turn owes fealty 10 un even 
Supply and Demand higher lord, and s0 on, until the line teaches the supreme liege 
The law of supply and demand can drastically affect the value ofany lord, who is usually a monarch, 
ccurreney If characters start lashing around a lot of gold and pump- The common people in feudal state are always lowly and with: 
ing i into the local economy, merchants may quickly tase prices.’ out rights. They are virtually owned by their Immediate lege 
This isn'ta matter of gouging the rich—it's just the way a small Lords are generally free to abuse.theit power and exploit those 
economy. works.A tavernkeeperwho-makes 100 gp om boarding under thems they see fit 
«group of successful adventurers spends his newfound wealth just Republic: A republic isa system of government headed by 
asthe heroes did, and inasinalltown,everyonestats spending more _ politicians representing the people, The representatives of a 
ina short time. Mote spending means higher consumption, so republic rule asa single body, usually some sort of council 
gocxls and services become harder to come by,and prices increase. senate, which votes on issues and policies. Sometimes the repre: 
{Supply and demand can also affect the campaign in ways that sentatives are appointed, and sometimes they are elected. The wel 
dont have anything directly ro do with gold, For instance, ifthe fare of the people depends solely on the level of corruption among 
local lord commandeered most of the region's horses for his che representatives. Ina mainly goodaligned republic, conditions 
knights, then when the PCs decide to purchase half adozen fine can be quite pleasant. An evil republic i as terrible a place to live 
steeds, they find there arent.any.to be had ata reasonable price. _asaland under. the grip of atyrant. 
They have ro sere for second-rate nags or spend much more {n.an advanced republic, the people directly eect the represen: 
than they had planned tp in.onderto convince someone to patt _tatives. This type of republic is often called a democracy. In such 
with a horse lands, the right to vote becomes a class-based privilege. Citizen 
ship might be a status that can be bought or earned, it might be 
POLITICS granted automatically to those born in the location governed by. 
Intrigue between kingdoms, city-states at wat.and political the republic, or it might only transfer via bloodline. Because 
:maneuveting ate all fun aspects of many campaigns. Foryourown having the entire populace vote on representatives is cumber- 
‘campaign, you atleast need to determine who is in charge where. _some.this political system usually works only in small ateas, such 
| there's any.chance that rulers, nobility. and politics in general. ascitystae. } 
will become more involved than tha, use the following material Magocracy: In a magocracy, those who wield arcane magic| 
asa tating point. Asalways, research into real-world politcal sys-|__ {havea large amount.of political power. The ruler is usually the 
tems and structures (particularly historical examples) can enrich |_| mast powerful wizard or sorcerer in the land although sometimes 


yourfictional setting. Atthe same time, dont be afaid tomake up), |the rulers merely. member ofa royal bloodline who must be an 
Something wholly new and completely nonhistorica } ‘arcane spelleater. Thus, such a system could be a monarchy, and 


the viable heir to the throne would be the oldest member of the 
bloodline capable of casting spells. In a true-magocracy in which, 
the ruler is the most powerful spellcaster, the monarch.may be 
challenged at certain specific times each year by contenders who 
believe themselves tobe more powerful than she is 

In amagocracy,arcane spellcasters usually have the most rights 
and freedoms, and nonspellcasters are looked down upon. Divine. 
spelleasters sometimes are outlawed, but usually they are treated) 
‘as secondary co arcane spllcasters (although stil higher in station | 
than those who cast no spell 

Such societies are often magictich. They are likely to have ol: 
Jeges-that teach the intricacies of spellcasting, and magicusing 
‘units in their military organizations. They may use magic for even 
‘mundane tasks, Very rarely, umagocracy teats magic in the oppo- 
site way, asa closely guarded secret. Nonnoble arcane spellcasters 
would then be forbidden, 

‘Theocracy: A theocracy: is. politcal system in which clerics 
(or dtuids) rule, The ruler isthe direct representative ofthe deity 
or letis.that the theocracy 4 based upon. Most theocracies are 
similar to monarchies, but once a ruler is chosen, he normally. 
remains in the position for life. The people cannot question the 
word ofa deity or his representative. 

‘Some theocracies see theit leaders as ascending to divinity or 
semidivinity in and of themselves, Past (and sometimes present 
rulers ate worshiped as deities Such rulers wield absolute power, 
tnd their bloodline caries the divine right to ule 0 thei succes 
sorsare chosen from their descendants. ruler doesnt need to be 
a.cleric in such a case (although he-often is). since he is not a 
divine representative but a deity. In such a theocracy, it possible 
that even an infant can be chosen as arulecif he has divine blood, 

Others: [snot too difficult to imagine apolitical system based on 
rule by other classes, by the oldest, che strongest, othe wealthiest. 
Yor your world, use whatever criteria you wish to determine the 
political steucrute ofa group, Most of the time, however, the stranger 
the criterion, the small the group. For example,a kingdom where 
the rulecis determined by o rest of sil, intelligence, and stamin 
‘might be expansive, buta land where the rulers the most. talent 
bard would probably be small, Being able to play the lute swell i 
impressive. but it doesnt necessarily ensure fitness to rule 


ultural Tendencies 
Human societies un the gamut of different politcal structures, 
Other races seem to favor one ora few over the others, 

Dwarves: Dwarves usually form monarchies, although a few 

theocracies dedicated to dwarven gods are possible; Dwarves are 
‘extremely. lawful and rigid in their politics, fearing lawlessness 
and anarchy, They value order and security over personal freedor, 
tnd thus are inclined to judge political matters on what’ best for 
the greatest number concerned. Dwarven societies usually have a 
strictand exacting code of laws. 
{/ Slves: Elves are likely ro live within monarchies aswell, Of al 
races, however, elves are the most likely to adopt a magocracy: 
Elves prize individual freedom and fear tyrants Elf rulers judge 
each situation and-case individually rather than according to a 
strict, codified set of laws, 

‘Gnomes: Gnomes favor small monarchies, although gnome 
democracies, gnome republics.and gnome clans exst.as well. Like 
hhalflings, gnomes have less need for a strong government and 
enjoy personal freedom. Gnome. kings and queens usually have 
only asmall impact on ebedily life oftheir subjects and they su 
ally do nor carry 2s elevated a status above the common gnome a5 
Ja human tegent might over her human subjects 

igs Since they are usually nomadic-and most often live 
in small groups halflings prefer a sort of riba or clan system, Rul: 
ership i often bestowed upon the eldest member of» group, 
‘though most halflings rule with alight touch. True halfling leader: 
shipis based around the family unit, with parents giving direction, 


tocchildren, Halfling more than any other race, seem fo naturally 
work well with each other: They have little need fora strong ring. 
hand or a codified setof laws to maintain onder and peace. 

Orcs and Other Chaotic Evil Cultures: Ores are usually t00 
wild and corrupt to valueastrictsystem of government other than 
rule by the strong, Orc.Jeaders rule by intimidation and threats 
tnd thus usually command only asmall populace, (Ore nations are 
rare.) 1fan ore leader fails to rule, iis because he was weak. Most 
chaotic evil cultures tend to have small populations unless many. 

individuals are cowed by. single powerful master, 

Goblins and Other Lawful Evil Cultures: Goblins live in 
tribal communities that bear the trappings of monarchy. The 
truth, however is that their government isrulershipby:the song, 
{fa goblin ruler can be killed, his killer usualy. takes his place 
Lawful evil humanoids often use a similar system. although 
abolds often establish magocracies, and mote sophisticated.cul 

{nutes frequently develop codified laws and rules of succession. 
Such complex societies are rife with backstabbing and betrayal, 
though, exemplifying the very definition of Byzantine politics 


High-Level Characters 

Sometimes high-level characters build thei ven castes and estab 
lish their own territories, This usually occurs.ither on land 
granted to them by.a ruler or in.an.area of relaively- unl 
wilderness that they have cleared. A just ot generous characteris 
likely to draw people toward her stronghold or cleared area, 
Before she knows it, she's a ruler 

ow the characet governs is completely up to her. However the} 
NPCs involved will react appropriately to character actions and] 
decrees. In exchange for protection, plots of land, and fait.tulerhip, 
a character can expect ta collect taxes or tithes from those se tls, 
Neglect mistreatment, or overtaxation ofthe populace can leu to 
revolt, which might take the form of an appeal to another moxe 
powerful lord to depose or conquer the character, hired assusins 
making attempts against the character’ life, or an outright. uprising. 
in which the peasants wield their pitchforks against their ruler. 

In realty, however, such events are rare, More often than not, 
people live with the ruler that they have—for good oF ll—for a 
Jong time. Thoxe under a poor or unjust ruler will suffer for 
months or years before they feel compelled toa 


LEGALISSUES 

You dont have to develop alegal code foreach country you inves 

‘Assume common-sense laws aren place, Murder, assault, theft 

tnd treason ase illegal and are punishable by (mprisonment or 

death, As longas the laws make sense and the authorities are faitly 

consistent in enforcing them (or its cleat why they're not consis 

tent), the players wont think twzice.about the law. Develop a few 

‘unusual laws as points of interest such as these examples 

+ Inne barony in the Shield Lands. lying is illegal, punishable 
by three days in the pllory. 

+ Inthesity of Highfolkitis against the law to mistreatan animal 

‘+ Anyone wearing red in the sightof the emperor is imprisoned 
for one month. 

‘Some places might have laws that directly afect adventurers 
These laws might specify which weapons can be owned or carried 
by nonnobles or prohibit the use of some weapons.even by 
nobles, restricting theit use to the royal guard, These laws might 
restrict or prohibit magic use. They might limit the number of 
wwellarmed people who can gather publicly without a.permit or} 
sanction. All these Jaws would be put in place ftheruletor rulers) 
of the atea were concerned about powerful people roaming] 
around uncontrolled—a legitimate worry to those in power, No}, 
king. duke, or mayoris going to want independentadventurers to 
‘be-more powerful than his own guards, lckeys, or troops (and 
thus himsel6) unless he trusts them absolutely ot has some way to 
control them. 


SOCIAL CLASSES 
‘Most societies are, to one degree or another, class-based. Use these 
easy definitions for the typical society. 

‘Upper Class: Nobles. the wealthiest of merchants, and the most 
important leaders (guildmasters, foc example) make up the upper. 
class. Lawmakers, administrators, and other officials are draw 
from thisclass, Having noble blood or being a member of a wealthy 
| merchant family allows entrance inta the class by birth, while 
taining wealth or significant position can raise one to this status. 

By virbwe oftheir wealth, adventurers are likely to rise to the up: 
|per class quickly. However, they:may be rejected by other mem: 
‘ers of the upper class based on how society around them views 

{sword-wielding, spell stinging: self-governing mercenaries Other 
members of the upper class might look upon adventurers as 
hheroes, but they ae just as likely to look upon thema as dangerous 
threats to public safety (as well as their personal safety) and tothe 
existing sociopolitical structure. 

| Middle Class: Merchants, master artisans, educated profes | 

{sional and most significant guild members make up the middle 

Jclass. Lesser officials such as tax collectors and town clerks are} 
sometimes drawn. from the middle class This status is normally 
based on one's occupation and education, tts primary determinant 
for membership is not birth, but wealth. 

Lower Class: Tradesfolk, journeymen, laborers, subsistence 
farmers, impoverished freeholders, personal servants, and viet 
ally everyone else are members ofthe lower clas. Members of the 
lower class rend to be poorer and less educated than middle-class 

[people While somerimesa council afelders.or some similar body 
‘exists 10 watch over the interests of and argue forthe lower clas, 
most ofthe timeno officials or layymakers come from these ranks. 

Slaves: Some cultures (usually evil ones) practice slavery. 
‘Slaves are lower in station than even members ofthe lower clas, 
Though they need not be uneducated or even.unskilled, most 
slaves are laborers or servants, 


MAGIC IN YOUR WORLD. 
Some DMs create cities in their campaigns that function just ike 
medieval historical towns. They are populated by people who 
arenit accustomed to (or who dont believe in) magic, who dont. 
know anything about magical or mythical monsters, and who’ 
have never seen a magic item. 

This srt of creative workcis a mistake. twill use your players 
serious strain in their belief in the reality of your world for them 
to see that they wield spells and magic items, and the linds and 
dungeons surrounding the city are filled with magic and mon: 
sers, but. yet inthe middle of the city everything looks and acts 
like Europe during the Middle Ages. 

The presence of magic in your game world forces you to deviate 
from a truly historical setting, When you create anything fr your 

| world. the dea that magic could possibly alter it should be in the 
{back of your mind, Would the king simply surround his castle 
‘with a wall when leviate and fy spells are common? How do the 
‘guards of the treasury make sure that someone doesn just tele 
port in or slip through the walls while ethereal? 

‘Unless you are going to run a divergent game of some sort, 
‘magic is prevalent enough in the world tha it will always be taken 
into account by smart individuals. A merchant wouldnt be flab- 
bergasted by the idea that someone might try to steal from her 
‘while invisible. A swindler would be aware that someone might 
be able to detect his thoughts or his lies. 

|--Magic shouldn't be something that common people are 

junawae of. Spellcasters may be fairly. rare in the big picture, but 

{theyre common enough that people know that when Uncle Rufus 
falls off the back ofthe wagon, they could take him to the temple 
to haye the priests heal the wound (although the average peasant 
probably couldnt afford the price). Only the most isolated farmer. 
ight not see magic or the results of magic regulatly. 


Here area fe ponts to consider when fing magicinta you 

+ A tavern frequented by adventurers might have a “No-detec 
tions” sign above the bar to allow the patrons to relax in an. 
atmosphere whete they.dont- need to worry about someone 
discerning their alignments, reading their thoughts, figuring 
which oftheir items are magical, and soon. 

‘+ Merchants might jointly employ a small squad of wizards who 
wander about the. marketplace invisibly while. watching. for 
thieves, casting detect. thoughts on suspicious characters, and 
using see mvisibiiyt0 look for magic-using robbers. 

+ ‘The town guard might employ a spelleaster or nwo (or mote) ta 
supplement its defensive strength, deal swith unruly. spelleast 
rs,and help facilitate interrogations, 

+ Acourtmight use detect thoughtsor dixernliesto help make accu 
rate judgments in important cases, 

+A town might use simple spells to make life easier. such as 

to make a sort of streetlight. Very sophisticated 

| or.wealthy cities might use magic portals to dispose of sewage. 

[and carpet of fying o deliver urgent messages 


Magic Items 
The magic items described in Chapter 7 all have prices. The as 
‘sumption is chat while they are rare, magic items can be bought 
and sold as any other commodity can be. The prices given ate far 
beyond the reach of almost everyone, but the very rich, ineluding. 
mmid> to high-level PCs, can buy and sell these items or even have | 
spelleasters make them to order. In very large cities, some shops] 
‘might specialize in magic tems if their clientele s very wealthy ot 
‘includes a large number of adventurer (and such shops would. 
have lors of magical protections to ward away thieves), Magic) 
items might even be available in normal markets and shops occ 
sionally. For example.a weaponsmith might have a few magic: 
weapons for sale along with her normal wares, 


Superstitions 
Just because magic works and most people ate aware of it doesnt 
mean they know exactly how it works or when it in effec. Super 
stitions (ritual activity that doesnt. produce actual results) are still 
likely to be common. To add some flavor ro your world and provide 
details that convey both the quitks and underlying fears and 
cerns of a society, invent some superstitions (or adape some from 
the teal world), Consider. the following ideas to get you started 
+ Common folk believe that particular charms and trinkets sold 

by a vendor are tucky, when actually they have no magical 
‘power (such ata rabbit’ foot in the real world 

+ In some-cultures special hand signs or spoken words are oblig 
story in certain situations (such assaying “Gesundheit!” after a 
snecte), 

+ Someone claims to be sble.to.46e omens in the movements of 
birds. Does be have good reputation because he ells superst: 
tious people what they want.to hear, or because he actually has 
some sort of magical ability 


Restrictions on Magic 
In some civilized areas, the use of magic might be restricted or 
prohibited. A license might be required, or perhaps official per- 
mission from the local ruler would enable a spelleaster t.use his 
powers, but sithout such permission, magic use is forbidden. In 
such aplace, magicitems and in-place magical effestsare rare but 
protections against magic might not be 

‘Some localities might prohibitspecificspells, could be acrime), 
to castany spells used re steal orswindle, such as those that bestow. 
invisibility or produce illusions. Enchantments (particularly charm 

{spells compulsion effects, suggestion spells, and domination effects) 
{tend to be readily forbidden, since they rob their subjects of free 
will. Destructive spells are likewise probibited, for obvious reason. 


‘local ruler could have a phobia abouita specific effector spell 
(such as polymorph effects ifshe were afraid of being impersonated) 
and enact law restricting that type of magic 


RELIGION 
'No force affects society. more strongly than religion. You need to, 
‘match the religions in your world with the seceties you present. 
How does the priesthood interact with the populace? What do most, 
‘people think ofthe religion the deity, orthe clerics? Most ofthe time, 
Inaddition o serving a deity. a religion is geared towand filling some. 
niche in society: recordkeeping, officiating at ceremonies, judging, 
disputes ending the poor asic defending the community educa 
‘ng the young, keeping knowlege, preserving customs, and so on. 
Sometimes religious hierarchy is not unified. You can create 
{interesting political intrigues by placing different factions of cler- 
ics of the same deity in opposition based on doctrine or approach 
(orevenalignment) Different orders within the priesthood might 
be distinguished by different choices of domains. deity that of, 
fers access ra the Good, Knowledge, Law, and War domains might, 
have clerics of law and war (the justifies) opposing those of good 
‘and knowledge (the prophets), 


The Pantheon and the Campaign Setting 
‘Asan example, here how the religions of the deities presented in 
the Players Handbook fit into society. 

Boccob; Boccobs priesthood is usually a somber group that 
takes its pursuit of knowledge and arcana very seriously The cle 
cs. of the Archmage of the Deities wear purple robes with gold 
trim, Rather than meddle in public affairs and politics, they keep 
to themselves and their own agendas. 

Corellon Larethian: Clergy members who serve the Cre: 
‘ator of the Elves operate as defenders and.champions of their 
race, They often serve as leaders and settle disputes in elven 
communities, 

Ehlonna: The clergy of Ehfonna are hearty. woodsfolk. Her 
clerics weat pale green robes and are quick to protect the wood 
lands againstall threats, 

Erythnul: The priesthood of Erythnul maintains a low profile 
{in mosteiviized lands. In savage areas, members of the priesthood. 
are known as bullies. and murderous tyrants. Many. evil 
humanoids worship Erythnul, but their priests do-not cooperate 
with each other toadvance the overal goals ofthe religion. Clerics 
‘of Erythnul favor rust-red garments or blood-stained robes. 

Fharlanghn: Fharlanghns clerics are wanderers who seek to 
help fellow travelers, Fhatlanghn’ clerics dress in nondescript 
brown or green clothing, and they move around frequently. A tra 
ler who comes to one of Fharlanghns wayside shrines, which are 
common along most well used roads, wont find a particular cleric 
watching over a particular shrine more than once. 

‘Garl Glittergold: Clerics of Ga Glittergold serve gnome com 
‘munities as educators and protectors. They teach the young valu 
able gnome lore and skills using a lighthanded humor. They also 
protect their fellow gnomes, ever watchful ofthe forces of evil 
‘humanoids that might thteaten their community. 

Gruwmsh: Gruumsh, the evil god of the orcs, maintains a rel 
sion based on intimidation and fear. His clerics strive to become 
chiefiains of ore tribes or advisors to.the chief. Many pluck out 
tone oftheir own eyes to emulate their deity 

Heironeous: The religious hierarchy of Helroneous is organ 
ized like a military oder. {thas clear chain of command. lines of 
supply, and well-stocked armories. Clerics of Helroneous fight 

| against vorshipers of Hextor whenever they can and spend the rest 
cof their time protecting the civilized lands from the threats of evi 

Hextor: Strength and power govern Hextor's priesthood. Al 
‘though evil. itis notas secretive as other dark religions. Temples of 
Hextor operate openly.in many cities. Clerics of Hextot wear 
black clothing adorned with skulls or gray faces 


Kord: Kordé clerics value strength, but not domination. Kord| 
temples sometimes resemble warrior feasthalls, and his clerics. 
who favor red and white garb, often seem more like fighters 

Moradin: Moradin’s clerics preside over most formal cere-| 
{monies in dwarven culture, keep genealogical records, educate 

‘uhe young, and serve as part of the defense force of a community 

Nerull: The Reaper is feared across the lands. His rust-red 
garbed clerics are murderous psychopaths who work in secret, 
plotting against all chats good. They have no overall hierarchy, 
and they even work against each other at times. 

‘Obad-Hiai: Clerics af Obad-Hai have no hierarchy. They treat] 
all those oftheir onder as equals: They wear russe-colored cloth 
{ng and maintain hidden woodland shrines thatare usually 
located far from civilization. They keep to.the wilderness and.t0 
themselves, rarely getting involved in society 

Olidammara: Olidammaras religion is loosely organized at 
Ahest, and few temples are dedicated solely to him. That said. his 
clerics are numerous, They usually work among urban folk or 
{wander the countryside, Olidammara’s clerics often work at some, 
[other profession, in addition fo operating as clerics (typically serv 
ing as minstrels, brewers orjacks-oFall-rades), and thus can be 
found almost anywhere doing or wearing anything. 

elor: The clerics of the Shining One work.to aid she poor and 
the sick, and thus most common folk look upon them with great 
favor, Relor's temples ace sanctuaries forthe impoverished and dis: 
‘eased, and his yellow-xobed clerics are usually kind, quiet folk, 
roused only in their opposition against evi 

St. Cuthbert: The no-nonsense otder of St. Cuthbert does not 
suffer fools gladly or abide evil in any way. His clerics concern, 
themselves with the needs of the common people over nables or 
the well educated, They are zealous in their desite ta convert] 
others to their faith and quick to destroy their opponents. | 

‘Veena: Vecna’ priesthood is made up of isolated cells of cultists 
sho seek dark, arcane secrets to further their evil schemes. Black 
and red are the cleric’ favored colors 

‘Wee Jas: Wee Jas priesthood has a strict hierarchy. Her clerics 
are known for their discipline and obedience to their superiors. 
They work as officiators at funerals, maintain graveyards, o oper 
ate libraries of arcane lore. They wear black or gray robes 

Yondalla: Yondalls clerics help other halflings lead sae, pros 
perous lives by following her guidance. They often serve as com: 
unity leaders 


Creating New Deities 
You can create your own deities and religions. You'e free to set 
them up however you please. Deities can exist as individuals or as 
a unified pantheon that interacts all the time. 

ach deity should have a portfolio, which describes a sphere ot 
spheres of influence, Elements ofa portfolio can be concepts such 
4s peace or death, events such assvat or famine, elements such as, 
fire or wate, activities such as travel or entertainment, types of 
people or professions stich as wizards or smiths, as well as races, 
slignments, places, or outlooks. Deities with similar portfolios 
may. work together of may be in conflict, depending on their 
alignments and respective power. 

‘The domains that a cleric ofa deity can choose from should 
always be based on the deitys portfolio. n general, it’ appropriate 
to assign no more than four domains to any delty. However some 
deities might need more that four domains to representthe) 
breadth of their dominion, while others might need just swo.0r| 
three if they are very focused, 

Polytheism is the assumprion in the baseline Duxoxoas &| 
Diaconis setting. You could create a monotheistic world, but.2} 
strong, singular religion probably wields great politcal and socio- 
logical pawer (such as what occurred in Europe during the Dark. 
‘Ages), which is a change with serious implications that might 
‘pple shroughout your entre campaign setting 


BUILDING A 
___DIFFERENT- WORLD 


“The rales in the previous section leave a lor of room for flexibility 
When itcomesto creating your world. However. they assume afew | 
‘asic aspects: a medieval level of rechnology.a Western European 
flavor, andl a moderately historical basis. You might want to rach 

‘beyond these boundaries and create a very different sort of world, 


SOCIETY/CULTURE 

‘You.can deviate from the typical campaign simply by changing the 
‘cultural basis of the real-world historyupon which itis modeled. 
Establishing an African, Mesoamerican, or Arabian campaign can 
be rewarding and entertaining, Dont, however, eel limited by the 
culture you have chosen. 1f you dont like the fac that most his 
torical African warriors didnt wear mena armor, ignore it. Though 
the default cultural assumption for most D&D game worlds is 
{ medieval Europe, most of those worlds deviate widely from his-[ 
tory, 00, Dont forget all the other basic factors of setting design, 
‘mentioned earlier either. Lots of magic that actually works will 
change an Arabian campaign as much asa European one. 


Asian Culture 
‘Asan extended example, assume a DM decides that she wants to 
create a campaign setting based noc on Western culture, but Asian. 

| Specifically, she wants to talor her creation (in.tone and look) to 
|feudal Japan and ancient China, She decides not o.change the PC. 
{race selections but disallows anyone from taking bard asa class, 
ruling that its strictly Western She changes the name ofthe paladin 
|classto samura,and she adjusts the powersot the class to have anon: 

religious basis by basing the class special abilities instead on inner 
|kipower. She designs new clases for ninja, wu fen, and Kensal 

Taking a look at.the weapon, armor, and equipment lists in 
‘Chapter2.of the Mayers Handbook, she ses tbat most ofthat mate 

rial fits her needs, but she adds numberof weapons that she finds 
in her research (detailed on Table S~4. Asian Weapons, 

‘Asian Weapons; All the weapons on Table 7-5; Weapons in the 
Player's Handbook (page 116) work vith an Asian campaign, In 
particular, the dagger, trident, shuriken, kama, nunchakus sang 

hham, kuti halfspear, shottspedr, longspear, handaxe, shortbov, 
composite shortbow, composite longbow, quarterstaff, light fail, 
light etossbow, sickle, seythe, club, and bartleaxe are appropriate 

The neve weapons on Table $-3: Asian Weapons are detailed below 

Blowgun: This weapon is used to propel small needles along dis 

tance. Itissilent and its needles most often are used to poison foes 

Neal. lowgun; These 2-inch-long iron needles are sold in 
small wooden cases of 20, A full case is o light that its weight is 
negligible The tips of the needles ate often coated with poison 
stuch.as greenblood oil, bloodroot, blue whinnis, shadow essence, 
cor deathblade 

\Wiokiashi This small slightly. curved short sword is made with 
a skill only masterful weaponsmiths possess. counts ag master 

‘work weapon and grants its wieder a +1 bonus on attack rolls. A 
masterwork weapon's bonus.on attack rolls does not stack with an 
enhancement bonus on attack rolls 

‘Kusar-Gamma: This small sickle i attached ro.a length of chain. 

‘A kusaricgama isan exotic weapon that has teach. It can strike 
‘opponents 10 feet away, In addition, unlike other.weapons with 
reach, it can be used against an adjacent foe. It can be used in all 
[respects like a spiked chain (see page 145 ofthe Mayers Handbook) 
/for.tip attacks, disarming other foes. nd using its wielder’s Dex: 

{terity modifier instead of her Strength modifier in artack rolls 

Katana: While functionally a bastard sword, this sword i the 
‘most masterfully made nonmagical weapon in existence. Itcounts 
a5 amasterwork weapon and grants its wielder a.+1 bonus on| 
stack rolls A katana is too large to use in one hand without spe:| 


cial raining: thus, itis an exotic weapon, A Medium creature can 

use a katana two-handed as a martial weapon, ora Large creature] 
‘an .use itone-handed in the sume way. With Exotic Weapon Pro- 
ficiency (katana), Medium creature can use it in one hand. A. 
| masterwork weaponis bonus on attack rolls does nor stack with an 
Jenhancement bonus onattack rll, 

Other Asian Elements: The DM designs her worksfillingit with 
{feudal lords who each serve.a more powerful lord above them and 
tule over the people bese them in station. Monastriesare common, 

{swith monks serving alongside clerics as representatives of spictual 
enlightenment. Certain arts, such a poetry, theater. and fine art, ake. 
‘na greaterimportancein society (which s ironic, since she has done. 
way with the bard), and so entertainment becomes skill hat.almost 
every character needs to succeed inthis campaign, 


TECHNOLOGY 
{Technology defines a setting as much as culture does, AF gunpow 
|ser is available, the world changes. Suddenly, a commoner with a 
rifles erious threat. 10 an armored soldier, and high castle walls 
tare no longer proof against invasion, which makes people, in tur, 
less elitist and isolationist, 


Extremely Low Tech 
‘A campaign set ina Bronze Age world where weapons are more 
‘rude and armor is less advanced, or even an ice Age/Stone Age 
‘world where metal is barely available (fatal), can-be very inter 
esting, In such «campaign, survival often becomes a central fx 
since finding food and keeping warm are suddenly. much more | 
dificult, There might not be shops ftom which to.obtain goods 
(particularly in.an.lce Age/Stone Age campaign) or even sale. 
places to spend the.night, Killing a huge beast means not only vic 
tory it also means meat. to eat, fur or skin to wear, and bones 10 
fashion into weapons and tools. 

‘Stone Age: Artacks with weapons made of bone or stan havea 

2 penalty on attack and damoge rolls (with a minimum damage 

of 1). Stone-age cultures don't make bone ot stone chainmail: 
they use leather, padded, wood, or bone armor. Historically, anly a 
few exceptions to this rue exist and those forms of armor are all 
made of bronze 

Hone has hardness 6 and 40 hit points per inch of thickness 
Stone has hardness 8 and.4s hit points per inch of thickness. 

Bronze Age: Weapons of bronze, while clearly inferior to steel 
items, are not neatly as bad as stone or bone weapons. Attacks with 
\weapons made of bronde havea penalty onatack and damage rolls 
(vith aminimum darnage of 1). Bronze shields have the same protec 
tive value as steel shields, and theic cost and weight are the same. A 
bronze shield has hardness 9 (compared to iron’ 10), however. A 
small bronze shield has 7 hit point. and a large bronze shield has 14 
hitpoints, While the relative softness of bronze diminishes its useful 
ness in weapons, it allows elaborately sculpted bronze breastplate. A 
‘bronze breastplate armor bonus ist. lower than a steel breastplate’ 
(+4), buts maximum Dexterity bonusist higher (also +4) 

Bronze has hardness 9 and 20-hit points per inch of thickness. 


Advancing the Technology Level 

Conversely,a DM could advance the pseudohistorical basis forthe 
same afew hundred years and ser his campaign in a Renaissance: 
style setting. Doing this would allow him to incorporate weapons 
and maybea few more bts of equipment from a litle later in his 
tory, Clocks, hot air balloons, printing presses, and even crude 
steam engines might be available. Most important to PCs how: 
ever. would be the new weapons (see Table S$: Renaissance} 
‘Weapons, which are detailed below 

Renaissance Firearms: Firearms should be eared like other 
ranged projectile weapons. Exotic Weapon Proficiency (firearms) 
‘guins.a creature proficiency with all firearms otherwise, a—+ 
penalty isassessed on all attack rolls 


‘TABLE 5-3: ASIAN WEAPONS 


Simple Weapons Cost Dmg (S)__Dmg(M)__ teal Weight Damage Type 
Ranged Weapons 

Blowgun sp 1 1 2 108. 2b Piercing 

Needles, blowgun (20) gp = = = : = 

‘Mania! Weapons 
Light Melee Weopons 

Wakizash? 300gp 1d Wde 18-202 = 3b Siashing 
Exotic Weapons 
Light Melee Wepors 

usar gama? 10a id 146 a =s 3b, Slashing 
One-Handed Mele Weapors 

Natanat 400 gp 8 Wao 19-202 = oh, Slashing 
1 No welght worth noting 
2 Except as indicate, teat a wakizashl a5. a masterwork short sword 
4 Reach weapon, 
4 Except as indicated, Weat a katana as a masterwork bastard sword 

TABLE 5-4: RENAISSANCE WEAPONS, 

aot Weapons [Ftearms) Cost Omg (S)__ Omg (M)__Crtical___—Range Increment Weight__Damage ype 
‘One-Handed Ranged Weopons 

Pistol 20g 148 vio 3 son 3b. Precing 
Two-Handed Ranged Weapons 

Musket $00gp 110 iz Sy 1508 101. Prereing 
Explosive Weapons! Cost Damag Bast Radius Range increment Weight Damage Type 
Bomb 150 ep 246 5h 10h, Vib Fe 
Smoke bomb 7099 Smoke : lor 1b 


1. Bombs and smoke bombs require no proficiency to use. 


ler While gunpowder burns (1 ounce consumes itself 
in.t round and illuminates Ike a suntod) oteven explodes in the 
tight conditions, itis chiefly used to propel bullet out of the 
barrel ofa pistol ora rifle, ori is formed into.a bomb (see below). 
‘An ounce-of gunpowder is needed to propel.a bullet. Gunpowder 
is old in small kegs (1pound cupacity, 20 pounds total weight, 
250 gpeach)and in water-tesistant powder horns (2-pound capac 
ity and otal weight, 35 gp fora full powder horn). If gunpowder. 
‘gts wet, itcannot be used to fire a buller. 

Bullet: These large, ound, ead project 
for 3 gp, A bag of bullets weighs 2 pounds 

PsolThis firearm holds single shot and requires a standard 
action 10 reload, 

Mulel the musket holds a single shot and requires a standard 
action to reload, 

Renaissance Explosive Weapons: These explosives requite 
no proficiency to use, Scoring a hit.with.one of these weapons 
requires a successful ranged touch attack aimed ata square. A 
direct hit with an explosive weapon means thatthe weapon has hit 
the creature it was aimed at and evetyone within the blast radius, 
including that creature, takes the indicated damage. 

If the explosive misses, it still lands somewhere, Roll 1d8 10 
determine the misdirection ofthe throw, with 1 indicating the 
direction back toward the thrower and 2 through 8 counting 
clockwise around the target square. (See the diagram on page 158 
of the Player's Hanuhook,) Then, count square away from the 
target square for every two sange increments. ofthe attack 

Bomb: This round gunpovtder bomb must be lit before it is 
thrown. Lighting a bomb isa move action. The explosive deals 246 
points of fie damage, Anyone caught within the blast radius can 
maken DC 415 Reflex save to take half damage. 

‘Smoke Bomb. This.cylindrical bomb must be lit befor 
thrown. Lighting itis a move action, Two rounds after itis it, 
nondamaging explosive emits a cloud of smoke (as. fog cloud, 
spell) ina 20-foot radius. A moderate wind (11+ mph) disperses 
the smoke in 4rounds.a strong wind (21+ mph) disperses the fog 
in Around. 


resold in bags of 10 


2See description 


Modern and Future Technology 
You could createasetting with high technology Pethapsa starship! 
from a muuch more highly advanced civilization landed or crashed. 
in the campaign world. The crash might have happened long ago 
so that now the starship is a mysterious, specialized dungeon se 
ting in ts own right, with a special sort of magic (advanced tech 
nology) and monsters (aliens and robots that survived the crash). 
(Or pethaps the advanced civilization was native co the campaign 
‘world but is now long gone, leaving behind remnants of is 
ancient cities filled with strange secrets, which now form sites for 
adventures. In such acampaign, you could decide that many ofthe 
strange creatures found inthe world result from ancient genetic 
‘engineering, Finally, perhaps members of some advanced civiiza 
tion have come to the campaign world with their advanced sci 
tence and now serve as patrons or overlords. They dole out their 
technology in stall doses to those who serve chem wel 

‘No matter what rationale you use to place high-tech items in 
your game, they should always.be like very rare magic items or 
artifacts—difficult or impossible to reproduce. Treating them as 
artifacts (see page 277) is most appuopriate. They shouldnt domi 
nate the game, bur should serveasan occasional diversion, 1 fun 
for some players when their characters occasionally use a big gun 
againsta dragon rather than a sword, and isan interesting diver 
‘sion to run into. warbot in a dungeon rather than a band of tolls. 
But ina fantasy game, most players dont want todo that every day. 

Some advanced technological weapons are detailed below, 
These weapons have no costs provided, because they. cannot be 
manufactured. They: can only be found as artifacts. i 

“These-weapon statistics also show how to rate something in. 
your game that you might not know how ro handle. Since you} 
probably havea good idea what a pistol is ike, ora laser, you can 
sleal with such situations on firmer. ground. Far example, you) 
‘might want. so develop a trap that fires large needles rapidly. You | 
could use the suaistics for an automatic rile o extrapolate from 
them to get what you want. When explaining the trap, you could 
‘even describe ito the players as resembling a machine gun to 
help them understand it 


‘Taste S—5: MODERN ERA WEAPONS 


Exotic Weapons (Firearms) Dmg(S)__Dmg(M) Critical Range increment __ Weight Damage Type 
One-Handed Ranged Weopons 
Pistol, automatic 244 26 2 404. 3b Piercing 
Revolver 246 248 a 308. 3ib Piercing 
Two-Honded Ranged Weapons 
Rifle, hunting 28 2di0 a wf. 8h Prercing 
Rifle, automatic 26 28 x2 we. Ab Piercing 
Shotgun 206 208 2 30 7b, Piercing 
Grenade launcher 1 2 708. 2b. = 
1 Fits fragmentation grenades or smoke grenades; see the Explosive Weapons table, below, 
Explosive Weapons! Damage Blast Radius Range increment Weight. Damage Type 
Dynamite 346 She 108. Vib Sludgeoning 
Grenade, fragmentation dé 20f. lok. Ub. Slashing 
Grenade, smoke Smoke 208, VOR. 2b, = 
1 Dynamite and grenades require no proficiency ta. use 
25ee description 
TABLE 5-6: FuTuRisTic WEAPONS 
Exotic Weapons (Firearms) Dmg (5) Omg(M)___critical__—Range increment Weight Damage Type 
One-Handed Ranged Weapons 
Laser pistol 304 sé 2 40f. 2b, = 
‘Two-Handed Ronged Weapons 
“Antimattr ile ed6 68 2 120. ob. = 
Flamer ad! 36! 20h, 1b Fie 
Laser ile 36 dB a 100. 7b = 


1 See description. 
| ‘The 20 Monean® Roleplaying Game, a DS&D-compatible role 
{playing game for present-day adventures, contains a much more 
‘extensive treatment of firearms and other high-tech gea 
|_-Modern Era Firearms: Firearms should be treated like other 
ranged projectile weapons. The Exotic Weapon Proficiency 
fiearms) feat gives a creature proficiency withall firearms, other 
‘wise, a4 penalty is assessed on all attack rolls 

‘Ammunition: Modern eta firearms use bullets essentially similar 
to those used in Remaissance firearms Ten bullets weigh 1 pound, 
‘nd a magazine tha holds bullets for an automatic weapon weighs 

4/2 pound. 

The new weapons on Table §~§; Modern Eta Weapons ate 
detailed below. 

Pistol, Automatic: An automatic pistol can fire fifteen times 
before reloading and.can be used. to attack more than once per 
round ifthe user bas the ability to.shake multiple attacks. Relea 
{ng an_empty- magazine and inserting anew one is « move action. 

Pistol, Revolver: A revolver can fire six times before it needs 
teloading (which requires a full round action). 

Rifle, Hunting: A hunting rifle can fire five times before it needs 
teloading (which requires fullround action) 

Rifle Automatic An automatic rifle can fire thirty times before it 
needs reloading, Releasing an empty magazine and inserting & 
new one is 1 move.action. As an attack, an automatic rifle can 
Instead spray space 10 feet across with ten bullets Ifthe attacker 
succeeds on an attack rol against AC 10, everyone in that space 
rust make a DC 45 Reflex save or take the weapon's damage. 

hotgun: A shotgun is most effective at close range: on any suc 
cessful attack, a—1 penalty is applied to the damage rll for each 
range increment ofthe attack, 1t.can fire six simes before it needs 
reloading (which requires a full:tound action). The weapon uses 

| shotgun shells cylindrical cartridges thar havea builein fring cop 

Jactheit base. They.are packed with a mixture of gunpowder and. 

{small lea pellets 

{Grade Launcher. A grenade launcher can fre fragmentation of 

‘smoke grenales using its ringe increment, but must be reloaded 

‘each time itfires, requiring a standard action. A grenade launcher. 

isa tube secon metal tripod and equipped with a sighting mech-| 


‘anism. A single smoke grenade o fragmentation grenade easily 
slips into the tube. 

Modern Era Explosive Weapons: These explosive grenade: 
like weapons work just ike Renaissance grenadelike weapons (see 
above) for determining how attacks are made and what happens if 
the weapon misses its target. 

Dynamite: This shor, thin cylinder of explosive material has a 
fuse that must be lit before itis thrown or set. Lighting a stick of 
dynamite isa move action, and the dynamite goes off in the same 
round or up to several minutes later depending on how long the 
fuse is). The explosive has.a blast radius of S feet and deals 2d6 
points of bludgeoning damage. Anyone caught within the blast 
radius can make a DC.15 Reflex save to take half da 


ignite and explode at the same.time. Each addit 
creases the damage by 1d6 (maximum damage t0d6) and the burst 
radius by-5 feet (maximum burst radius 20 feet) 

Grenade, Fragmentation: A fragmentation grenade looks like « 
large egg, sometimes mounted on.a1-foot-long stick with small 
fins. If thrown, it uses is range increment, but if launched from a 
stenade launcher, it uses that weapons range increment. Fray 
‘mentation grenades are advanced antipersonnel explosives that 
deal slashing damage in a 20-foot radius. Anyone caught within 
the blastradius can make a DC.15 Reflex save to take haf damage 

Grenade, Smoke: A smoke grenade looks like a squat cylinder, 
sometimes mounted on 2 1-foot-long stick with small fins. 1f 
thrown, it uses its range increment, but if launched from a 
srenade launcher, it uses that weapon's range increment. One 
round after it ands ot hts its target, this nondamaging explosive 
emits cloud of smoke (asthe fog cloud spell) in a 2sfoot radius. A 
moderate wind (11+ mph) disperses the smoke in 4 rounds: 
strong wind (21+ mph) disperses the fog n.1 ound. 

Futuristic Weapons: Futuristic weapons are like other ranged 
projectile weapons, hough the type of damage they deals special. 
“The Exotic Weapon Proficiency (futuristic) feat gives a creature 
proficiency with all futuristic weapons; otherwise, a ~4 penalty is 


[assessed om all attack rolls 


‘The new weapons on Table 5-6:are detailed below. 


Laser Pistol: A laser pistol fires fifty times before a new-energy 
cell (weight 1 pound) needs to be reloaded and has.a.rate of fire 
‘equal tothe attacker's number of atacks, Reloading the weapon is 
amove action, 

‘Anlomatter Rife: An antimatter rifle isa devastating shorvrange 
avtack weapon thatcan be fired once per round, It holds an energy. 
cell (weight 1 pound) that is depleted after two shots. Reloading} 
{the weapon is move action 

Laser Rifle: A laser rifle fires thirty times before « new energy} 
cell (weight 1 pound) needs to.be reloaded and has arate of fire) 
equal tothe atacker’s number of attacks, Reloading the weapon is 
|amove action. 

Flamer: A flamer ean be fired once per round, Unlike other 
ranged weapons, it deals damage to every square in a foot wide 
stream extending out tothe lamer’ maximum range (200 fet). It 
contains fuel pack with enough concentrated flamer fuel for ten 
shots Installing a new fuel pack requires a fullround action, 


ADVENTURING: 


When characters reach higher levels, their grasp extends to other 

dimensions of reality—or, as we eall them, planes of existence. 
‘The PCs may rescue a frend from the evil depths ofthe Abyss, or 
sail the shining waters of the River Oceanus. They might hoist a 
tankard with the friendly giants of Ysgard, or face the chaos of 
[Limbo to reach a wizened githzerai sage 

The planes of existence in the D&D game world make up the 
D&D cosmology, which isthe topic of this section. These planes 
{are strange and usually dangerous environments; the strangest of 
them areas unlike the so-called "real world” as any. place can be. 
While planar adventures can be dangerous, they.can be wondrous 
as well The characters might visit plane composed entirely of 
solid fire. or test their mettle on a battlefield where th fallen are 
resurectes with each daven 

Because the spells required to reach other planes.are all 6th 
level and higher, planar adventures ate almost exclusively. the 
province of high-level PCs. Not only ae the other planes full of 
powerful outsiders and elementals, bur the planes themselves 
have deadly environments shat only well prepared adventurers 
can withstand, 

The D&eD cosmology has twenty-seven different planes of exis 
tence, offering everything from the normality of the Material 
Plane (she real world) to the serenity of the Astral Plane tothe per 
vasive evi of the Nine Hells Thissecion details the traits and char 
‘cteristes that certain planes have in common and feaures a short 
description of each plane that includes a possible adventure sie. 


WHAT IS A PLANE? 
The planes of existenceate different realities with interwoven con 
nections. Except forrate linking points, each plane i effectively its 
own universe with its own natural laws. The planes are home to 
‘more powerful variations of familiar creatures and unique mon: 
ster, all of which have adapted so their strange environments. 

“The planes break down Into.a number of general types: the 
Material Plane, the Transitive Planes, the Inner Panes, the Outer 
Planes, and the demiplanes, 

Material Plane: This plane is the one most familiar to charac 
ers and is usually the "home base" fora standard D&D campaign. 
“The Material Plane tends 0 be she most Earthlike ofall planes and 
‘operates under the same set of natural Jaws that out own real 

{world does. Even though the Material Plane isa comfortable place 
for RCs, itisa.strange and dangerous environment for many, crea 
ures that are native to other planes but find themselves on the 
Material Plane at least temporarily (perhaps as the result of a 
summon. monster spell or similar magic). 


‘Transitive Planes: These three planes have one important 
common, characteristic: Each is used to get from one place to 
snothec The Astal Plane is aconduito al other planes, while the 
Ethereal Plane and she Plane of Shadow both serve as means of 
|transportation within the Material Plane they're connected to. 
“These planes have the strongest regular interaction with the Mate- 
rial Plane and are oftenaccessed by using various spells They have 
ative inhabitants a well, 

Inner Planes: These six planes are manifestations of the basic. 
‘building blocks ofthe universe. Each is made up of single typeof 
{energy or element that overwhelms al others. The natives of par-| 
ticular Inner Plane are made ofthe same energy or-elementas the 
plane itself 

‘Outer Blanes: The deities live on the Outer Planes, as do crea 
rures such as celestals, demons, and devils, Each ofthe seventeen. 
‘Outer Planes has an alignment, representing a particular moral or 
‘ethical outlook, and the natives of each plane rend to behave in 
Jagreement with that plane’ alignment. The Outer Planes are also 
the final resting place of souls from the Material Plane, whether 
[that final rest rakes the form of calm introspection or eternal 
damnation, 

Demiplanes: This catch-all category. covers all extradimen: 
sional spaces that function hike planes but have measurable size 
and limited access, Other kinds of planes are theoretically infinite 
{n size, bura demiplane might be only afeww-hunded feet acros, 
‘Access to demiplanes may be limited to particular locations (such 
asa fixed gateway) or particular situations (such as.atime of year] 
‘ora weather condition). Some demiplanes are created by powerful] 
magic, Some natutally evolve, and some appear acconling to the: 
will ofthe deities 

In the D&D cosmology, also known as the Great Wheel, the} 
planes are connected ina specific fishion, as depicted in the da 
{gram on page 153. CChe diagram does not show demiplanes, 
‘because the location and even the existence of these extradimen: 
sional spaces is constantly changing.) 


PLANAR TRAITS 

Bach plane of existence has its own properties: 
ofits universe 

Planar traits are broken down into.a number of general areas. 
All planes have the following kinds of rat, 

Physical Traits: These tats determine the laws of physics and 
naguce an the plane, including how gravity and time function, 

Elemental and Energy Traits: These traits determine the 
dominance of particular elemental or energy forces. 

Alignment Traits: Just as characters may be lawful neutral or 
chaotic good, many planes are tied to particular moral or ethical 
outlook, 

“Magic Traits: Magic works differently from plane to plane, and 
‘magic traits set the boundaries far what it cab and cant do, 


the natural laws 


Physical Traits 

‘The svo:most important natural laws setby physical rats are how 
sravity works and how time passes, Other physical raits pertain to 
thesize and shape ofa plane and hose easily a planes nature can be 
altered 

Gravity, The ditection of gravty’s pull may be unusual, and i 
‘might even change directions within the plane itself 

‘Normal Gravity: Most planes have gravity similar to shat ofthe 
‘Marerial Plane. That is, if something weighs 10 pounds.on the) 
Material Plane itseighs 10 pounds onthe other planes well The 
‘usual rules for ability scores, cattying capacity, and encumbrance, 
apply. Unless otherwise noted in a description every plane inthe 
‘D&D cosmology has the normal gravity trait. 

‘Hea Gravity: The gravity ona plane with this wai is much more 
inense-chan on the Material Plane. As a result, Balance, Climb, 
‘Jump, Ride, Swim, and Tumble checks incur a2 circumstance 


penalty, as do all arack rolls, All item weights are effectively 
doubled, which might affect characters speed, Weapon ranges are 
halved, A characters Scrength and Dexterity scores are not affected 

Characters who fll ona heavy gravity plane ake Ad10.points of 
damage foreach 10 feet fallen, to 2 maximum of 2010 points of 
damage 

‘No Gnivity: Individuals on a plane with this tit merely loacin| 
{space unless other resources (such as magic o force of will ate 

available to provide a direction for gravty’s pull. 

Objective Dnetonal Gravity: The strength of gravity on a plane 
‘with this traits the same as on. the Material Plane, bur the ditec- 
tion is not the traditional ‘down’ roward the ground. It may be 
down toward any solid object, a an angle to the surface of the 
plane itself, or even upward, creating a chandelierlike world 
‘where everyone has to hang on or be thrown out into the voi 

In addition, objective directional gravity may change from 
\place.to place. The direction of ‘down’ may vary, so individuals 
|may. suddenly find themselves falling upward (similar to the. 

{rere gravity spell) ot walking up walls 

Travelers on planes with objective directional gravity tend tobe 
‘cautious, No one wants to discover the hard way that the 100-foot 
corridor ahead has become a 100-oot-deep pt 

Subjective Directional Grovity The strength of gravity on a plane 
with this tit is the same as on the Materia! Pane, but each indi 
vidual chooses the direction of gravtys pull, Such plane has no 
agravity for unattended objects and nonsentienr creatures. This 

{sort of environment can be very disorienting to the newcomer, 
{butis common on "weightless planes such as the Plane of Ate 

Characters on.a plane with subjective directional gravity can 
{move normally. along a solid sucface by. imagining. ‘own’ near 
|their eet. Lf suspended in midair, a character. “lies” by merely 
{choosing a down’ direction and “Ealing” that way, Under such a 
‘procedure, an individual falls" 150 fet in the fest ound and 300 
{eet in each succeeding round, Movements straight-line only, In 
order to stop, one has to.slow one’s movement by changing the 
designated ‘down’ direction (again, moving 150 feet in.the new 
direction in.the first round and 300 feet per ound thereafter). 

Itsakes a DC 16 Wisdom check to seta new direction of gravity 
4s free action this check can be made once pee round. Any. chat| 
acter who fas this Wissom check in successive round receives 
+6 bonuis on subsequent checks until he or she succeeds 

Time: The rate of time’ passage.can vary on different planes, 
though it remains constant within any particular plane, Time 
becomes interesting when one moves from plane to plane, but it 
still moves at the same apparent rate for the traveler. 

In other words, time is always subjective forthe viewer. If 
someone is magically frozen in place fora year atthe end of that 
time he or she thinks mere seconds have passed, But to everyone 
elses a year has elapsed 

“The same subjectivity applies to vasious planes. Travelers may 
discover that they'l pick up or lose time.while moving among the 
planes, but from their point of view, time always passes naturally 

Normal Time: This trait describes the way time passes on the 
Material Plane, One hour on.aplane with normal time equals one 
hour on the Material Plane. Unless otherwise noted in a deserip- 

tion, every plane in the D&D cosmology has the normal time tat. 

Timeless: On planes with this trait thme still. passes, but the 
effects of time are diminished, See the description of the Astral 
Plane, page 154, foran example of how the timeless trait can affect 
certain activites or conditions such.as hunger, sirst.aging, the 
effects of poison, and healing. 

‘The danger of a timeless plane is that once one leaves such a 
{plane for one where time flows normally, conditions such as 
{hunger and aging do occur retroactively. A character who hasnt 
eaten forten yeatson a timeless plane might be venous though 
not dead), and one who has been “stuck” at age twenty for Bity| 
yearssmight now reach age seventy in a heartbeat Traditional tales 


of folklore tell of places where heroes live hundreds of years only. 
to crumble to dust.as soon as they leave. 

‘Shape and Size: Planes come ina variety of sizes and shapes, 
Most planes (including all of those in the D&D cosmologyare 
Infinite, ort least so large that. they may as well be infinite. 

Infinite: Planes with shis trait go.on forever, though they may 
{have finite components within them (such as spherical worlds) 

(Or they may consist of ongoing expanses in two dicections, like a 
map that stretches out infinitely 

Morphic Traits: This trait measures how easily che basic| 
[nature of plane can be changed. Some planes are xesponsive to | 
sentient thought, while others can be manipulated only by. 
extremely powerful creatures, And some planes respond to.phys 
{cal or magical efforts, 

Allerible Morphie: On a plane with this trait, abjects remain 
where they ate (and what they are) unless affected by physical 
force or magic, You can build a castle, animate a statue, or grow 
|erops in an alterable plane, changing your immediate environ: 
‘ment as a result of tangible effort, Unless otherwise noted inva 
[description every plane in the D&D cosmology other than the 
Outer Planes has the alrerable morphic trait 

Highly Morphit: On a plane with this trait features of the plane 
change so frequently that its difficult to keep a particular area 
stable, Such planes may react dramatically to specific spells, se: 
tient thought, or the force of will, Others change for-no reason, In 
the D&D cosmology. Limbo is «highly morphic plane. 

‘Magically Mori: Specific spells can alter the basic material of 
iplane with this trait. The Plane of Shadow, which can be draven, 
elsewhere and used to duplicate other spells is. good example of 
«a magically morphic plane, 

_Dwinely Morph: Specific unique beings (deities ox similar great 
powers) have the ability to alter objects, creatutes, nd. che land: 
scape on planes with this trait, Ordinary characters find these 
planes similar to alrrable planes in that they may be affected by 
spells and physical effort But the deltes may cause theseareas 0 
change instantly and dramatically, creating great kingdoms for 
themselves, All of the Outer Planes except for Limbo are divinely 
morphic, which is one reason deities ive there 


Jemental and Energy Traits 

Within the D&D cosmology, our basic elements and two types of 
‘energy. together make up everything. The elements are extth at, 
fice, and seater, The types of energy ate. positive and negative. 

The Material Plane reflects a balancing of those elements and 
‘energies; all are found there. Each of the Inner Planes is domi 
nated by one element ot type of energy, Other planes may show 
off various aspects of these elemental traits. Many planes in the 
D&D cosmology have no elemental or energy traits; these traits 
tre noted in a plane’s description only when they are presen 

Air Dominant: Mostly open space, planes with this trait have 
just afew bits of floating stone.or other elements. They usually 
have a breathable atmosphere, though such a plane may include 
clouds of acidic or toxic gos. Creaures ofthe earth subtype, such 
as earth elementals, are uncomfortable on ait-dominant planes 
because they have httle or no natural earth to connect with, They 
take no actual damage, however, 

Earth-Dominant: Hanes with this trait are mostly sold, Tay 
ers who arrive run the risk of suffocation (see page 304) they 
dont reach a cavern ot other pocket within the earth, Worse yet) 
individuals withous the ability to burrow ate entombed in.the 
arth and must dig their way out (5 feet per turn). Creatures ofthe | 
air subtypesstch as air elementals ate.uncomiortabe on earth | 
dominant planes because these planes are tight and claustropho- | 
bic to them. Bur they suffer no inconvenience beyond having dif 
ficulty:maving. 


|_Fire-Dominant: Planes with this trait are composed of flames 


‘that continually burn without consuming their fuel source. Fite 


dominant planes ae extremely hostile to Material Plane creatures, 
and those without resistance or immunity o fie are-soon immer 
lated. Unprotected wood, paper, cloth, and other llammable mate- 
tials catch fre almost immediately, and those wearing unprotected 
flammable clothing catch on fire (see page 303). In addition, indie, 
Vidluals take 3410 points of fire damage every round they are ona, 
ie-dominant plane, Creatures of the water subtype are extremely. 
‘uncomfortable on fire-dominant planes, Those that are made.of| 
‘water, such as water elementals, take double damage each round. 

‘While these conditions are xypical forall sites on the Elemental, 
Plane of Fire te circumstances are muuch worse at locations such 
as lava pools, magma rivers, and volcano springs. In the D&D cos 
mology, parts of some evikaligned Outer Planes are also fire-dom: 
inant, and they too have theic unusually deadly locations 

‘Water-Dominant: Planes with this trait are mostly liquid. Vis 
ltors who cant breathe water or reach a pocket of air will likely 
drown Ge page 304). Creatures of the fie subtype are extremely. 
{uncomfortable on water-dominant planes. Those made of fir, 
|such as fice elementals, ake 1410 points of damage each round, 

Positive-Dominant: An abundance of if characterizes planes 
with this trait. The two kinds of positive-domiinant traits are 
minor positive-dominant and major postive-dominant. 

‘A1minor positive-dominant plane isa riotous explosion of life 
{nal its forms, Colors are brighter, fires are hotter, noises are 
louder, and sensations are more intense as result ofthe positive 
‘energy switling through the plane, All individuals in a positive 
dominant plane gain fast healing 2 as an exteaordinary ability 

‘Major postive-dominant planes go.even utther. creature on 
‘a major positive-dominant plane must make a.DC 15 Fortitude 
save t avoid being blinded for 10 rounds by-the briliance ofthe. 
surroundings. Simply being on the plane grants fast healing S ws 
an extraordinary ability, {n addition, those at full hit points gain $ 
Additional temporary bit points per round. These temporary hit 
points fade 1d20 rounds after the creature leaves the major post 
tive-dominant plane, However a creatute must make DC 20 For 
titude save each round that is temporary hit points exceed its 
normal hit point total. Failing the saving throw results in the crea 
ture exploding ina rit of energy killing it 

The positive energy protection spell prevents its tinge fom receiving 
the fast healing extraordinary ability, risking blindness, or receiving, 
the temporary hit points whileon a postive dominant plane 

Nogative-Dominant: Planes with this trait are vast, empty 
reaches that suck the life out of travelers who cross them. They 
tend to be lonely, haunted planes. drained of color and filled with 
winds bearing the soft moans of those who died within thet. As 
‘with positive-domninant planes, negativesdominant planes can be 
either minor or major. On minot negative-dominant planes, 
living creatures take 16 points of damage per round. At 0 hit 
‘points. or lower, they crumble into ash. 

‘Major negative-dominant planes are even more severe, Each 
ound, those within must make a DC.25 Fortitude sive or gain 3 
negative level. A creature whose negative levels equal its current 
levels or Hit Dice isslain, becoming a wraith 

The death ward spell protects traveler from the damage and 
energy drain ofa negative-dominant plane 


Alignment Traits 
In the D&D cosmology, each ofthe Outer Planes has predispost 
tion toa certain alignment. Most of the inhabitants ofthese planes 
also have the plane’ particularalignment, even powerful creatures 
suchas deities, In addition, creatures of alignments contrary tthe 
[plane have-a rougher time dealing with is natives and situations. 
“The alignment trait ofa plane aifects social interactions there 
‘Characters who follow other alignments than most of the inhabi: 
tants do may find life more difficult. 
Alignmentirais have multiple components First are the moral 
(good or evil) and ethical (lawful or chaotic) components; a plan. 


‘an haye eithecamoral component, an ethical component, one. 
of each, Second, the specific alignment trait indicates whether. 
each moral or ethical component is mildly or strongly evident. 

‘Good-Aligned/Evil-Aligned: These planes have chosen aside 
in the bate of good versus evil. No plane can be both good 
{aligned and evikaligned. 

1 Law-Aligned/Chaos-Aligned: Law versus chaos is the key 
struggle for these planes and their residents, No planecan be both 
layaligned and chaosaligned. 

Each part ofthe moral/ethical alignment trait has a descriptor, | 
either ‘mildly' or “strongly” to show how powerful. the inuence. 
ofalignment isonshe plane. A plane could be mildly good:aligned. 
and strongly chaos-aligned, for example, 

Mildly Aligned: Creatures who have an alignment opposite 
thar ofa mildly aligned plane take a~2 circumstance penalty onall. 
CCharisma-based checks, Evil characters on a mildly good.aligned. 
{plane for example, havea hard time getting along with the natives 

Strongly Aligned: On planes that ae strongly aligned, a~2 ci 
‘cummstance penalty. applies on all Charisma-based checks made by 
allcreatures nor of the planes alignment—in other words, neutral 
‘characters take the penalty to0..n addition, the -2 penalty affects, 
all Intlligence-based and Wisdom-based checks,too.1¢8 asf the 
plane itself was standing in your ay. 

‘Astrongly good-aligned, strongly lawsaligned plane would 
apply the ~2 penalty to all creatures with a neutral aspect in their 
alignment (as well as ro evil or chaotic creatute). 

‘The penalties for the moral and ethical components of the| 
alignment trait dostack, A neutral evil character on amildly good: 
aligned, strongly chaoscaligned plane would take a=2 penalty on 
CCharismacbased checks for being evil on a mildly good plane,and) 
another ~2 penalty on Intelligences, Wisdom-, and Charisma 
based checks for being neutral on a strongly chaos-ligned plane) 
Such « character would have a ~4 circumstance penalty.on. 
CCharisma-based checks and a -2 circumstance penalty on Intel 
gence and Wisdom-based checks 

Neutral-Aligned: A mildly neuttal-aligned plane does not 
apply a circumstance penalty to anyone. Such a.plane could be 
come a gathering point where those of different alignments could 
prize that extraplanar forces fight over. In the D&D 
‘cosmology, the Outer Plane known as the Outlands isan example 
ofa mildly neutralaligned plane, 

The Material Plane i the D&D cosmology is considered mildly 
neutrakaligned; though itmay contain high concentrations of evil or 
‘geod law or chaos in places This factoften makes the Material Plane 
a battleground for the various aligned planes and their natives, who 
may try to.change the aligomentraltof the Material Plane itself 


Magic Traits 
<phase magic tat clescribes haw magic works on the plane com 
pared to how it works on the Material Plane. Particular locations 
‘on aplane (such as those under the direct control of deities) may, 
be pockets where a different magic trait applies. 

Normal Magic: This magic trait means that all spells and 
supecnatural abilities function as written. Unless otherwise noted 
in.adescription, every plane in the D&D cosmology has the 
normal magic tat 

‘Wild Magic: On.a plane with the wild magic trait. stich as 
Limbo in the D&D cosmology, spells and spell-like abilities fun 
tion in radically different and sometimes dangerous ways. Any| 
spell or spell-ike ability used on a wild magic plane has chance] 

[10 go awry, The caster must make level check (DG 15 «the level] 
‘of the spell oreffect) for the magic to function normally. For spell 
like abilities, use the level of HD of the cteature employing the] 
ability forthe caster level check and the level of the spel-ike abil- 
fnyto set the DC for the caster level check. 

Failure on this check means that something strange happens; 
‘oll di and consult the following table. 


a fect 
01-19 Spel rebounds on caster with normal effect. I the spell 
ann affect the caster it simply als 
‘circular pit 5 feet wide opens under the caste’ fet itis 
10 feet deep peeve ofthe caster, 
“The spel fils, but the target or targets ofthe spell are 
pelted witha ran of small objects (anything from flowers to | 
| rotten fut), which disappear upon striking. The barrage 
continues for 1 round, During this time the targets are 
Blinded and must make Concentration checks (OC 15-« 
spel evel to cast spells. 
‘The spell affects. random target or area, The DM should 
randomly choose different target from among those in 
‘ange ofthe spel or center the spell at a random place 
within ange af he spel To generate direction randomly, 
roll 18 and count clockwise around the compass, starting 
with south To generate range randorny roll 346, Multiply 
} the result by feet for elose range spells 20 ee for 
medium range spl, f 80 fee or long range spals, 
‘The spel functions normaly, but any material components | 
‘ate not consumed. The spel isnot expended from the 
‘asters mind (a spel slot or prepared spell an be used 
again) An ter does not lose charges, and the effect does 
‘ot count against an item’ or spelikeability’s use limit 
‘The spell doesnot function. instead, everyone (ind or foe) 
within 30 feet ofthe caster receives the eet ofa heal pel 
‘The spell does not funtion, instead, deeper darknes and a 
| slance effect cover a 30fot rads around the easter for 
| 2d4 rounds 
The spl does not function. Instead, a reves rity fect 
overs a 30foot radius around the caster for | round. 
The spell functions, but shimmering coors wil around the 
«aster for 144 rounds Treat ths a plitrdst effect witha 
‘save DC oF 10 + the level ofthe spell that generated this 
result, 
Nothing happens. The spel does nat function, Any materia 
‘components ae used up, The spell or spa sla is. used vp, 
and charges ot utes fiom an tm are used up, 
Nothing happens. The spell doesnot function, Any material | 
components are not consumed, The spell snot expended 
from the case's mind (a spel slot or prepared spel can be 
used again) An item does not lose charges, and the effect 
does not count against an item's or spelike ably use 
li 
The spell functions normally 
‘The spel functions strongly. Saving throws against the spell 
‘cur a2 penalty The spell has the maximum possible fect 
sift were cast with the Maximize Spl fat. the spl = 
already maximized with the fea, there sno further eft. 


20-23 


maT 


28-31 


| Ampeded Magic: Particular spells and spel-likeabiliies are 
‘more difficult .o eat. planes with dis tat often because the 
nature of the plane interferes th the spel, Frebl spells may be 
cast onthe Elemental Plane of Water, but the opposing natures of 
the spell and the plane makes it dfficul, 

To cast an impeded spel, rhe caster must make a Speleaft 
check (DC 20 + the level ofthe spell). Lfthe check fil, the spell 
does net function buts sil lost asa prepared spell ax spell slot. IF 
the check succeeds, the spell functions normally. 

Enhanced Magic: articular spells and spelLlike abilities are 
leasier1o-use.or more powerful in effect on planes with this tat 
than they aren the Material Plane. 

{" Narives of plane with the enhinced magic rat are aware of 
[hwbich spellsand spellike abilities are enhanced, bt planactav 
cles may have to discover this on their wn, 

‘faspellis enhanced, certain metamagic feats can be applied to 
‘cwithout changing the spel slot required or the casting time, 


Spelleasterson the plane are considered to have tha feat ot feats 
forthe purpose of applying them to that spel. Spelleasters native | 
tothe plane must gain the feat or feats normally fthey wanttouse | 
them on other planes.as well. 
For example, spells with the fire descriptor are maximized and 
‘enlarged on the Elemental Plane of Fire. Wizards on this plane 
‘an prepare maximized, enlarged versions of their fire spells 
even if they donit have the Maximize Spell and Enlarge Spell, 
feats, and they use the same spell sls they would to cast these. 
spells normally (not maximized or enlarged) on the Material 
Plane, Sorcerers on this plane can cast maximized, enlarged fite| 
spells without using higher-level slots, andit takes them no extra, 
time to do so. 

‘Limited Magic: Planes with this trait permit only the use of, 
spells and spelllike bilities that meet particular qualifications. 
Magic canbe limited o effects from certain schools orsubschools, 
to.effects with certain descriptors. or to effects ofa certain level (or 
any combination of these qualities). Spells and spel-like abilities 

{that dont meet the qualifications simply dont work 


HOW PLANES INTERACT 
By definition, planes are infinite or near-infinite expanses, 
whether they-are flat worlds layered vaults, or spheres hanging in 
space. How then, can they interact with each other? 

‘Asa metaphor, imagine the various planes of. cosmology float 
ing neat each other in a three-dimensional constellation. or. clus 
ter They ate not necessarily “above” or “below each other, hough 
there isa social tendency to call good-aligned planes. “upper 
planes and evilaligned planes “lower” planes. What is important 
to the D&D cosmology is whether two given planes are separate, 
coterminous, or coexistent | 

‘Separate Planes:Two planes that are separate do not overlap or 
directly connect to.each other. They are like planets in different 
orbits. Any Outer Plane, for example, has no direct connection 
with the Material Plane, The rwo planes are separate, and the only 
way to get from one plane to the other isto go through a.thitd 
plane, such as che Astral Plane. 

Coterminous Planes: Planes that touch at specific points are 
coterminous, Where they touch, a connection exist and travelers 
can leave one realty bebind.and enter the other. Is possible, for 
‘example, to sail from Hades tothe Abyss on the River Sty. 

Coexistent Planes: Ifa link berween to planes ean be ere- 
ated at any point the two planes are coexistent, These plane 
overlap each other completely A coexistent plane can be reached 
from anywhere on the plane it overlaps. When moving on a coex- 
istent plane, itis often possible to see into or interact with the 
plane it coexists with, The Ethereal Plane is coexistent with the 
Material Plane, and inhabitants of the Ethereal Pane can see into 
the Material Plane, With the right magic, inhabitants of the 
Material Plane can likewise see and interact with those on the 
Ethereal Plane (see invisibility and magic msl for example, both 

affectthe Ethereal Plane), 


THE D&D COSMOLOGY 


The D&D cosmology is structured as follows. 

The Material Plane is tits center 

‘The Plane of Shadow and the Ethereal Plane are coexistent with. 
the Material Plane. All planes including the Plane of Shadowand. 
the Ethereal Plane, ate coexistent with the Astral Plane, which 
envelops the whole cosmology like a cloud. | 

Thesix {nner Planes surround the Material Plane. They are sep-| 
arate from she Material Plane and from each other (they. do not) 
have connections berween them). They are each coexistent with 
the Astral Plane. Each ofthe Inner Planes has the appropriate ele- 
‘mental or energy rat. 

The. Outer Planes are arranged in great wheel around the 
‘Material lane, Each Outer Plane is coterminous to the planes on 


cither side of i but separate from the other Outer Planes. The 
‘exception {s the Concordant Domain of the Outlands, which is 
‘coterminous to every other Outer Plane and thus serves a8 cer 
tral hub for dealings between outsiders, 

‘The Outer Planes are cosxistent with the Astral Plane, They are 
separate from the Ethereal Plane and the Plane of Shadow, s0.er- 
tain spells (ethereal jun, for example) arent available roa casteron, 
|the Outer Planes, Each Outer Planes is made wp of related layers 
(ee Layered Planes, below), and the most common access .an|, 
(Quter Plane is through the top layer of each plane. The good: 
aligned planes als called the celestial planes or the upper planes, 
are linked by the path of.the River Oceanus, The evikaligned 
planes, also called the infernal planes or the lower planes, are 
linked by the path ofthe River Styx. 

‘A large number of finite demiplanes connect all over the place 
Individual conduits freestanding portals, and vortices are also 
common 


Uiyered Planes | 
Tnfinities may be broken into smaller infinities, and planes into 
smaller, elated planes, These layers are effectively separate planes 
of existence, and each layer can have its own planar traits, Layers 
are connected to each other through a variety of planar gates, nat 
‘ural vortices, paths, and shifting borders. 

‘Access to a layered plane from elsewhere usually happens on « 
specific layer the first layer of the plane, which can be either the 
top layer or the bottom layer, depending on the specific plane. 

| Mose fixed access points (such as portals and.natural vortices) 
|reach this layer, which makes ic the gateway-for other layers of the 
plane. The plane shift spell also deposits the spelicaster on the first 
{layer of th plane, 

‘All layers ofa plane are connected tothe Astral Plane, so travel 
es. can ceach specifc layers directly through spells such as stil 
‘mjection, Often the fist layer isthe one most hospitable ta planar 
travelers 


‘andom Planar Destinations 

Spells such as prismatic spray and banishment may send an indivi 
‘ul toarandom plane. To determine where a character winls.up, 
roll on Table S~7: Random Planar Destinations 


‘TABLE 5-7: RANDOM PLANAR DESTINATIONS, 


4% Plane 
01-05 Heroic Domains of Ysgard 
6-10. Ever-Changing Chaos of Limbo 
VI-I5— Windswept Depths of Pandemonium 
16-20 Infinite Layers of the Abyss 
21-25 Tartenan Depths of Carceri 
26-30. Gray Waste of Hades. 
31-35 Bleak Enerity of Geherna 
36-40 Nine Hells of Baator 
4)-45 Infernal Battlefield of Acheron 
46-50 Clockwork Nirvana of Mechanus 
51-85 Peaceable Kingdoms of Acadia. 
6-60 Seven Mounting Heavens of Celestia 
61-65 Twin Paradises of Bytopia 
65-70 Blessed Fields. of Elysium. 
71-78. “Wilderness ofthe Beastiands 
76-80 Olympian Glades of Arborea 
81-89 Concordat Domain of the Outlands 
90-9]. Elemental Plane of Fire 

| 92-93. Elemental Pane of Earth 
94-95 _Elemental Plane of Air 
96-97 Elemental Plane of Water 


‘98 Positive Energy Plane 
99° Negative Energy Plane 
100.___Demiplane of your choice 


“The table assumes that the character plane of origin is.cither, 
the Material Plane, the Astral Plane, the Ethereal Plane, or the] 
Plane of Shadaw. Ifthe characters plane of origin is instead one.of 
the planes mentioned on Table 5-7, then substitute the Material 
Plane forthe plane of rigin lin onthe table For example, break 

Jing staf of power (page 245) on the Elemental Plane of Fire sends 
the wielder to the Material Plane if 91 is rolled. 

“The layer and exactlocation of en individuals arival on the par 
ticular plane is up t0 you. Transportation to a random plane does 
‘not guarantee survival bere, and individuals who risksuch effects} 
should be aware ofthe dangers 


“The planes that make up the Great Wheel are briefly described | 
below. 

Bach of the Transitive Planes and Inner Planes has its own 
[random encounter table. The Outer Planes share four random, 
encounter tables; use the appropriate one as directed inthe plane 
description, All the encounter tables in this section are intention: 
ally general; if you're designing a site-based adventure.on another. 
plane, use the appropriate table as a stating point for your own, 
encounters 


THE ETHEREAL PLANE 
‘The Ethereal Plane isa misty, fog-bound dimension thats coe 
tent with the Material Plane and often other planes. well. Travel: 
fers within the Ethereal Pane describe the plane as collection of 
‘wieling mists and colorful fogs. The Material Plane itelfs visible 
from the Ethereal Plane, but it appears muted and indistinct, its 
colors blurring into each other and its edges turning fuzay.Ethe- 
real denizens watch the Material Plane as though viewing it 
through distorted and frosted gla 
While i is possible to see into the Marerial Plane from the 
Ethereal Plane, the Ethereal Plane is usually invisibleto those on 
the Material Plane, Normally creatures on the Etheteal Plane 
cannot attack creatures on the Material Plane, and vice-versa. A 
traveler on the Ethereal Plane is invisible, incorporeal, and 
‘utterly sient to someone on.the Material Plane. This makes the 
Ethereal Plane very useful for-reconnaissince, spying on oppo- 
nents, and other occasions when t's handy, to move around with 
cout being detected 
The Ethereal Pane is mostly empty_of structures and imped 
ments. However, the plane has its own inhabitants. Some ofthese 
are other ethereal travelers, but the ghosts found here pose par 
ticular perio those who walk the fog, 
Ihas the following traits 
No gravity, 
Altetable morphic. The plane contains litle to alter, however. 
Mildly neutrabaligned, 
Normal magic. Spells function normally on the Ethereal Plane, 
though they do:not cross into the Material Plane. Is possible 
foracaster on the Ethereal Pane to use a freall spell against an 
‘enemy_on.the Ethereal Plane, but the same fiebull wouldnt 
affect anyone on the corresponding part of the Material Plane 
‘Abystanderon the Material Plane can walkthrough an ethereal 
battlefield without feeling more than the hair on the back otis. 
neck standing tp, 
“The only exceptions are spells and spel-like abilities thachave the 
force descriptor, such as magic missile and wall of fore, and.abjura-| 
tion spells chat affect ethereal beings, Spellcasters on the Material] 
‘Plane must have some way.to detect foes on.the Ethereal Plane] 
before targeting them with force-based spells, of course, While its) 
{possible 1o hit ethereal enemies with 2 magic mise spell cast on 
the Material Plane, the reverse isnt possible, No magical attacks 
cross from the Ethereal Plane to the Material Plane, including 
force attacks 


Example Ethereal Site: Misty Cemetery 
Misty Cemetery (so named because the coastal fog at.this location 
‘on the Material Plane often obscures the tombstones) is home to 
the ghosts of warlords from long-forgotten crusades, The ghosts 
menace wayward travelers and tomb robbers, but they are other: 
wise content to spend their time on the Ethereal Pane, biding) 
their time until they can.pass.on to their final reward. + 
| the ghosts rarely confront mourners or other cemetery visitors, 
‘by daylight—but anyone who visits the cemetery at night, defaces , 
the crypts and tombs, or enters.the Ethereal Plane invites heir} 
wrath, Their ringleaders are Durek.of the Scar (Fer 12), Colonel 
Harakh (Ftr 5/Clr 9), and the Eyeless One (Sor 16), but the ceme- 
tery isa vast, sprawling place, and the more powerful ghosts cant 
‘be everywhere, 

To draw a map of the Misty Cemetery, scatter small crypts 
across the landscape by drawing 10foot-by-20-foor buildings with 
masonty.Wwals and locked (Open Lock DC 30) iron doors Place a 

{rombstone in rows of adjacent squares (a rornbstone functions a3} 
[the slender pillar described on page 64, providing a +2 bonus to 
Ja\rmor Clas and a +1 bonus on Reflex saves). Occasionally pick: 
two adjacent squares to represent an open grave (which functions 
asa tench, deseribed on page 91). When faced with intruders on 
the Ethereal Plane, the ghosts will lurk within the crypts, trying to 
surprise the PCs by striking through the walls of the crypts. 


ETHEREAL PLANE ENCOUNTERS (EL 9) 


d% Encounter Average EL 
| 01-80 Roll on relevant Material Plane table® = 
[m-82_ 1 devourer 1 
BB Veouatl 10 
| #4-86 1 night hag and } nightmare 10 
87 1Othvlevel drow wizard NPC 10 
88-90 1d ws 9 
91-93 143 ghosts, Sthevel human fighters 9 
94-96. 1d6+5 blink dogs 5 
97 1d4a2 ann, 4 
98-99 Idd phase spiders 1 
1001 succubus (demon) 7 


‘The encounter is with a creature or creatures on the Material Plane 
that the PCs can see; generate an appropriate dungeon o 
wilderness encounter, 


PLANE OF SHADOW 
The Plane of Shadow. isa dimly lit dimension that is both coter: 
sinous to and coexistent with the Material Plane, overlaps the 
‘Material Plane muich as the Ethereal Plane does, so planar trav 
«lor can use the Plane of Shadow to cover great distances quickly 
The Plane of Shadow is also coterminous so other planes. With 
|the tight spell, » character can tse the Plane of Shadow to visit 
‘other realities 

‘The Plane of Shadow isa world of lack and white; color itself 
has been bleached from the.environment. It is otherwise appears 
similar to the Material Blan, 

The sky on the Plane of Shadow isa black vault with neither sun 
nor stars. Landmarks from the Material Plane are recognizable on 
the Plane of Shadow, bt they are twisted, warped things—dimin: 
ished reflections of what can be found on the Material Pane. 
Despite the luck of light sources, various plants.animals, and 
humanoids cll the Plane of Shadow home. 

The Plane of Shadow is magically morphic, and parts continu- 
ally flow onto other planes. As result creating a precise map of 

|the plane is nextto impossible, despite the presence of landmarks, 
{if traveler visits a mountain range during one use of a shadow 
with spel, the mountain range may still be there the:next time, 
‘but the individual mountains may have moved about. Precision is 
a lost. causeon the Plane of Shadow, 
‘The Plane of Shadow has the following traits. 


‘Magically.mogphic, Spells such as shadow conjution and shadow 

‘vcation.modiy the base material ofthe Plane of Shadowy. The 
utlity_and power of these spells within the Plane of Shadow 
make them particularly useful for explorers and natives alike. 

+ Mildly neutralaligned, 

J+ Enhanced magic. Spells with the shadow descriptor are en 
hanced on the Plane.of Shadow, Such spells are cast as though 
they were prepared with the Maximize Spell feat, hough they 
dont require the higher spel slots. 

Furthermore, specific spells become more powerful on the Plane) 

‘of Shadow, shadow conjiration and shadow eation spell.are 30%: 

‘as powerful as the conjurations and evocations they mimic (as 

‘opposed 0 20%), Grater shadow conjuration and greater shadow eu 

«ation are. 70% as powerful (nor 60%), and a shades spell. conjures at) 

90% ofthe power ofthe original (not 80%) 

+ Impededd magic. Spells that use or generate light oF fize may 
fizale when east on the Plane of Shadow. A spelleastex attempt 
ing 2 spell with the light or fire descriptor must succeed on a 
Spellerat check (DC 20 + the level of the spell). Spells that 
produce light are less effective in. general, because all light 
sources have sheir ranges halved on the Plane of Shadow, 

Despite the dark nature ofthe Plane of Shadow, spells that pro 

duce, use, or manipulate datkness are unaffected by the plane. 


Example Shadow Site: Dark City 

When the characters enter the Plane of Shasiow where it coex- 

ists with a Material Plane city they find themselves in.a dark) 

Jnrgely abandoned. version of that town, The parallels ate not), 

exact, so the PCs! favorite inn may be on a different stteet, be| 
builtin a different style or le tn ruins 

ifferences between a Material Plane city and its Plane af 

Shadow counterpart can be quite significant, such as.a huge dark 
castle where none exists on the Material Plane, or an ancient. 
battlefield where the city green should be. Most troubling ofall 
ate the shadowy echoes of people the traveler knows, shadow crea: 
tures with the twisted but sil recognizable features of loved ones, 
These shadow duplicates do not speak and have no special abil 
ties, but the effect is disconcerting nonetheless, 

‘Shadow travelers in a place.patticulary familiar or meaningful 
to them must succeed on a.DC.15 Will save to ignore such dack 
mirages, Those who failare haunted apd rattled by the similarities, 
taking a -2 morale penalty on attack rolls and saving throws as 
Jong as they remain in a Location familiar to them. Travelers who 
rake their sives are unaffected by the dark mirages for the dura: 
tion oftheir trip to the Plane of Shadow. 

Not everything in a dark ity isa mirage. Undead shadows glide 
through the streets looking for anyone who doesnt belong anid 
the gloom.and bodaks that have found their way onto the Plane of 
‘Shadow stalk living travelers 

To draw.a map for encounters in.a dark city, start by drawing « 
normal cityscape (as described in the Urban Adventures section, 
page 98), Then reduce roughly. one-quarter ofthe buildings ro 
rubble (treat.as linge piles of stonc.and heavy debris strewn about) 
‘Another one-quarter ofthe buildings have some structural dam: 
‘ge, such as gaping holes in the:walls and collapsed roof timbers, 
Finally, move few buildings into locations that dont correspond 

with their Material Plane counterparts and add and subrracta few 
streets and alleys, 


PLANE OF SHADOW ENcouNTeRs (EL 11) 


dK 


Encounter Average El, 
1-10 nightiwing (nightshade) “ 
11-20_.ich, Uthvlevel human wizard 13 t 
240 1442 spectres n 

41-60 1 dread wralth v 
51-80 143 greater shadows 10 
1-100 __1643 shadow mastifs 10 


D&D Cosmology: 
© The Great 
Wheel 


THE ASTRAL PLANE 
The Astral Plane is the space between the planes, When a charac 
steer poe onan ee enna He al 
across a plane, such as dimension door, briefly 
touche Aron a 
The Astral Plane is a great,endless sphere of 
retina MR mre P 
peel plates 
the distance, some appearing like 
Naecegiacl ote aes 
insole oesodgl aca 
rnd. Hrate whilpale 
Colo licker tn ma ike 
an on Pidaes tees Sanat 
aoa psec ncn ace 
ros sies viene osheal feed 
eave cereal rien 
the Ave Pune ha the allowing ta 
REN re ee baer 
the tr Pane 
Milly neuealligned 
Brhanced mage All spells and. Ao 
pelle abies ised thn 
Sein rune 
pro bythe Quicken 
Spel fea Alrendy uke Giunta 
thespian pale MP sc 
ectolanged 
still prepared and cast at their unmodified level. Ax 
with the Quicken Spell feat, only one quickened spell can 
be cast per round, 


Example Astral Site: Silver Sky 
The characters are surrounded by asilvergray haze that stretches 
endlessly inal directions The map’ only feature isa colorful 10 
sliameter pool that provides a natural portal to another plane (deter 

nes randomly). Some-70% of color pools are one-way portals. 


ASTRAL PLANE ENCOUNTERS (EL 11) 

4% Encounter Average EL 
01-15 Yastral eva (angel) “4 
16-25 1 young adultred dragon 3 
26-40 YOthlevel human cleric NPC and 2 

1Otivlevel goblin rogue NPC 
41-50 1 devourer i 
51-65 Tad fret " 
66-75 ___l cauchemar (nightmare) nl 
76-90 143 mind flyers 10 
91-100__1d3 noble dinn (genie) 8 


If chatacters explore this part of the Astral Plane, they'll dis 
cover more color pools that lead elsewhere. It takes 1d43t0 hours. 
to finda color pool that leads toa particular plane. 


But the PCs arent alone in the serene haze of the Astral 
Plane. Githyanki pirates cruise the color pools, looking for 
well-heeled travelers from other planes.A.rypical githyankt 
pirate ship isa longship (described on page 132 of the Player’ 
Handbook) that flies under its own power at a speed of 90 fect. 
‘The pirate captain (githyanki Fert or F1r6/Rogs) leads his. 
crew into battle, with a warsvieard (githyanki Wiz9) or merce:[ 
[nary cleric (tiefling Cleo) providing support to the rankand-| 
file pirates, (Githyanki are never clerics themselves, so.they 
must hire mercenary clerics because-natural healing doesnt} 
work on the Astral Plane) 

‘The githyanki use the enhanced magic of the Astral Plane to 
{good effect, taking full atacks, then using their dimension door 
spel-ike ability a5 a fre action fo confound their enemies 


ELEMENTAL PLANE OF AIR 

The Elemental Plane of Airs an empty plane, consisting of sky. 

{above and sky below. Clouds billow up in bank after bank, 

swelling into grand thunderheads and dissipating into wisps like 

‘cotton candy, The wind pulls and tugs around travelers, and rain: 

‘bows glimmer in the distance. 

The Blemental Plane of Airis the most comfortable and surviv 
able ofthe Inner Planes, and it is the home of all manner of air 
‘bore creatures. Indeed, lying creatures find themselves ata great 
advantage on this plane, While travelers without flight ean sur 
vive easily here, they are at a disadvantage. 

The Elemental Plane of Aichas the following traits 
‘Subjective directional gravity. Inhabitants of the plane deter 

‘mine their own “down direction, Objects not under the motive 

force of others:do not move. 

+ Airdominant. 

+ Enhanced magic Spells and spellike abilities that use, ma 
‘ipulate, or create air (including spells of the Ait domain) are 
both empowered and enlarged (as if che Empower. Spell and 
Enlarge Spell metamagic feats had been used on them, but the 
spells dont require higher-level slots). 

+ Impeded magic. Spells and spell-like abilities that use or create 
arth (including spells of the Earth domain and. spells that 
‘summon earth elementals or outsiders with the earth subtype). 
ave impeded 


xample Plane of Air Site: Claud Island 
‘What appears to bea white cumulus cloud is actually as solid as 
cart, if somewhat dificult to move across (treat asa shallow bog: 
see page 88), Creatures with a fly speed can force themselves 
through the cloud island (effectively giving them.a burrow speed 
of 10 Feet). Some 244 pillars of fog 10 feet across drift across the 
landscape {they provide concealment. the obscuring mist spel, 
‘moving 10 feet in a random direction at initiative count 0), The 
cloud island is about 1/2.mile wide and 1d10xs feet thick at any 
aiven point 


ELEMENTAL PLANE OF AIR ENCOUNTERS (EL 10) 


% Encounter Average EL 
01-12, 14442 noble jinn (genie) ri 
2-32 1 elder air elemental 0 
S347 143 elder arrowhawks 0 
4862 1de2 belhers 10 
63-74 1 greater air elemental 9 
75-84 1d4e2 adult arrowhawhs 9 
85-92 Vinvisibe stalker 7 

[23-100 1 Huge aicetemental z 


Hating in serene contemplation in the center of the cloud. 
island is anoble djinn (ee page 115 of the Monster Manual). If char 
acters capture her (by defeating her without killing her or driving. 
her away), she will gran three wishes collectively to the party, She is 


‘eager tm talc so visitors from the Material Plane, where she spent. 
‘more than a century trapped by an evil wizard. If characters can, 
improve herattitude to friendly (it starts out indifferent), shell offer 
the characters a bargain, She will gran three wishes to the party if, 
{ube characters will frst avenge her imprisonment by capturing the 
‘vil Material Plane conjurerand returning him to this cloud island, 
\where the dinn willarangefor“long-term detention.” 


ELEMENTAL PLANE OF EARTH 
‘The Elemental Plane of Earth isa solid place made of rock, soils] 
land stone. An unvwary and unprepared traveler may find himself 
entombed within this vast solidity of material and have his life 
crushed into nothingness, his powdered remains a waming toany 
foolish enough to follow, 
Despite its solid, unyielding nature, the Elemental Plane of | 
arth is varied in its consistency, ranging from relatively soft soil 
{s0.veins of heavier and more valuable metal, Striations.of granite, 
J woleanic rock, and marble interweave with britle crystal and sot, 
{crumbling chalks and sundstones. Thin veins of gemstones, rough 
and huge, can be found within the plane, and these unpolished 
jewels often lead the greedy to.this plane in the hope of picking 
them up with minimal effort. Such, prospectors often meet thelr 
‘match in the natives of the Elemental Plane of Earth, who feel 
extremely attached (sometimes lteally)t0-partsof their home. 
The Elemental Plane of Earth has the following traits. 
+ Earth:dominant 
+ Enhanced magic. Spells and spel/-like abilities. that-use, ma 
nipulate or create earth or stone (including those af the Earth 
domain) ate both empowered and extended (as_if the] 
Empower Spell and Extend Spell metamagic feats had. been. 
used on them, hut. the spells donit require higher-level slots). 
Spells and spell-like abilities that are already empowered.or| 
extended are unafected by this benefit 
+ Impeded magic. Spells and spell-ike abilities that use-or create 
air Gneluding spells of the Air domain and spells that summon. 
tir elementals or outsiders with the air subtype) are impeded. 


Example Plane of Earth Site: Great Dismal Delve 
Essentially a dungeon the size ofa continent, the Great Dismal 
Delve is a maddening maze of passages that are intentionally be 
wildering to the traveler. A variety of powerful genie lords and 
their save races live here in dark splendor, eagerly mining gems 
for rade, Slaves, often the Josers.in bets and bargains with the 
rulers of the Great Dismal Delve, build and rebuild passages, fend 
off elementalattacks, and are otherwise slowly worked to death by 
their ncaring masters. 

Glowing crystals line the Great Dismal Delve, and great vaults 
ae set with them instar paterns.unlike any seen on the Macerial 
Plane, The Great Dismal Delve spans a number of large, natural 
caverns that are tectonically unstable. Earthquakes (with an effect 
asthe spell see page 225 of the Payers Handbook) ae frequent 
cccurtences, which keeps the saves busy doing repair work. 

‘The connections and passages of the Great Dismal Delve 
link wp with a complicated array of portals leading to other 
Inner Planes, the subterranean teaches of some of the Outer 
Planes, and the deepest dungeons of the Material Plane. Its 
rumored that somewhere within the Great Dismal Delve isa 
freestanding portal to almost every secret location within the 
D&D cosmology. 


ELEMENTAL PLANE OF EARTH ENCOUNTERS (EL 10). | 

% Encounter Average EL 
01-25 1elder earth elemental v 
26-50__1d4+2 average xans 10 
51-75 1d3 elders. 10 
76-30__1 greater earth elemental 9 
91-1001 Huge earth elemental 7 


‘A:map of the Great Dismal Delve looks like any dungeon, only 
{tstretches far beyond whats available on the Material Plane. The 
Great Dismal Delve isa mix of narural caverns and finely worked 
passageways. Doors, corridors, and rooms are as likely to be 
trapped as they are in the deadliest dungeon, and almost any mon-| 
ster can be found either lurking in its lai or stalking the PCs 
through the hallways 


ELEMENTAL PLANE OF FIRE + 
Everything salight on the Elemental Plane of Fie. The grounds 
nothing more than great, evershifting plates of compressed flame. 
‘Theair ripples withthe hea of continual Airestorms, and the 
most common liquid is magma, not water. The oceans are 
made of liquid lame, and the mountains ooze 
with molten lava. The plane is a crema 
torlum for the unprepared traveler 
andan uncomfortable spot even for 

jthe dedicated adventure, 

Fire survives here without 
need for fuel or ait, but fam 
mables brought onto the 
plane are consumed realy 
The elemental fires seem 
to feed on each other 10 
produce a continually 
burning landscape. 

The Elemental Plane 
[otsite has the following 
|rrats 
+ Fire-dominant 
+ Enhanced magic 

Spells. and. spell 

like abilities with the 

fire descripror are both 

‘maximized and enlarged 

(is if the Maximize Spell 

snd. Enlarge. Spell had been 

‘used on them, but the spells 

dont require higher-level slr). 

Spells and spelhlike abilities 

that are already max 

mized or enlarged ate un: 

affected by this benefit. 

+ Ampeded. magic..Spells.and_spell-ike 
abilities that use or create water (inclu 

{ng spells of the Water domain and spells 

that summon water elementals or outsiders 

with the water subtype) are impeded. 


Elemental PlaneofFire 


Example Plane of Fire Site: City of Brass 
The Cty of Brass is populated by powerful efret and is considered 
by many efreet ro be theit home and their capital. Efreet may be 
found elsewhere on.the Elemental Plane of Fire, but-even far 
flung settlements owe felty-and allegiance ro the grand sultan 
who rules the City of Brass from his burning palace. The grand 
sultan is said tobe an efreet of singular power and prowess, and is 
advised by all manner of elemental nobles. His direct servants, 
both in the city and on the Material Plane, are six lords of consi: 
erable power 

The city is cradled in.a brass hemisphere 40 miles actos loa 
ing above a plate of cracked obsidian atthe heart of the Elemental 
{Plane of Fire. Stairs of burning basalt and rivers of flame stream, 
{up from the sucface below-to the well-armed gates ofthe city. The 
{city walls may be breached by flying creatures, but the efreet take 
‘adim view.ofinterlopers who refuse ro present themselves atone. 
ofthe city’ gates, 


“The City of Brass is the best known location on the Elemental 
Plane.of Fire and is also the most likely to be visited by travelers 
from.the Material Plane. The aris slightly cooler here; it deals no. 
damage unlike everywhere else on this fire-dominane plane), but 
itis stil stiflingly hot. That doesnt mean the City of Brass i par 
ticularly hospitable. Every. brass wall glows with heat, and casual 
contact with the walls deals 146 points of fire damage per round. 

Even the iron cobblestones glow with heat, dealing 1 point of 
fire damage per round, Without the aid of magic, visitors soon 
syrithe and burn in the streets. 

The City of Brass has the mildly evilaligned trait. Good-aligned 
crearures within the City of Brass take a~2 penalty onall. Cha 
sisma-based checks, This alignment trait is due in part to the 
nature of the efreet within the walls, but the.city also has.a 

‘number of freestanding portals leading t.the Nine Hells of 

‘Baator. Devils are common. within.the 
walls of the City of Brass, either 
performing missions for 
thei infernal masters.or 
bringing tribute and gifts 

tothe grand. sultan’s 
cout 

To_make an en: 

counter. map for the. 

City.of Brass, use the 

guidelines in the Ur 

ban Adventures section| 
(page 98), but the build 
ings are hal again as tall] 
as they would be in.a 
Marerial Plane city, 
tnd. most havea 
plethora of exterior 
staircases, ledges, 
and. balconies. tn- 
clude some. pools of 
‘magma, which deals 246 
points of fire damage to 
characters who wade 

through it and 2086 

points of fire damage 

to creatures who are 

fully immersed, Some 

pedestalsand sconces 

spout blasts of flame 

Z every 1d4 rounds 

(dealing $46 points of 

fire damage to everyone 

within 20 feet at initiative 
<ouint 0; Reflex DC 14 half), 

Atte center ofthe city are its llest rowers and greatest foun 
tains of fame, Here is the Burning Palace of the Grand Sultan of 
Allthe Efteet, where he rules from the Charcoal Throne. Iris sid 
that within the great palace are wonsders beyond belief and trea 
sure beyond counting, But here also is found death for any unin: 
Vited guest who seeks co wrest even a single coin or bauble from 
the treasure rooms of the grand sultan 


ELEMENTAL PLANE OF Fine ENCOUNTERS (EL 10) 


4% Encounter Average El, 
O1-15 14s efret (erie) 12 
16-40___}.elder ie elemental it 
41-60 1d4+2 average salamanders 10 
61-751 noble salamander 10 

| 76-901 greater fire elemental 9 
[91-100 1 Huge fie elemental 7 


ELEMENTAL PLANE OF WATER 

The Elemental Plane of Water isa sea without afloat ora surface, 

an entirely fluid environment lt by adifuse glow. Its ane of the 
er Planes.once a traveler gets past the 
problem of breathing th local medium. 

‘The eternal oceans of this plane vary benween ice cold andboil-) 
ng hot, between saline and fresh, They are perpetually in motions] 
wracked by currents and ties. The plane's permanent setlements| 
form around bit of flotsam and jetsam suspended within thisend=| 
ess liquid, These settlements uift.on the tides of the Elemental} 
Plane of Water 

The Elemental Plane of Warer has the following traits. 
subjective directional gravity. The gravity here works similar to 

that of che Elemental Plane of Air. But sinking or rising on the 

Elemental Plane of Water is slower (and less dangerous) than on 

the Elemental Plane of Ait 
+ Waterdominant 
+ Enhanced magic. Spells and spel-ike abilities that use or create 

‘water ate-hoth extended and enlarged (as if the Extend Spell] 

and Enlarge Spell metamagic feats had been used on them, but| 

the spells dont require higher-level slots), Spells and spell-ike 
abilities that are already extended or enlarged are unaffected by 
this benefit 

+ Impeded magic. Spells and spelllike abilities with the fire 
lescriptor (including spells ofthe Fire domain) are impeded. 


Esample Water Site; Sargasso Doidruim 
‘Aspherical tangle of kelp and seaweed.a mile acras, the sargasso, 
idoldrum is home to many dangerous predators that feed on the 
herbivorous fish that eat the seaweed. 

‘Characters who explore the sargasso doldrum find it tough 
‘going. Even if they have a swim speed, 

‘ment 1o struggle through each square in the web of kelp. Only 
those with afeedom of movement or paswithout nice spelcan move 
‘normally. through the area, Line of sight is limited to 30 feet, and 
creatures more than 20 feet away have concealment. 

The srgasso doldrum is infested with dite sharks, who attack in 
reat hunting schools without regard to their own safety, More 
sinister foes such a aboleths and black dragons study incetlopers 
as they fight the sharks, deciding how best to hunt them if they 
stay among the seaweed. 


ELEMENTAL PLANE OF WATER ENCOUNTERS (EL 10) 


4% Encounter Average EL 
01-20 elder water elemental " 
21-45____ 1d elder tojanidas. " 
46-65 1442 adult tojanidas 3 
66-851 greater water elemental 9 
86-1001 Huge Water elemental 7 


‘Annuined war galley sits in the center of the satgasso doldrum. 
The ship, protected by.a neutral alignment, maximized forbiddance 
spel, holds the reasure trove ofa powerful water naga wizard. The 
aboleths and black dragons dont know what’ in the ship’ hold; 
they would just hire neutral creatures to extract the riches if they 
found out what they could gain. 

‘To draw an encounter map for the doldrums. nchide some ir 
regular clusters of adjacent squares roughly 45 feet across These 
square, representing particularly dense clots of sargasso function 
as heavy undergrowth (see-Page 87) 


NEGATIVE ENERGY PLANE 
The Negative Energy Plane is a barren, empty place, a void with: 
coutend. and a place of empty, endless night, Worse, itis a needy, 
greedy plane, sucking the life out of anything that is vulnerable. 
Heat fire, and life itself are all drawn into the maw of this plane. 
which always hungers for more, 


“Joan observer, there's litle to see on the Negative Energy 
Plane. Itisadark, empty place, an eternal pit where a traveler can 
fallunil dh plane itself teal away alight and life. 

The Negative Energy Plane is the most hostile of the Inner| 
Planes, and the most uncaring and intolerant of life, Only-crea 
tures immune tots life-draining energies can survive there 

‘The Negative Energy Plane has the following tats 
“+ Subjective directional gravity 
‘+ Major negative-dominant. Some areas within the plane have 

only the minor negative-dominant trait, and these islands tend 

to be inhabited. 

“+ Enhanced magic. Spells and spell like abilities thatuse negative 
‘energy are maximized (asf the Maximize Spell metamagic feat 
had been used on them, but the spells dant require higher-level 
slots), Spells and spellike abilities that are alteady-maximized 
are unaffected by this benefit. Class abilities that tse-negative 
energy, such as rebuking and controlling undead, gain 2.130 
‘bonus on the rll ro determine Hit Dice affected 

|+_Lmpeded magic. Spells and spell-like abilities that use positive 
‘energy, including cure spells, are impeded. Characters on this 
plane take a ~10 penalty on Fortitude saving throws. made to, 
remove negarive levels bestowed by an energy drain atack. 
Random Encounters: Because the Negative Energy Plane is 

virtually devoid of creatures, random encounters on the plane are 

exceedingly rare 


Example Negative Plane Site: Voidstone Held 
Jn some locations on the Negative Energy Plane, the collapsing, 
Intensity of the plane isso great thatthe negative energy folds in 
‘on itself, stabilizing into solid chunks of utterly. black matte. 
These chunks of yoidstone might be the building blocks of such, 
items asthe sper: of annihilation (page 279). Indeed, anything that 
‘comes into contact witha yoidstone is destroyed in seconds, 

Unlike witha sphere of annihilation, character touching a piece 
of voidstone gets a DC 25 Fortitude save each round he or she. 
stays in contact with it. Natives ofthe Negative Enetgy. Plane are 
vulnerable t voidstones, 

‘A chunk of voidstone cannot be controlled through mental 
energy as spheres of annihilation can be 

Voidstones may be of any size. ranging from inches across to 
dozens of fee. Yo draw them on.an encounter map, put small dots 

(representing very small voidstones roughly. foot in diameter) in 
vof the squares. Daw 36. yoidstones that tke upa whole 
sich, and add Avery large voidstones that are 40 feet or 
more in diameter. 

The very.small and very large voidstones are stationa 
square-sized yoidstones move. Each round at initiative 
cach aquate-sized voidstone moves Ad3 squates toward the 
living creature 

Nightwalkers lurk among the voidstones, which act as an alarm, 
system for them (the voidstones stay.stationary because the night 
walkers ane undead), PCs who fightthe nightwalkers will also have 
to contend with the inexorable approach of the voidstones. The 
rightwalkers have learned to use the unusual terrain in other ways 
they. use their heft to bullcush foes into oblivion, for example. 


POSITIVE ENERGY PLANE 
The Positive Energy Plane is best compared tothe heart ofastat.It 
is continual furnace of creation, a domain of brilliance beyond 
the ability of mortal eyes to comprehend. Its very being wavers 
sand ripples.as new matter and energy is korn and swells to ful. 
power ike bursting fruit. Ibis vibrant plane,so alive with itself) 
that ravelers themselves re empowered by visiting it 
“The Positive Energy Plane has no surface andi akin to the Ele-1 
‘mental Plane of Airwith its wide-open nature, However, every bit 
Jf this plane glows brightly with innate power. This power is dan- 
gerous to moral forms, which are not made to handle it. 


but the 
unt 0, 


Despite the beneficial effects ofthe plane, itis ane ofthe most 
hostile of the Inner Planes, An unprotected character on this 
plane swells with power as positive energy is force-fed into her. 

‘Then, her mortal rame-unable to contain that power, she immo- 

latesas she were asmall planet caughtat the edge of a supemova 

Visits to the Positive Energy Plane are brief, and even then trave:| 

ers must be heavily protected, 

{the Positive Energy Plane has the following trait, 

{+ ‘Subjective directional gravity 

‘+ Major positive-dominant, Some regions of the plane have the: 
‘minor positive-dominant rat instead, and those islands tend to 

| be inhabited. 

‘Enhanced magic. Spells and-spllike abilities that use positive 
energy; including cure spells, are maximized (asf the Maximize 
Spell metamagic feat had been used on them, but the spells 
dont require higher-level slots), Spells and spel-like abilities 
thatane already maximized are affected by this benefit, 

{class abilities thar use positive energy, such as turning and] 
{destroying undead, ain « +10 bonus on the roll 1 determine Hit) 
{ice affected (Undead are almost impossible to find on ths plane, 
however) 

+ Impeded magic. Spells and spelt-ike abilities that use negative 
energy (including inflict spells) are impeded. 

Random Encounters: Because the Positive Energy Plane is 

Virtually devoid of creatures, random encounters on the plane ae 

exceedingly rae 


Ekample Positive Plane Site: Burst Cluster 
{Even among the brilliant and deadly radiance of the Positive 
Energy Plane, some regions are mote intense and dangerous than 
others. These regions erupt like miniature suns, suddenly. grant 
ng those within the burst radius (usually 30 feet, but occasionally 
‘up to 120 feet) an additional 3410 temporary hit points. The dan- 
.gers of exceeding double one’s full normal hit points (as noted for 
the positive:dominant rat) stil apply, 
In.addition, those within an energy burst must. makes DC 24 
Fortitude save or be blinded for 1d10 rounds, 
Ravids sometimes patrol the periphery of burst clusters, conf 
dent that their high speed will get them out of danger before a) 
burst makes them explode 


HEROIC DOMAINS OF YSGARD 
Yagard isa plane on an epic scale, with soaring mountains, deep 
fjords, and dark caverns that hide the secret forges of the dwarves, 
A biting wind always blows at a hero's back. From the freezing 
water channels tothe sacred groves of Alheim elves, Vegans er 
vain is grand and terrible I is place of sharp seasons: Winter isa 
time of darkness and killing cold, anda summer day is scorching 
and clear 
{Mast spectacular ofall the landscape floits atop immense rivers 
‘ofearth flowing forever through an endless skyscape. The broadest 
earthen rivers are the sizeof continents, while smaller sections, 
called earthbergs, are island-sized, Fire tages under each river, but 
only a reddish glow penetrates the continent’ top, Of more con 
cernis the occasional collision between rivers which produces ter- 
rile quakes and sometimes spawns new mountain ranges 
Ysgar is the home of sain herces.who swage eternal battle on 
fields of glory, When these warriors fall, they rise again the next 
‘morning to continue eternal warfare 
‘The plane boasts two layers beneath the top layer. also called 
| sear the fiery caverns of Muspelheim and the underground 
|fotests of Nidavelir. 
{ Ysa has the following traits, 
{+ nfinit size. Ysgard.goes on forever, but its wellknown realms 
have boundaries within the plane asa whole 
“+ Divinely morphic, Specific powerful beings (such as the deities 
Kordand Olidammara) can alter Yard with a thought. Ondinary. 


‘creatures find Ysgatd as easy to alter asthe Material Plane is— 
they.can be affected by spells and physical effort normally. But 
deities can change vast areas, creating great realms for them: 
selves { 
|+ No elemental rats. No.one element dominates on Ysgard all 

are in balance, as.on the Material Plane. However, parts of the 

second layer, Muspelheim, are treated as if they possessed the 

ie-dominant tat, 

or positive-dominant. Yagard possesses a riotous explosion 
of life in all its forms, All individuals on a positive:dominant 
plane gain fast healing 2 and may even. regrow lost limbs. in 
time. Additionally, those slain in the never-ending confics on, 
Ysgards fields of baile rise each morning. as if true rsurnstion 
had been cast on them, fully healed and ready to fight ane. 
Only. those who suffer mortal wounds on Ysgands barlefields 
get the true esurecton effect dead characters brought to Ysganl 
dont spontaneously revive 
J+ Mildly chaos-aligned, Lawful creatures on Ysgard take a—2 pen: 
{alty on all Charista-based checks. 

Random Encounters: Use the Beaific Encounters table (page 
167) for random encounters on Ysgat. 


Example Ysgard Site: Plain of Ida 
This great field is located near the great fre city of Himinborg, 
the largest population center on Ysgard top layer, The Plain of Ida 
hosts daily festivals where warriors can launt their mettle. Hes, 
bravery and skill in battle is valued over all els. Ith also batl- 
field where tival armies clash by day only to xevel in Himinborg’s 
taverns by night 

Characters who wind up on the Plain of da area likely 10 be 
‘thrust into the maelstrom ofa battle as they are to explore the cat>| 
rival atmosphere of festival of steel. 

To drawa map fora mas batl, use the battlefield guidelines in 
the Plains Terrain section (see page 91). The combatants on the 
Pain are generally mercenary companies that wander the Planes, 
Because soldiers rise the next morning, the Plain of ka a useful 
tool for units thar want to hone their mass battle skills 

‘Almost any kind of creature can be found on the battlefield. A 
phalanx of dwarves might stand resolute againstan assault by bal 
celestial giants. A honde of slaadi might overrun githyankl merce 
naries, only to be routed by.dragon-mounted githyankt reinforce 
‘ments. If the characters find themselves in the middle ofa bart, 
they have to combine siplomacy.with combat prowess to avoid 
being crushed by both sides, 

‘Major battles happen only one day in three, on average. Fest 
vals are.common on the other days, featuring a variety of 
sideshows, midway booths, and merchants surrounding the main 
event, which is always a test af martial prowess, Sword duels, 
Jousts on exotic steeds, wrestling matches, archery tourneys, and 
even grand tugs-of-war are common on the Plain of Ida, with 
many spectators and participants traveling from Himinborg, The 
prizes are often substantial, but the.competition is fierce. The fer 
tivals attract faitgoers from across the Great Wheel, so they always 
offer diversions and intrigues for the less athletically minded. 

With a guaranteed rue resurrection if they fall, many characters 
will find battles on the Plain of da foo tempting to pass up, Defeat 
still has its price, however, because victorious armies often loot 
the bodies ofthe fallen. Some characters might lose but nat tech: 
nically die (being turned to stone, banished from the plane| 
entirely, or taken prisoner), 


EVER-CHANGING CHAOS OF LIMBO. | 
Limbo isa plane of pure chaos. Untended sections appear as oil: | 
ing soup of the four basic elements and all their combinations, 
Balls of fire, pockets of nr, chunks of earth, and waves of water 
battle for ascendancy until they. in turn are overcome by yet 
‘another chaotic surge. Landscapes similar to ones found on the 


‘Material Plane drift through the miasma: bits of forest, meadow, 
ruined castles, and small islands. Despite the plan's inhospitable 
environment, the slaadiand the githzerai cll Limbo home. 

Limbo has no layers. Or, iit does, the layers continually menge 
and part each is as chaotic a the next, and even the wisest sages. 
would be hardpressed ta distinguish one from another 

Limbo has the following traits. it 

|+_subjective directional gravity. 

+ Highly morphic. Limbo is continually changing, and keeping al 
particulararea stable is difficult.A given area, unless magically 
stabilized somehow, can react 10. specific spells or sentient 
thought. Left alone, it continually changes. For mote inform 
tion, see Raw Limbo under Limbo Terrain, below, 

* Sporadic elementdominant. No one element constantly dom- 
inates Limbo. Each element (air, earth, fie, and water s dom: 
inant from time to time,s0 any given area isa chaotic, dangerous 
bolle elemental dominance can change without warning, 

+ Strongly. chaos-aligned. This trait does not apply within the} 
‘walls of githzeral monasteries (but it does apply in githzeral) 
cities). 

+ Wild magic. Spells and spell-like abilities function normally 
within permanent structures or on permanently stabilized 
landscapes in Limbo, However, any spell or spel-like ability 
used in an untended area of Limbo, oF an area temporarily 
controlled, has a chance to go awry. The spelleaster must make 
a level check (120 +spellcaster level) against a DC of 20 + the 
level ofthe attempted spel. f the caster fails the check, roll on 
the table on page 150 ro determine the exact effect 
Random Encounters: Alternate between the Beatifle Encoun 

ters table and the Abyssal Encounters table (page 167) for random, 

encounters in Limbo. 


Limbo Terrain 
There are two kinds of terrain in Limbo. The vast majority of the 
plane is uncontrolled, raw Limbo, but here and there.are islands 
of more able terain—usully eat, bt sometimes another 

‘Raw Limbo: To drav an encounter map of raw Limbo, scatter 
Arregular areas of fire, water earth, and high winds across the grid | 
‘Asa rough guide, make each area roughly 40 fet square and puta 
15-foot gap between ateas. But because this isthe plane of ultimate 
chaos, you should vary widely from this guideline 

Roughly one-quarter of the areas are fire-dominane (dealing 
S410 points of damage pet round and seting characters on fire), 
one-quarter axe water-dominant (essentially free-floating blobs of 
water), one quarter are air dominant tornadoes (as described on 
page 94) and one-quarter are simply earth, 

‘Every round, at initiative count 0, the areas of raw Limbo shift. 
For each area, roll 1d8, This determines the direction that a partic 
tulacacea will shifi, with 1 being back toward the top ofthe map 
tnd 2 through 8 counting clockwise in 45-degree increments 
Then, shift the entire area Ld squares in that direction. 

If fire-dominantand.warersominant areas overlap after the 
shift they cancel each other out within the area of the overlap, 
changing the shape ofboth areas and leaving the area ofthe overlap 
outside both areas. The same thing happens ifan air-dominant and 
earth-dominant area overlap, Other overlaps (fie and eatth, for 
example) have the full effects ofboth elements in the overlap area 

Stable Areas: Most of Limbo’ living inhabitants.temain in 
the stable areas free ofthe plane’ shifting elements. Often these 
stable areas are chunks of earth and stone up toa half-mile acros, 

| occasionaly.a lake of stable water, ora massive, roiling firestorm 

{will appear. 


Example Limbo Site; Monastery of Zerth’Ad' lun 
‘One of many githzerai monasteries on the plane, Zerth’Adun fol- 
lows.the teaching of Sensei Belthomias, a 16th-level monk.. 


Belthomias teaches a specialized martial art (as do many mionas- 
teries), and shose students who fully embrace his teachings are 
also called Zerth cenobites. Those who practice zerthi—“Zerths| 
teaching” in the githzerai tongue—claim ro peer a moment inta| 
the furure in order to aid their martial expertise. 

From the exterior, the monastery appears almost like a small 
lade of stone spires and towers layered around a sphere about a 
quarter-mile in diameter. Taking full advantage ofthe subjective 
‘gravity of Limbo, the interior of the monastery has winding sais, 
that connect “floors” 10 ‘walls’ or “ellings” All the sucfaces are 
really floors for those who dont mind adjusting their own subjec 
tive orlentation 

Vast halls provide room for mass martiaLarts training, while 
fhundreds of tiny cells lighted by dim candles provide privacy for 
‘individual meditations. The schedule of a monkat-Zerth Adlun s, 
strict and harsh, but the rewards of the spiit are considered sul: 
cient compensation. 

Mapping the monastery—even enough of it for an en- 
counter—is difficult because the best fame of reference seems 0 
change from square to square, Simply throw in as many dungeon 
clements as you can, making sure to xotate some and turn others. 
upside down. 1fthe characters fight the monks of the monastery, 
have the monks jump fromceling to wall, using subjective gray 
ity:to ight themselves when they lan. 

The- monastery welcomes vistors and may-put. them up for as 
Jong.as.a week in quarters set aside for hospitality. Nongithzera 
Who are interested in studying atthe monastery are allowed to do} 
so—Belthomias is impressed by any nongithzeral. who can sur 
vive Limbo long enough to find the monastery. The supplicant 
‘must be willing to spend afew months in the monastery learning, 
the basics and abiding the schedule of a cenobite. Then Beltho- 
rmias poses a series of three tests, one of which involves fighting | 
slaadi, one of which involves controlling Limbo, and one of which. 
Involves a quest to the Material Plane (often to the subtertaneat 
homes of the mind flyers), 


WINDSWEPT DEPTHS OF PANDEMONIUM 
Pandemonium is a great mass of matter pierced by innumerable 
tunnels carved by the howling winds ofthe plane. It is windy, 
noisy, and dark, having no natural source of light. The wind quickly 
extinguishes normal fies, and lights that last longer draw the 
tention of wights driven insane by the constant howling wind. 

Every word, scream, or shout i caught by the wind and flung 
through all the layers ofthe plane. Conversation is accomplished 
by shouting, and even then words are spirited away by the wind 
before thes. vel farther than 10 fee. 

The stale wind of Pandemanium is cold, and i steals heat from 
unprotected travelers, The endless gale buffets each inhabitant, 
blowing sand and dire into eyes, snuffing torches, and carrying 
away loose items. In some places, the sind howls so fiercely that t 
lifts creatures off thet fet and carries them for miles before dash 
ing their forms against some dark cliff face. 

{Ina few relatively sheltered places, the wind dies down o just a 
breeze carrying haunting echoes from distant parts of the plane, 
though hese sounds are vo datored that they sound ke cies 

Pandemonium has four layers: Pandesmos, Cocytus, Phlege: 
thon, and Agathion, Pandesmos, the highest layer, has large cav- 
cerns and. passageways, with Cocytus and Phlegethon having pro 
gressively smaller and mote rugged caverns. Agathion has only 
isolated caverns, with no tunnels linking them, 

Pandemonium has the following traits 4 
+ Objective. directional graviry In the. cavernous minnels of! 

Pandemonium, gravity is oriented rowand whatever walla crea 

‘ures neatest.Thus, there is no normal concept of flor, wall and 

ceiling —any.surface isa floor if youre near enough to it. Rane 

narrow. tunnels exactly cancel out gravity allowing a traveler to 


shoot through them at incredible speed. The layerofPhlegsthon 
isan exception—there, the normal gravity. ait applies 

+ Divinely morphic. Specific powerful beings sich as the deity 
Erythnul can alter Bandemonjum...Ordinary. creatures find 
Pandemonium indistinguishable from the Material. Plane-(it 
has the alterable morphic tnt for them, in other words), Spells 
and physical effort affect Pandemonium normally, 

[+ ildly chaos-aligned 
Random Encounters: Use the Abyssal Encounters table (page| 

|167) for random encounters in Fundemonium, 


Example Pandemonium Site: Hawler’s Crag 
‘Howler’ Crag is a jumbled pile of stones, boulders, and worked 
stone, as ifa giant's palace had collapsed in on itself, standing in 
the center of Cocytus. The Crag’ top is a mostly level platform 
about 10 feet in diameter with a low wall surrounding it.The plat 
form and those.on it glow with an ephemeral blue radianee, The 
Hower reaches of the Crag are riddled with small burrows, Some 
are deal ends, but others connect. The wall of every burrow is cov 
Jered with writing in lost alphabets that supposedly spells out 
strange psalms, liturgies, and strings of numerals or formulas 

Natives of Pandemonium say that anything yelled aloud from 
the top of the Crag finds the ears of the intended recipient, no 
matter where that recipient is on the Great Wheel. The words of 
the message are borne on a shrieking, frigid wind 

Demons of various sorts have learned that visitors constantly 
Arickle to the Crag, The visitors are usually archaeologists, divin 

‘or those wishing to send a message to some ost friend or 

‘enemy, Most become the prey of the ambushing fiends 

Howler’ Crag is large enough to provide its own gravity, char 

{heterscan simply walk up it without needing to climb, To make an 

encounter map for Howlers Crag, draw itas ifthe Crag were the 

floor (covered in dense rubble; see page 90). Include a number of 

{buerows, which are.each 10 feet in diameter, The, fiends that 

‘waylay travelers often hezrous and nalfeshnees) will emerge from 

the burrows when they sense the presence of visitors 
‘Aselseivhere on Pandemonium, a fight on Howlers Crag takes 
place among.sttong winds. Attacks with ranged weapons have a2, 
Penalty due tothe winds, and a Tiny ox smaller creature must sue=| 
‘ceed on a DC 10 Fortitude save each round ot be knocked down. 
Sometimes the winds that buffet Howler’ Crag are even more 
powerful. Forthe effects of strongersvinds on combat, see page 9 


INFINITE LAYERS OF THE ABYSS 

The Abyss is.all that is uply all that is evil, and all chat is chaotic 
reflected in infinite variety through layers beyond counting.lis 
tually endless layers spiral downwatd into ever more atrocious 

{forms. Conventional wisdom places the number of layers ofthe 

[Abyss at 666, though there may be far more, The whole point of 

|the Abyss, afterall. is shat ics far more terrible than conventional 

wisdom could ever encompass. 

Each layer of the Abyss has its own unique, horrific enviton-, 
ment, No theme unifies the multifarious ayers other than their 
harsh, inhospitable nature. Lakes of caustic acid, clouds of nox 
ious fumes, caverns of razor-sharp spikes, and landscapes of, 
‘magma are all possibilities. So are les immediately deadly. ter 
rains such as parched salt deserts, subtly poisonous winds, and 
plains of iting insects, 

The Abyss is home to demons, creatures devoted to death and 
destruction. A demon in the Abyss looks upon visitorsas food ora 
|source of amusement. Some see powerful vistors as potential 
secruits (willing or not) n the never-ending war that pits demons 
against devils, known asthe Blood War. 

The Abyss has the following tats, 

+ Normal gravity. The top layer of the Abyss (called the Plain of, 
Infinite Portals) and many. other layers have the normal. grav 
fty trait, but other layers of the Abyss can contain different 
gravity traits 

+ Normal time. Time lows atthe same rate in the Abysias on the 
Material Plane. However, rumors persist of «layer where tin 
flows backward with regard to aging, The xeverse flow is erratic. 
however, and a. visitor could be reverse-aged to childhood ot 
‘out of existence altogether 

+ Divinely morphic, Entities at least as powerful as lesser deities 
can alter the: Abyss Less powerful creatures find. the. Abyss 
indistinguishable from a normal Material Plane (the alterable 
morphic trait) in that the plane can be changed by spells and 
physical effort, 

+ Mixed elemental and energy traits Tis trait varies widely from 
layer to layer. Inthe Abyss asa whole, noone elementariype of 
energy constantly dominates, though certain ayers have a domi 
nant element or energy, ora mixture of two oF more 

+ Mildly chaog-ligned and mildly evikaligned, 

Random Encounters: ise the Abyssal Encounters table (page 
167) focrandom encounters the Abyss. 


sa Dernon aries bate inthe Ay, 


Random Abyssal Layers. 
‘Whar ifyour characters wind up being ent to the Abyss asa 
result of an adventure gone wrong? Or what ifthe flee powerful 
demons by jumping through the nearest portal? 

Use the following table 1o randomly. determine the general 
characteristics of an_unknown layer. If desited, roll twice (or) 


more) and combine the results ; 


ox Type of Layer 
01-05 ‘Aiedominant 
96-10 ‘Blood War battleground (demons against devils) 
M5 Burning hellscape (mix of magma and stone) 
16-29 Demonic city 
2-25 Desert of sand, ce, salt, or ash 
26-30 Earth-dominant 
3-35 Fire-dominant 
36-40 Feud swamp (filed with predators) 
fe Mixed elementdominant (as Limbo) { 
[46-50 Mountainous 
51-55 [Negative-dominant (minor or major) i 
56-60 ‘Normal (as the Material Plane) 
61-65 Ocean of water 
66-70 Realm of powerful Abyssal entity 
n-1s Sea of acid 
76-80 Sea of insects 
81-85, Sea of blood 
86-90 Subterranean 
1 nas Undead realm 
96-100 ‘waterdominant 


Example Abyss Site: Demonweb Pits 

The ééth layer ofthe Abyss is home to Lolth, the Spider Queen. 
The plane folds in upon itself so that it resembles great wveb. A 
dizzying ary of web pathways interconnect with fractal com 
plexity, Bach strands strung with portals onto.she planes where 
Lolth issworshiped. Lolth’ palace is suid to. be a.mobile iron 
stronghold shaped like a spider, perpetually crawling across bet 
planar web. 

To daw an encounter map for the Demonweb Pits, design.a 
criscrossing network of 20foot-wide walkways suspended magi: 
cally in vast cloud of sold fog (as the spell), The fog stays 1d4xt0, 
feet away from the pathvvays.s0 characters can sometimes glimpse 
‘other parts ofthe web that are above, below, or to the side of the 
path they're walking on. 

the web twists and turns in.on itself, but i always appears per 
fectly level, even when it corkscrews upward. or downward. 1's 
possible to make four right turns and wind up underneath the 
point where you started, without encountering a slope ot stairs. 
{Characters who fall—or are bull rushed—off a walkway fall at 
‘only. 60 feet per round (as.the feather fill spell), and they take no 
damage when they land.on another walkway (which might be 
miles below where they started), 


TARTERIAN DEPTHS OF CARCERI 
“The prison plane of Carceri seems the least overtly dangerous of 
the lower planes, but that frst impression quickly disappears. Acid 
seas and sulfurous atmospheres may_be are on this plane, and no 
areas of biting cold or infernos of raging heat exst.The danger of 
Carceri isa subder thing. 

‘The plane isa place of darkness and despair. of passions and 
poisons, and of kingdom-shattering betrayals. On Carcet\, 
‘hatreds run ikea deep, slow-moving iver. And there's telling 
what the flood of treachery is going to consume next. Iti said 
hata prisoner on Carceri may only escape when she has become 
stronget than whatever imprisoned her there. That's difficult 
task on.a plane whose very nature breeds despair, betrayal, and. 
selfhatred 


‘Caxceri consists of six layers: Orthrys, Cathrys, Minethys, 
Colothys, Borphratys, and Agathys. Each layer consists ofa series 
of orbs like riny planets. A gulf of air separates each orb from the, 
next. On a particular layer little distinguishes one orb from the. 
_next, and its possible that the number of orblike planets on.each 
layer is infinite 
| Carceri has the following taits. 

‘+ Normal gravity, On the orbs, gravity is normal. Between orbs, 
there is no gravity, which eases travel for those who ean. ly 

___ beyond the clutches of each orbs gravity. 

+ Divinely morphic. Nerull and any other entity-of lesser deity 
status or greatercan alter Carceri, More ondinary.creatures find 
‘Carcer\ indistinguishable from the Material Plane, it responds 
to spells and physical effort normally 

+ Mildly evilaligned, 

Random Encounters: Use the Abyssal Encounters table (page 
167) for random encounters on Carceri 


Example Carceri Site: Sand Tombs of Payratheon 
{Payratheon is the name of a vanished city built on an orb of 
‘Minethys eons ago, That city is long buried under sand dunes, 
but its sand-drowned avenues, crumbled towers. and silted port: 
os still remain far below the shifting surface ofthe layer. Some: 
times the shifting sands reveal Payratheon for an hour or a 
Jonge but itis always engulfed again by.the.sands.smothering 
‘most creatures that were tempred by itsappedrance and entered 
the sand-blasted city. 

Resourceful adventurers have burrowed down to find outlying, 
suburbs ofthe city during is phases of submersion Tales of terror | 
‘alk hand in hand with these accounts, which tell of dragonike. 
‘sand gorgons” that swim through the sind asf i were water. Also | 
mentioned are the remnants of former inhabitants that force theit| 
way through the strets as petrified undead, so weathered and. 
eroded that little can be discerned of their original race.or size 

To create an encounter map forthe sand tombs, start vith aciy, 
then reduce half the buildings to heavy rubble and damage the 
others in some significant way The riches of Bayratheon ate there 
forthe taking, fr the city was buried suddenly. But the characters 
will have to contend with the sand gorgons (24.HD gorgons with 
burrow speed of 30 fet), nummy lords (see the Monster Mart), 
and other undead eager to slay-and consume the living, And 
they'realso racing against time—a titanic sandstorm (see page 91) 
fs only td hours away, 


GRAY WASTE OF HADES 
Hides sits.ar the nadir ofthe lower planes, halfway between two 
races of fiends each bent on the others annihilation, Thus, it often 
sees its gray plains darkened by vast armies of demons battling 
‘equaly vast armies of devils who neither ask nor give quarter. If 
any plane defines the nature.of true evil, (ts the Gray Waste, 
In the Gray Waste of Hades pure indiluted evil acts as a power 
ful spiritual force that drags all. cteatures down, Here, even the 
consuming rage ofthe Abyssand the devious plotting of the Nine 
Hellsare subjugated to hopelessness. pathy and despair seep into 
everything atthe pole of evil. Hades slowly kill visitors dreams 
and desires, leaving the withered husk of what used to be a fiery 
sprit, Spend enough time in Hades, and a visitor gives up.on, 
things that used to matter, eventually succumbing to total apathy. 
Hades has three layers called “glooms”: Oinos, Niflheim,and | 
Pluton. Uncaring malevolence that slowly crushes the sptit per-| 
{meates each gloom, { 
ales has the following tris 
+ Divinely morphic. Entities of aleas lesser deity status can alter 
Hades. though few deities care r0 reign in Hades. The Gray 
‘Waste has the alterable morphic trait for less powerful eres 
tures. Hades responds normaly 0 spells and physical effort. 
“Strongly evikaligned. 


+ Entrapping. This is 2 special. trait unique to. Hades (although 
Elysium has a similar entrapping tat), A nonoutsider in Hades 
experiences increasing apathy and despair while there. Colors 
become grayer and.less vivid, sounds duller, and.even the 
demeanor of companions seems.to.be more hateful At the 
conclusion of every_week spent in Hades, any. nonoutsider| 
must succeed on a Will saying throw (DC 10 + the number of} 

{ consecutive weeks in Hades), Failure indicates thatthe individ 

ual has fallen entirely under the control ofthe plane, becoming] 

petitioner of Hades, 

Travelers entrapped by the inherent evil of Hades cannot leave 
{the plane of their own volition and have no desire to do so, Mem: 
‘ories.of any previous life id into nothingness, and i takes a wish 
‘or minal spell to return such characters to normal 

Random Encounters: Alternate between the Abyssal Encoun- 
ters table and the Hellish Encounters rable (page 167) for random 
encounters in Hades, 


Ekample Hades Site: Underworld 
JOn.the gloom of Pluton, the Underworld is contained within 
walls of gray marble chat strech for hundreds of miles and are vis 
ible for thousands of miles beyond that. Sometimes the souls of 
creatures who have died particularly tragic deaths come here, 
rather than triveling onward to theie final reward 
‘Asingle double gate pierces the marble walls ofthe realm, Con- 
structed of beaten bronze, the gates are dented and scarred by he 
oes intent on getting past. However, the gates arealso guarded by 
[aLterrible fiendish beast,» Gargantuan.thtce:headed hound made 
{from the squitming, decaying bodies of hundreds of dead spirits 
Beyond the gate the inside ofthe realm appears much ike the ou 
|side. Blackened trees, stunted bushes, and wasted ground dominate 
the landscape. To draw af encounter map fr the Underworld use the 
| guidelines for sparse forest see page 87), but replace any.undergrowth, 
{with light rubble, Gray, wraithlike sists wander through this realm, 
‘on the verge of being sucked completly dry ofall emotion by the spr 
‘tual decay of the plane, When they lose the last shred.of emotion, 
thele remaining essence becomes one with he gloom of Pluto. 
‘Sometimes, great heroes or desperate lovers ftom the Materia 
Plane travel to this layer via tributary ofthe River Styx or portals 
hidden in great volcanic fissures, They come ro the Underworld 
because they believe that they can find the spirit ofa friend or] 
loved one and extricate that spirit from a hopeless eternity, The 
hound cant be bargained with, burifthe characters manage to get 
Inside, they'll have fo negotiate with powerful ghosts and out- 
siders to find the soul they're looking for. Whatever the characters 
seek here, the Underworld is sure to exact.a price. 


BLEAK ETERNITY OF GEHENNA 

{Gehennas top layer borders Hades and the Nine Hells, soit is not 
Jpleasintplce. Floating inan impenetrable, infinite void ae volcanic 
‘mountains seemingly without base ot peak. They are only finite in 
the strictest sense ofthe word, measuring hundreds of thousands of 
mils in each direction. single volcanic mountain dominates each 
ofthe four layers of Gehenna, though lesser volcanic earthbergs drift 
and sometimes snash int the greater mountains. 

No naturally occurring level place exists in any ofthe layers; all 
the slopes are at least 45 degrees, and many ate akin 0 sheet cif. 
Gehennai fiendish inhabitants have carved artificial ledges, some 
large enough for entre cities, and switchback paths to connect 

{them. But those edifices have a tendency to break apart sending 
[their builders on a long. sliding fall down the mountain. 
|_Gehennais four layers are Khalas, Chamada, Mungoth, and 

_fistangath. Each layer is differentiated from the other by its degree 
{of volcanic activity. 

(Gehenna has the following traits, 

‘Normal gravity, Gravity is similar to that of the Material Plane, 
bbutnaturally occurring voleanic mountains seem to float free in 


an infinitely larger void. Gravity is normal on the steep slopes. 

cof mountain, and a fall causes a creature to tumble until a| 

chance ledge catches it, or until continued abrasions from the 

Jong fll completely shred the victim. 

{+ Divinely morphic. Lesser deities can alter Gehennas mountain: 
cus landscape. Ordinary creatures find that Gehenna iss alter 
able as the Material Plane. 

+ Mildly evilaligned 

Random Encounters: Use the Hellish Encounters table (page 
167) for random encounters in Gehenna | 

Example Gehenna Site: Valley of the Outcast 

Mungoth, the third layer of Gehenn, isa cold place. The light of 
scattered volcanic vents is equivalent to that af full moon, 
making navigation across the icy slopes difficult. Mungoths.fea- 
tures are further masked by heavy precipitation, in.the form of 
{both snow and ash, That makes ita good place for those who dani, 
‘want to be found 
|__A deep chasm contains a.well-hidden realm sheltered from the. 
lever-present acidic snow, Built of equal parts basaltic rock and 
ant bones sa rough caste, The castle is scaled vo the proportions 
of its master, an outcast fire glant wizard named Tastuo. Her eight 
siblings, fellow: outcasts also teside in the castle, 

The fiends who rule Mungoth have several intetlocking con: 
tracts with Tastuo, which helps ensure the valleys safety should 
her enemies ever find her. Tastuo never names those. enemies, 
but her predicament makes her sympathetic.to the plight of tav-| 
{elers seeking asylum. Thus, the Valley of the Outcast doublesasa. 
‘way station for visitors in need, but only if they can find it. And 
the fiends of Mungoth are always looking for inteuders— 
Tastuo' protection doesnt extend beyond her castle walls 

To draw an encounter nap for the area near the Valley of the 
Outcast, use the guidelines for forbidding mountains (see page 
89). Then cover al surfaces with snow, deep snow, ot ice as you 
see fit, 

The snow-ash mixture on Mungoth deals td4 points of acid 
damage pet minute of exposure. Only artifical steuctures ot cav 
‘ems offerany lasting protection against the snowfall, which blows 
through any given area Soi of the time. 


NINE HELLS OF BAATOR. 
This plane, sometimes simply called Baator or Helis the ultimate 
realm oflawand evi, theepitome.of premeditated, crafted cruelty. 
The devils ofthe Nine Hells all obey.a higher law than themselves, 
but all that really means is that they chafe and rebel against their 
status. Most will undertake any plot or action, no matter how foul, 
toadvance themselves 

The Nine Helly compare well with any other lower plane in 
terms of sheer diversity of vileness. Devils are more cunning, 
more subtle, and more dangerous than other fiends—orsosay the 
devils demon revels in slavering, insane, evil power, but a devil 
always has an agenda, plan of attack, and a carefully conceived 
plot for retibution lf necessary. 

Buator consists of nine layers, each lower than the next like 
ledges stepping down into an eversdeeper pit. From top to bottom, 
they are Avernus, Dis, Minauros, Phlegethos, Stygia, Malbolge, 
Maladomini Cania, and Nessus 

‘The Nine Hells have the following tats 
+ Infinite size. Each layer extends outward infinitely, but the ci 

ccumference af each inner ledge (which opens anto the Pit and 

thenext lower layer) i finite = 
+ Divinely.morphic, Entities of atleast lesser deity status can alter, 
the Nine Hells, Ordinary creatures find thatthe Nine Hellsisas 
alterable.as the Material Plane 
+ No elemental or energy traits. Elemental and energy influ 
ences ate balanced, except on the layer of Phlegethos (which 
hhas the fie-dominant trait) The layer of Cania is bitterly cold 


and has a special cold-dominant trait. Creatures there take 
sxit0 points of cold damage each, round.they're away from 
shelter of some kind 
+ Mildly awaligned and mildly evikaligned. 
Random Encounters: Use the Hellish Encounters table (page 
167) for random encounters inthe Nine Hells. { 


Ekample. Nine Hells Site: Bronze Citadel 
[This brutish, unimaginative city on Avernus covers dozens of] 
‘square miles and fearures.rwelve concentric ring walls, each brs: 
sling with war machines, The city is filled with bundreds of thou 
sands of lesser devils ofall kinds bound for the Blood War. 

Because Avernus isthe likeliest beachhead for any massed de- 
‘monie attack, fortifications are always being added to the Bronze 
Citadel. Work gangs of lesser devils constantly expand the city 
‘The construction isso pervasive that bone scaffolding is as likely 
to be supporting given wal 3.0, 

‘To.create an encounter map for the Bronze Citadel, start with), 
the battlefield elements described in the Plains Terrain section} 
(Ge page 91). Then add walls, rowers and gatehouses described in| 
the Urban Features section (page 99), and augment both with 
ragical features such as flaming surfaces (which deal damage asa 
wall of fie spell) self-firing ballistas, and spikes that grow out of 
the wals (a tap triggered by the proximity of enemy troops). 

‘Any kind of devil can be found here. Even a fight with low-level 
devils will quickly escalate, because the devilarmiesare disciplined 
‘enough to train their troops to report to their commanders that 
{they're under attack. Unless they employ stealth, characters will 
| work their way up the food chain, eventually facing horned devils, 
lice devils and pit fiends sen to find out hat. the commotion is. 


INFERNAL BATTLEFIELD OF ACHERON 

The hue and cry of battle is the first sound a soldier hears when 

arrivingon Acheron and the last sound a refugee hears when leav 

Ing.‘That’ all Acheron offers; conflict war, strife, and struggle 

‘Many armies populate Acheron, but leadees ate scatce, Truly, 

rebels without a cause are common on Acheron, whether they're 

rmoruls, fiends, or celestial { 
‘Avalay, Thuldanin, Tintibulus, and Ocanthus are the layers of| 

‘Acheron, each made of island: of even continentszed ion cubes 

floating in an airy void. Sometimes the cubes collide, and echoes of 

past collisions linger throughout the plane, mingling with the ring 

‘of sword on sword as armies clash across the faces of the cubes, 
‘Acheron has the following tats. 

+ Objective directional gravity, Which way is down depends on 
which face of cube you're on. Walking across edges between 
faces can be dizzying forthe inexperienced. 

+_Divinely. morphic. Acheron changes at the whim ofits deities. 
Ordinary. creatures must use spells and physical effort to 
change the infernal battlefield 

+ Mildly law-aigned. 

Random Encounters: Use the Hellish Encounters table (page 

167) for random encounters on Acheron, 


Example Acheron Site: Thuldanin's War-Cubes 
The cubes ofthis layer are riddled with pockets and hollows. Sur 
face pits lead down into labyrinthine spaces cluttered with the 
refuse of every war that was ever fought here. 
Broken scraps ofa myriad of devices are everywhere, Great ships 
thar have burst asunder, toppled siege rowers, enormous weapons, 
| steam-driven carriages, ying devices of every description, and con- 
| traprions with even more obscure sourcesof power and purpose can, 
Joe found within these cubes, Most ofthe tefise is inoperative, peti> 
[fied to stonelike immobility by the preservative” quality ofthe layer. 
‘Scavenging for intact weapons is an occupation for many a 
team ofsalvagers and opportunist, because many quality weapons. 
and engines of war are scartered through the rubble on Thuldanin,| 


ut wise salvagers dont spend too long on Thuldanin, because] 
ceanurescan be petrified just as objects can be. Any given objec or| 
creature asa 1% cumulative chance per 30 days spent on Thuldanin 
of spontaneously. petrifying into stone, Objects or creatures petrified | 
{by the natural qualities of Thuldanin cannot be returned to their pre- 
J vious state, exceptby such high-level magic asa wish or miracle spell 
‘To make encounter maps for the war-cubes, simply create 
{expansive dungeon terrain: large rooms, wide hallways, tall cei 
ngs, and so forth, Then fill much of itwith junk (light rubble or, 
dense rubble), Add arge structures such as catapults, wat galleys. | 
and strange clockwork devices. Finally, add afew statues—unfor-| 
tupate exadventurers who lingeted too long looking for measure. 
‘Characters searching for treasure will undoubtedly confront 
rival salvagers; Thuldanin is known throughout the Great Wheel, 
so almostanyone or anything can be searching the caverns of the. 
‘war-cubes, Not everything in Thuldanin is ruined. Constructs 
such as inevirables and golems might yet be functional, springing 
Jtoaction when the characters draw near.To represent the riches of 
[xh war-cubes, considerall creatures encountered here except the, 
Tconstructs) to have double standard treasure, But rather than put 
ting the treasure with the. creatures. hide itamong,the debris of. 
war and let the characters find the lot 


CLOCKWORK NIRVANA OF MECHANUS 
‘Mechanus is the plane where perfectly regimented order reigns 
supreme. It consists of equal measures ofightand dark, nd equal 
proportions of heat and cold. On Mechanus.alllawis reflected in} 
1 single infinite realm of immense clockwork gears all inter) 
Jocked, all turning according to their own measure. The cogs seem 
to be engaged in.a calculation so vast that no deity knows its pu) 
pose, except that itis somehow a function of law, i 
A first glance, che nature of Mechanus seems straightforwa 
However, subtleties luck ust below the surface. Every kind of law 
can be found in the Clockwork Nirvana of Mechanus, from. 
simple maxims to devilishly twisted rules of decorum, 
‘Mechanus has the following trai 
+ Objective directional gravity. The direction_of “down” is 
oriented tothe face ofeach rotating cog, Walking between cogs 
can be dizzying for newcomers—and dangerous if traveler 
falls berween the cogs 

+ Divinely morphic, Lesser deities. can alter Mechanus with a 
thought; ordinary crearutes require spells and physical effort ro 
doso. 

+ Strongly lawaligned, 

Random Encounters: Alternate between the Helish Encoun- 
tees table and the Heavenly Encounters table (page 167) for 
random encounters in Mechanus 


Example Mechanus Site: 
Fortress of Disciplined Enlightenment 
‘tis structure sits on its own cog, and ts sites and rowers rise 
high into the void of Mechanus. The fortress 2 miles in diame 
tet, and some ofits spites reach twice that height. Inevitables 
enforcing the “dont trespass” law patrol the parapets, keeping a 
vigilant eye out for fiendish infiltrators or colonizing formians, 
‘A group of mortals from the Material Plane called the Frater 
nity of Order are the masters of the fortress The members ofthe 
Fraternity of Order believe that if they can but tease forth every 
Jaw of the cosmos, they-will have the power of the deities To that 
end, they built this stronghold on the plane of ultimate law] 
A horde of clerks, functionaries legal aides, translators, mathe=| 
‘maticians, philosophers. and bureaucrats stat the Fortress of Dis-| 
ciplined Enlightenment. Most belong to the Fraternity. of Order, 
though sometimes visitors are granted access.to study at the 
vauntes libraries of the Fortress. The libraries extend through 
{hundreds of rooms and hold tomes of legal volumes from all over 
the Great Wheel 


Characters seeking knowledge atthe Fortress ate never turned 
away outright, although a blizzard of paperwork must be negoti- 
ated before the fraternity allows access to the library's general 
stacks, To study rarer, testricted tomes, characters must fist com: 
plete a quest for the Fraternity. A typical mission would be to res, 
cue a bitof abstract lore froma well-guarded drow library. i 


PEACEABLE KINGDOMS OF ARCADIA 
Acadia thrives with orchards of perfectly lined trees, ruler, 
{straight streams, orderly fields, and cities laid outin geometrically 
pleasing shapes, The mountains are unblemished by erosion, 
Everything on Arcadia works toward the common good and a 
flawless form of existence. Here, nothing intrudes on harmony 
Its said thar everything an. Arcadia i as perfect as it can be, ne 
thers strictly regimented as Mechanus nor as devoted tothe perfec 
tion ofthe individual as Celestia, Bur this i not entirely accurate. In 
fact the inhabitants of Arcadia ae often so convinced oftheir own, 
{righteousness thatthey are hard-pressed ro recognize their own laws. 
| —aareadia has two Jayers: Buxenus and Abelio. They look similaz, 
Jexcept thar Buxenus holds the armed camps of the celestial 
«dwarves and archons that protect the plane 
‘Arcadia has the fllowing traits 
+ Divinely morphic. Lesser deities can transform Areadia with a 
wave of the hand, but the plane has the alterable morphic trait 
for other creatures 
+ Mildly lavealigned. 
Random Encounters: Use the Heavenly Encounters table 
{page 162) for random encounters in Arcadia 


Example Arcadia Site: Mount Clangeddin 
A perfectly conical mountain, standing apartftomany,range, rises 
atleast thirty thousand feet above the fields below, its peale 
; wreathed in clouds and storms. The greac dwart hero Clangeddin 
Sillverbeard raised this edifice. 

‘The:mountan' interiors are riddled swith great halls galleries, 
‘and dvwarkcarved roads paved with flagstones. Costly. lamps, hot 
tnd cold forges, and citywide feasting halls all provide light and 
‘merriment for the underground visitor Strangers are welcome 
here, especially those who come to onder special weapons from the 
legendary smiths who labor in the hottest portions of the forge 

The celestial dwarves who live within Mount Clangeddin 
spend half of each day drilling, training, and perfecting thei mil 
tary skills to honor thei lod Clangeddin. Visitors seeking to raise 
an army sometimes.come to Mount Clangeddin, tempting the 
dwarves with stories of righteous warfare, Sometimes, the elders 
sre moved by such appeals and assign axes tothe cause 

‘Others come seeking the legendary weapons that bear the mark 

yf Clangeddins smiths. Though Mount Clangeddin is only a small, 
city, weapons of any price can be bought (but not sold) here. 
|--Toudraw an encounter map for Mount Clangeddin, use the 
Dungeon Terrain section (page 59), Hecause the dwarves take theit 
stonecraft seriously, the wall, ceiling, and floors are the highest 
quality masonry and flagstone. 


SEVEN MOUNTING HEAVENS OF CELESTIA. 
‘The single sacred mountain of Celestia rises from an infinite sea of 
holy water to incomprehensible heights. Here, justice, kindness, 
order, celestial grace, and mercy are the rules, Hene, watchful eyes 
hhold the ramparts against evil in all its many forms, Here. all 
things are beautiful. 

‘The Seven Mounting Heavens are the planar home for mortal 
{souls who feel kindness and empathy for their fellow creatures 
{Butitisa paradise that fiends ofthe lower planes would conguer if 
[they. could. Mount Celestia represents.a promise of betterment 

‘nd ultimate union with the powers of good and law for those 
worthy. So supplicants of every stripe ascend the layers, one after 
the other to the ultimate height of the Heavenly City (the sixth 


layed). and from there into the tluminsted Heaven, about which 
nothing is known. 
‘Celestia has the following traits, 

‘+ Divinely. morphic. Celestia is morphic for entities of at least) 

lesser deity status Ir isalterabe inthe normal manner for more 
P ondinary creatures. 
+ Mildly good-aligned and mildly law-aligned. 

Random Encounters: Lise the Heavenly Encounters table 
(page 167) for random encounters on Celestia 


Ekample Celestia Site: Empyrea 
Also called the City of Tempered Souls, Empyrea.sits on the edge! 
of a cold, clear mountain lake, The many healing fountains and 
curative waters in Empyrea can restore withered limbs, lost 
speech, derangement, and life energy itself, those who ail need | 
only find the right fountain, Empyrea isalso known forts healers 
and hospitals, and many a pllgrim sceks to reach this legendary 
cthealth 
nonchaotic characters who seek relatively simple 
‘ures (damage, disease, oF negative levels, for exaple) are freely 
healed. Those seeking cures for more exotic lls (strange curses, 
lost levels, and some rare, vile diseases) must pass the test of. 
Empyrea—ritual combat against an archon.or angel with a CR 
equal to the character’ level. 1f multiple PCs ate fighting, they 
each getan archon or angel to fight. The fight cnet. tothe death, 
but ro unconsciousness—and in fact those who kil their foes out 
right are banished from Empytea, Those who pass the test are 
granted the cure they desire 
The fight takes place in one of many courtyards, an open area 
with slender, decorative pillars and shallow pools of punest water. 


TWIN PARADISES OF BYTOPIA 
Bytopia is unique among, the Outer Planes because the surfaces of 
lts rw layers face each other like the covers of a closed book. By 
ooking up from Dothion, the “top” layer ofthe plane,the.trayelet 

an see Shurrock, is other layer. n similar fashion, one may stand 
on Shurrock and see the towns and farms of Dothion overhead. 

Each layer of Bytopia plane i an idealized world, Dothion is a 
tamed, pastoral landscape, while Shurrock isan untamed wilder 
ness. The philosophy of the plane—petsonal achievement work- 
{ng with social intendependence—infuses both its layers. 

The distance between the.two layers of the plane is about 1 
rile, though sharp mountains tise from either side and some: 
times.meet in the middle, Travel between the two layers is 
‘common by flying as well as climbing the mountains. 

‘yropia has the following traits 
+ Objective directional gravity, ‘Down’ exists in opposite direc 

tions on.the plane's two facing. layers. Gravity is normal until 

‘one crosses the invisible border: between the two layers; then i 

reverses, Those who break throuigh the border find themselves 

falling coward the other plane. 

+ Divinely morphic, Lesser deities can transform Bytopia twin 
landscapes, and other creatures find Bytopia as changeable as 
other Outer Planes 

+ Mildly good-aligned 
Random Encounters: Use the Heavenly Encounters table 

(page 167) for random encounters on Bytopia 


Example Bytapia Site; Mottlegrasp’s Orchard 

Mortlegrasp, an 18th-level celestial gnome wizard, ends an or-| 
chard in rural Dothion where the trees grow rubies, emetalds.and) 
other precious gems. typical tree produces 141,000 gp worth | 
of gems each year.and the orchard covers sever actes. 

Some of Mortlegrasp trees provide far more valuable fruit. He 
can offer fruit of Strength, Dexterity, Constitution, Intelligence, 
‘Wisdom, and Charisma. These objects function as the relevant 
ability-enhancing tomes and manuals (described in Chapter 7), 


providing an inherent bonus to an ability score when eaten. The 
riper the fruit the higher the bons 

Neither money, good deeds, nor fame will eatn.the RCs such 
fruit, Mottlegrasp never parts with his fruit willingly, and he 
politely turns dawn any offers to.do so—with one exception: 
Motdlegrasp will occasionally pay characters in fruit f they guand 
his orchard fora week’ time. 

‘The venerable gnome is no fool. He will hire guards for his 
‘chard only if he suspects a threat will emerge that an 18th-level 
‘wizard on his home turf cant handle, The characters will ikely. 
face peri after peril during theirveek as orchard-guards, 

‘Tadrawan encounter map of Mottegrasp’ Orchard, place trees 
in neat rows of every other square. Every four fows or so, draw an 
irrigation canal (treat asa S:foor-wide trench, because ts rarely 
full of water), 


BLESSED FIELDS OF ELYSIUM 

Flysium is the most strongly good-aligned plane on the Great 

{ Wheel, place of good untrammeled by issues of law or chaos. On, 

tha plang doing wel by hess more highly alued than any 

other ideal 

‘The fist layer ofthe plane, Amoria, is « rit of color. Visitors 
marvel at brilliant green meadows dotted with starburst flowers, 
pools as deep blue asa jay’s plumage, and silver clouds drifting 
against a pertect sky The plane itself seems to vibrate with its own, 
sense of life and intensity Iti usually peaceful place, and tear 
quility seems to sep into the bones and souls of those that cross it 

Elysium consists of four layers strung together by the myriad 

‘courses of the River Oceanus. The first layer i most like the Mate 

rial Plane, with sweet-smelling pines and flowering. tees along its 

banks giving way to open meadows and rolling fields, The second 
layer, Exonia, is rougher and more mountainous, and rapids and 

{falls are common along the channels of the river. Belietin,the third 

layer, isa great marsh awash with life The deepest ayer is the se of 

TThasasia. and the headwaters ofthe great River Oceanus, dorted 

‘wih islands where veteran heroes of good relax for eternity. 
Thesizeof the River Oceanus varies from a braid ofsmaller side 

channels 10a mighty flow that tops is banks and floods she su: 

rounding area. Along the river ate islands, low gravel bats, and. 
rocky promontories, which are often the homes of honored souls 
of the dead and more powerful denizens 

Elysium has the following traits, 

+ Divinely morphic. Elysium is easly altered by deities. Other 
creatures find that.their spells_ancl physical efforts work 
normally here 

+ Minor positive:daminant 

+ Strongly good-aligned. 

+ Entrapping, This is ¢ trait unique to Elysium (although Hades 
has similar entrapping tat). A nanoutsider on Elysium expe 
riences increasing Joy_and satisfaction while there. Colors 
become brighter and.more vivid.than on the Material Plane, 
sounds more melodious and soft, and the nature of others 
seems more pleasant and understanding. At the conclusion of 
every week spent on Elysium, any nonoutsider must make 4 
‘Will save. (DC. 10+ the number of consecutive weeks on 
Elysium), Failure indiates thatthe individual has fallen under 
the control of the plane, cannot leave the plane.of his or her 
‘own volition, and has no desire todo so, Memories ofany prev 
cus life fade into nothingness. and i takes.awish or miice spell 
to return such characters to normal. 

Random Encounters: Alternate between the Heavenly: En- 
ccaunters table and the Beatific Encounters table (page 467) for 
random encounters in Elysium 


Ekample Elysium Site: Heroic Isles 
“These islands are also known as the Isles of the Holy Dead, the 
Hills. of Avalon, and the Islands beyond the World. Here the best. 


of the good:aligned souls who have passed beyond the mortal 
‘world make shee homes, retaining some knowledge and pethaps| 
some possex from theit previous lives. Here hero-kings wait for) 
the day when their nations need them again, and religious schol: 
ars research great mysteries in huge libraries, 

| often these great petitioners made the journey to Thalasia while 
sul alive bur approsching death, whether from age otfrom wounds 
taken in noble bute. Elysium then slowly converted them ro paws 
erful outsiders and they scarcely felt the pang of death. n Thalasia 
they retain their powersand memories but are at peace with them: 
[selves and with others, the ultimate reward for good. Angels guard 
the shores ofeach island, observing vistors silently and ruthlessly. 
swarming any who would break the peace of this place 

Because the dead heroes remember their mortal deeds they.can. 
be sources of information and inspiration forthe RCs. Some may. 
have unfinished business on the Material Plane and charge-she 
characters with righting some long-ago wrong, 

The characters may seck our the Heroic Isles as part of an 
adventure that takes place elsewhere. When the Prophecy of the, 
“Moon Asunder must again be forestall, is useful to get advice 
from the paladin who forestalled ica thousand years ago, 


WILDERNESS OF THE BEASTLANDS 

The Wilderness of the Beastlands isa plane-ofnatute unbound, I 

4s a plane of forests, ranging ftom mangroves hung heavy with 

‘moss to snowall-laden pines to acres of sequolas so thick that no 

light penetsates their canopy. Oak, birches, spruces firs, and. 

‘maples are common here, and explorers into.the plane’ distant) 

corners find great forests of giant fungi and. mushrooms, Vast 

deserts are found here.as well, though they are-handly-barten 

‘wastelands, Cactsalog, and othee desert plans theive in the arid 

parts ofthe Beastlands. 

The air of the Beastiands i ideal for anything that grows. Its 
humid and warm in the swampy tegions, calm and cool beneath 
the sequoas, breezy and clearamong the beeches, and aridand bot 
inthe more open lands 

The Beastlands consists of three layers, each layer fozen at cer 
tain parts ofthe day. The top layet, Kral, isa place of eternal day 
light; Brus is « domatn of perpetual sights and the third layer, 
Karasuthra, is land of night illuminated only by » pale moon, 

The most important.aspect.of the Beastlands is how the plane 
favors animals ofall kinds, Like Arcadia. itis plane heavily pops 
lated by animals and magical beasts, Traditional rows, cites, and 
strongholds are few and far between. Those who make their 
homes here seek to live with the ttees, not against them, 

“The Heastlands has the following traits, 

+ Divinely- morphic. Deities can shape the plane’ rats with 
thought, bur moral creatures must. use spells or physical effort 
tw affect a change in the plane, 

+ Mildly good aligned 
Random Encounters: Use the Beatle Encounters able (page 

167) far random encounters inthe Beastlands. 


Example Beastlands Site: Karasuthra Hunter's Glen 
The lowest layer of the Beastlands, Katasuhra wears a claak of 
continual night. A silvee moon whose phases change slowly hangs 
in the open sky, surrounded by stars that lazily drift across the sky, 
Only few beacons of moonlight piece the thick canopy. ofthe. 
forest here, farming silver shafts that touch the forest floor. __| 

‘Karasuthnis the home of the most dangerous night creates. 
predators relentless in the pursuit of their quarry. Hunters from] 
the Material lane sometimes journey-to-Karasuith looking fr} 
the most dangerous of trophies. Some survive tory second time 

‘Among the most famous game in the place até the white stags. 
“These elusive creatures (treat as celestial chargers: see page 250 of 
the Monster Manual) live for the thrill ofthe chase and consider 
the huntpart. oftheir lifecycle. Even the most devoted defenderof 


good can hunt a white sta, for the stag knows the consequences 
and is willing to be prey. But white stags dant give themselves up. 
‘They take great glee in using their wiles and unparalleled know! 
edge of the forest to confound hunters from other planes. No.crea- 
tures native othe Beastlands will atacka white stag. Instead, they 
turn on the hunters with unbridled ferocity. 
The antlers ofa white stag stretch wide enough that its possible, 

|to-fishion » composite longbow out of them using the Craft bast] 
{ making) skill (making checks against DC 30), Such a bow is consid-| 
jered of masterwork quality and magical enhancements placed on | 
|the how cost 10% less because the antlers have an affinity for magic. 
|_‘To dravan encounter map fora Karasuthra hunter's glen, use 
the medium forest guidelines (see page 87) Simple three- and 
four-room lodges scattered throughout the forest offer visitors 
measure of protection from the creatures outside. 


QLYMPIAN GLADES OF ARBOREA 

|Arborea is crazy quilt of climates and environments all of which, 

{thrive The plane contains great woods of towering maples, birch,. 

‘and oak. These great deciduous tres strain skyward, leaving 3 fore: 

"oor relatively fee of undergrowth and brush The ground beneath | 

the canopy itself is rolling landscape of velvet moss and ferns The 

forestsape sometimes retreats before open glades of wildflowers, 
flelds of swaying wheat and barley, and neat rows of frut trees 
uuntended by any hand. Here are trees that have never seen the 

-woodsmaris axe, lildsrich with grain,and orchards heavy with fruit 

The very air of Arborea seems charged. with anticipation and 
feacitement. Sudden squalls brew up out of nowhere, beating the 
secclined paths with heavy winds. They pass within minutes and 

‘eave behind warm, sunny ares of light-filtering through the forest 

|canopy. In the distance there always seems to be music; sometimes 

{the elves and the fey ate playing, bt ust. as often the faint rune ts 

[merely the wind curling through the boles.of the.great trees, 

|) Acborea i place with flowers in bloom and tres bearing frit 

simultaneously, The uplands ae covered ith snow shining beneath 

‘ crystablue sky. Arborea is almost overwhelming in its beaury, and 

the land embodies both wilderness and loveliness in one package. 
Only the top layer of Arborea, Arvandor, bas the great forest 

Amplied in the name of the plane. Aquallor, Arboreds second layer, 

isan endless ocean, and its third layer; Mithardi, sa borderless 

desert of white dust 
AArborea has the following traits. 

+ ivinely morphic. Deities can change the tats ofthe plane and 
remake.the landscape; mortals must. use spells and physical 
effort to change theit environment 

+ Mildly.good-aligned and mildly chaos-aligned, 

Random Encounters: Use the Beatfic Encounters table (page 

167) for random encounters in Arborea 


Ekample Arborea Site: Canopy City 


‘The celestial elves of Atvandor live in great trechouse cities 
‘among massive redwoods. There they hunt, celebrate, and live the 
‘dealized elven life. But they-treasuite their society with such 
inensity that they'e quick to turn on intruders, A single careless 
‘word can turn the speaker inta.a pincushion of elven arrows. 

‘The canopy cities are not home t0 elves alone. Many elves ride 
celestial giant owls from place to place, and many. fey are welcome 
{nthe treetop city, While the trees support the city, some.treants live 
{nthe canopy city as well—a surprise. to visitors who try-to take a 
shortcut. A canopy city is considered a large city (see page 137). 

}_To dravy an encounter map for a canopy city use the buildings 

|ficm the Urban Features section (sce page 99), but construct chem, 

fof wood anid attach them to tee trunks from 30 feet to 60 feet in, 

{ diameter. Rather than use roads and alleys to connect them, sting. 

|together rope bridges, wooden bridges, ladders, and stairs. Make. 
the bnidge-and:stairs network complicared—the elves ike it that 

‘way.and itl make for more interesting encounters 


CONCORDANT DOMAIN OF THE OUTLANDS 
The Outlands is unique among the Outer Planes because it bor 
dlrs all other Quter Planes. Asa result itis the common ground 
for extraplanar creatures. Beings from infernal and celestial, 
{planes, as well as those of law.and chaos, can be found here, In 

Jaddition, deities of rue neutrality and those associated with ideals 

[such as scholarship or nature have their realms here. 

‘The Outlands is an infinitely large wheel with a great spire 
rising from its center. Qutlanders consider this owering cylindi- 
cal plinth as the heart. of the Outer Planes and the axle around. 

‘which the Great Wheel is centered, This great plinth is clearly vis-) 

ible from anywhere in the plane; itrses above the clouds them 

selves and ascends into unreachable heavens. Sigil the City of 

Doors floatsat the rop of the spire. 

‘Theplane isa broad region of varied terrain, with open prairies. 
towering mountains, and twisting, shallow rivers. Settlements 

{throughout the area are inbabited by a varity of refugees and 

[natives of the plane, But they are small flecks against the greater 

wildness of the Outlands 

TO The Outlands has the following rats. 

“ Divinely morphic. This trait. disappears close to.the center of 
the plane,and.n that area even detiesareaffected by the nature 
ofthe plane. 

+ Mildly neutrakaligned. Unlike on the other Outer Planes al 
alignments are equally welcome on the Outlands 

+ Normal magic, impeded magic, and limited magic. The 
‘Outlands has the normal magic trait far from its central spite, 
but. as one approaches the hub of the plane, spells spellike | 
abilities, and even supernatural powers are further and further 
restricted, Where. the surface of the plinth is neat vertical, 
almost no abilities (and few deitylevel powers) function..__| 
Far from the spire, magic functions normally, At about 1.100] 

miles from the baseofthe spre, the impeded magic trait begins, 

impeding sth-level spells unless the caster sueceeds ona DCS 

Spelleraft check. Closer tothe base of the spire, spells oflower levels 

are also impeded inthis manner, according to the table below. 


Distance impeded Limited 
from Spire Spells Spells Other fects 
Morethan None None None 
1.109 mi 
1100 mi. 9th None. None 
11000 mi, 8th=Sth—-None None 
900i. 7th-Bth__ 9th, —__AlLereatures gain immunity 
to poison 
8001mi, —heSth—_Bth-Bth Psonic spel. abies 
don’ function 
700 mi. Sth-8th th-Sth__Postve and negative energy 
can't be channeled 
600 mi. —4th-Sth—6th-Bth_—_ Supernatural abies dont 
function 
$00,mi.._ 3rd-Sth___Sth-Sth.__ Access tothe Astral Plane 
prohibited 
400 mi 2nd-8th—Ath-8th—_Divne powers of demigad 
rank and lower annulled 
300i. Al_-—«3rd-5th_——_Divne powers of lesser deity 
tank and lower annulled 
200m Al_——2nd-Sth_—_—Divine powers of 
Intermediate deity rankand_| 
lower annulled | 
100 mi. Al AL Alldvine powers annulled | 


The limited magic rit stars to emerge at 900 miles away from | 
the center of the plane, making 9th-level spells and spell-like 


{effects unavailable. Closer to the center, more and more abilities 


‘cannot be used. and finally even deity-level powers are affected 
Extraordinary abilities are never affected by this trait. 


Apyssat Encounters (EL 15) 


d% Encounter Average EL 
(01-10 V madlith (demon) 7 
11-25 1 abyssal greater basilisk 1S 
26:30 Demon troupe: Ynalfeshnee, 1 hezrou, 5 
and 13 vrocks: i 
51-70 Demon troupe: 1 glabrezu, 1 succubus, ood 
and 143 vrocks 

71-90 143 hezrous (demon) % 

91-95 __} death slaad 1B 
96-100 2gray saad! n 
HeLush Encounrers (EL15) 

d% Encounter Average EL 
01-20 homed devil 16 
21-45. Devil troupe: Lice devil, 143 bone devils, 15 

and 244+3 bearded devils 
| 46-70 143 ce devils 5 
|[Zle80_—_2d43 hellwasp swarms 14 
81-85 Id42 formian myrmarchs “4 
36-95 Id4v2 bone devils 3 
96-100 night hag and Y eauchemar (nightmare) 12 
HeavENLy ENCOUNTERS (EL 15) 

d% Encounter Average EL 
(1-25) 19 astral dovas (angel) 6 
26-45 1 planeta (angel) 16 
46460 hound archon hero 16 
61-65. 1.marut (inevitable) 15 
66-851 Yumpetarchon “ 
86-90 14442 formian myrmarchs 4 
91-95 143 Jeonals (guardinal “ 
96-100 Id4+2 avorals (guardinal) ” 

BeaTiFic ENCOUNTERS (EL 15) 

4% Encounter Average EL 
1-15 1dB astral devas (angel) 16 
16-301 planetar (angel) 16 
31-55 143 ghaeles (eladrin) ns] 
56-65 143 leonals (guardial) yr comma 
66-80 1 celestial charger (unicorn) 

81-90 10442 avorals (guardinal) 3 
91-98 T death slaad 1 
96-100 2 gray saad 2 


Random Encounters: Alternateamong all four random Outer 
Plane tables for random encounters in the Outlands. 


Example Outlands Site: City of Sigil 
The heart of the Outlands, and therefore the self:proclaimed 
center ofthe planes, Sigil is known as the City of Doors, Portals 
leading throughout she cosmos lace every district ofthe city Situ 
ated atop the spite itself that rises above the surrounding plane, 
Sigil is ring floating in space, with the city itself constructed 
slong the inside of the band. 

‘Sigil has a number of special tits, one of which is objective 
directional gravity, ‘Down’ is toward the.ring itself. Those who 
escape the ring suddenly find themselves in open ait often plum 
‘meting down the side ofthe spire 

While magic is extremely limited near the spine. the City of 
Sigil has the normal magic tnt 

Sigil has.a huge numberof portal, the sum total owhich is 
{hinknosvn even to the inbabtants. Portilsconnect ro every known, 
‘Outer Blane and every Inner Plane, Portals.also connect Sigil 10. 
‘other locations in the Outlands, Most of Sigils portals require 
‘command wards or special keys in order to make them function, 

Sigilisa trader’ city: Goods, merchandise, and information come 


‘oitiromacrosi the planes. It does brisk rade in informationabout| 
the planes. in particular in the command words or keys required for. 
the operation of particular portals These portal keys are soughtafet 
and usvally.sravelrs.within the city ae looking for a particulat. 
portal ora poral key toll: them to continue on their way. 

Sigil is controlled by.a numberof factions all of which may be 
politely described as philosophers with clubs’ These factions are 
Categorized along the lines of traditional alignments. and they con: 
trol diferent parts ofthe city and different services therein. The. 
ultimate rule of Sigil isan enigmatic being known.as the Lady: of 
Pain, a floating female humanoid with bladelike hait. The ful. 
‘extent of the Lady of Pains abilities is unknown, but itis widely 
assumed that her power equals or exceeds thatof the deities. 

Sigilis huge—ten times the size of a Material Plane metropolis. 
‘Accondingly,.0 gp limit applies when buying or selling goods in 
the City of Doors, and NPCs of any class and level combination 
«can be found there 

To draw an encounter map for Sigil, star with a normal city 
scape and add as much magic to the environment as you can. En: 
ertaining illusions, animated "hotseless carriages, buildings built 
from wall of forse—anything you can imagine probably exists in 
Sigil somewhere. 


RANDOM OUTER PLANE ENCOUNTERS 
‘On this page ate four aljgnmenc-based random-encounter tables 
that you can use ifthe PCs find themselves on-one.of the Outer 
Planes unexpectedly, If you're writing an adventute-that takes 
place on a particular: Outer Plane, you can use.these encounter 
tables as a starting point, designing specific tables that reflect the 
nature of the adventure site and the level of the BCs | 


{As you build your world, youll eventually move onto other worlds 
entirely—new planes where anything is possible. And.if youre 
ambitious, you can create your own cosmology. 


WHAT PLANES DO YOU NEED? 
The cosmology you create should, ft the-needs of your campaign 
‘Assuming thatthe Material Plane of your campmign is essentially 
the same asthe Material Planeof the D&D cosmology, you need to 
decide what your cosmology: will contribute to the campaign. 
Here's lis of features thata typical" D&D campaign needs a cos 
mology.to provide: 
+ Applace for deities to reside or originate from. 
+ A place for fiendish creatures 1 originate from, 
+ A place for celestial creatures to originate from, 
+ Applace for elemental creatures to originate from, 


‘Away of getting from one plane to another 
‘Away for spells that use the Astral Plane, the Ethereal Plane, or 
the Plane of Shadow ro function 
Nome ofthese are.an absolute requirement for your campaign. 

You can nun. campaign without deities tall, or with deities that 
are unreachable or that dont have extraplanar kingdoms. You can 
decide that fiendish and celestial creatures come from the same 
plane, or that all elementals come from the same switling mael: 
strom, Youmay decide that you donit want to have any of the‘Tran: 
sitive Planes in your campaign. 

Youe cosmology.can.teflect your own desires forthe ditestion| 
you want the campaign to take. Ifyou want ro stress the struggle | 
between good and evil, then setting up strongly-aligned planes fo. 
these concepts isan excellent idea. Similarly, if you. wana strong 
conflict between organization and freedom, sttongllaw-aligned. 
and strongly. chaos-aligned planes are recommended, You can, 
‘create add, and subrract planes as you see fit. Af you want a ith 
elemental plane (perhaps elemental cold, elemental wood, or even. 
‘lemental emptiness), you can do so within your cosmology. 


PLANAR TRAITS 
Designing a plane is like designing any other landscape— 
although most planes are. more fantastic and strange.than the 
forests, mountains, and plains that dominate the Material Plane. 


You might include exotic terrain, vast dungeons, mighty for, 


tresses, or cites teeming with weird denizens Inaddition to these 
clements, youll want to establish planar traits rules that define 
hhowa plane works n general terms 

‘The planes of D&D Great Wheel cosmology each have planar 
‘traits that explain how characters move, fight, and cast spells 
there. The Elemental Plane of Fire, for.example, has the fire-dom 
{nank trait, which means that. she very substance ofthe plane deals 
"4440 points of fie damage every round. creatures present on the 
plane. The Astral Plane has.the subjective directional gravity trait 
s0 creatures on the plane decide for themselves which way they 
would like gravity to pul. Limbo has the strongly chaos-aligned 
trsitso nonchaotic characters are penalized there 

‘When you design plane for your own cosmology, choose the} 
[traits described for planes on the Great Wheel (pages 147-150)| 
jot invent your own, You can mix and march the trats from dif 
ferent planes if you like. For example, you could create a plane 
called the Forge of Heaven that was both fire-dominant and 
goodaligned, 

Planae rats usually apply to the plane asa whole, but a plane is 
1 vast place. There may be particular locations within a plane 
where the rules are different, perhaps because of natural effects, 
godly interference, or magical localities, 

‘Aplane usually has traits that describe its gravity, che nature of. 
time on its size and shape, its morphic nature (hav easy tis to 
‘change reality there), its alignment is elemental or energy type, 
and any unusual effects on magic that occur.on the plane. That's 
ot an exhaustive list, however—design whatever planat traits 
yout need to make a plane you create work the way you want i to 


Auiditional Traits 
Here.are some planar tats that arent used in the D&D cosmology 
but that might make good building blocks for planes you. desig, 

Light Gravity; The gravity on a plane with this traits less intense 
than on the Material Plane, Asa resul, creatures find that they can, 
lift more, bur their movements rend to be ungainly. Characters on 
«plane with the light gravity rai tke a~2 circumstance penalty 
‘on attack rolls and Balance, Ride, Swim, and Tumble checks, All 
items weigh half as much. Weapon ranges double, and characters 
sain a ¢2 circumstance bonus on Climb and Jump checks. 

Strength and Dexterity dont choige as a result of light gravity, 
‘but what you.can do with such scores does change. These advan 
tages apply-to travelers from other planes as well as natives 

Falling characters on.a light gravity plane take 1¢ points of 
damage foreach 10 feet ofthe fall (maximum 2044). 

You.can choose to decrease gravity even further, doubling or 
tripling the effect fora particular plane. 

Flowing Time; On some planes time-can flow faster or slower. 
‘One may travel toanother plane, spend. year there, then return to 
the Material Planeta find that only six seconds have elapsed. 
Everything on the plane teturned to is only a few seconds older. 
Bur for chat raveler and the items, spells, and effects working on 
him, that year away was entirely real 

‘When designating how time works on planes with flowing 
time, put the Material Pane’ flow of time frst, followed by the 
same flow in the other plane. Forthe example above, itwould be 1 
roiind = 1 year. For every year on the other plane, one.6-xecond 

round has elapsed on the Material Plane, 

{The clever and the unscrupulous can abuse planes that have 

lowing time. The ability.to step into_a slower time flow for the 

| purpose of healing and regaining spells is an effective weapon, 

against others, Youll be back, completely refreshed, before your: 
foes even know youte gone. Throwing opponents into a plane! 


witha slower time flow may keep them out of action for several 

years and make their return a problem for furure generations 

Enntc Time: Some planes have time that slows down and speeds 

up, soan individual may lose ot gain time as he moves between the 

{two planes. For each plane.with erratic time you create, develop a 

[random generation table ra determine the rate of time's flow: The 
[following is provided asan example. 


4% Time on Material Plane Time on Erratic Time Plane 
01-10 day Vround 

1-40 } day hour 

41-60. V day Vday 

6)-90 Thou day. 

31-100) Vround: Vay 


Youll want ro set how often (by Material Plane standards) plane 
swith the erratic time tat shifts requiring a new roll ofthe dice, To 
the denizens of such a plane, time flows naturally and the shifts 
unnoticed 

fa plane is timeless with respect to magic, any spel cast with a 
oninstantancous duration is permanent until dispelled 

Finite Shape: plane with this trait has defined edges or borders, 
These borders may adjoin other planes or hard finite borders such 
asthe edge of the world ora great all. Demiplanes are often finite, 

‘Sel-Contained Shape: On planes with this tit the borders wrap 
in on themselves depositing the traveler on.the other side of the 
map. A spherical plane is an example of a self-contained, finite 
plane, but there can be cubes, oruses, and fat planes with magical 
‘edges that teleport the traveler to an opposite edge when he. 
‘crosses them, Some demiplanes ate self-contained. 

Static: These planes ate unchanging. Visitors cannot alfect 
living residents of the plane, nor objects thatthe dentaens posses 
‘Any spells that would affect those on the plane have no effect 
unless the plane’ static tat is somehow removed or suppressed 
Spells cast before entering plane with the static rit. remain in 
effect, however; 

Even moving an unattended object within a static plan 
requires a DC 16 Strength check. Particularly heavy objects may 
be impossible o move 

Sentient These planes are ones that respond to a single thought- 
that of the plane itself Travelers sould find the plane's landscape 
‘hanging asa tesult of whatthe plane thought ofthe travelers, elther 
becoming more of less hospitable depending on its reaction 

Alignment Trt: Howa plane develops an alignment trait is « 
chicken-and-egg situation. Certain planes are predisposed to par: 
ticulac alignments, s0 creatures of those alignments tend to settle 
there. This makes the planes even more disposed to cha aig: 
‘ment, and 30 on. That does not have to be true for “home of the 
deities” planes you create 

‘A strongly neutral-aligned plane would stand in opposition to 
all other moral and ethical principles: good, vil law, and chaos. 
Such.a.plane may: be more concerned with the balance of the 
alignments.than.with accommodating and accepting alternate 
points of view. In.the same fashion as for other strongly aligned 

planes (see page 149), strongly: neutrabaligned planes apply’ a ~2 
circumstance penalty to Intelligence-, Wisdom: or Charisma: 
based checks by any creature that isnt neutral, The penalty is 
applied twice (once for law/chaos and once for good /evl), x0 ne 
‘ral good, neutral evil, lawful neutral, and chaotic.neutral, crea 
tures take a2 penalty and lawful good, chaotic good, chaotic evil, 
snd lawful evil creatures takea 4 penalty, 

Dead Magi: These planes have no magic at all. A plane with the] 
dead! magic trait functions in all respects like.an.antimagc field), 
spell. Divination spells cannot detect subjects within a dead magic 
plane, nor cana spellcaster use cleport or another spell to move in 
‘or out, The only. exception to.the “no magic” rule is permanent 
planar portals. which sill function normally, 
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‘ontainéd within thischaprerare » number of wptions for Type of Campaign Points Alowed 
ind NPCS alike, including alternative ability score” Low-powered campaign 15 points 
fgenntaion systems, new races, and new classes: Also pro-_ Challenging carnal 2a pals 
Wied here ar rules for improving characters; new farsi "Tougher campaign 28 points 
lay, ani epic characters. High-powered ama 32 points 


3) Blite Arrays Use the following scores, agranged as 
sited: 15,14, 13418, 10,and # These numbers assuming 


XIS YdldVHD 


Trraddifion to the st lating abil they're assigned to abilities (n an appropriate Way) pr 
presented in the Paver Hi discard th duce characters with at Jess adacent scote in every a 
And arranges desied), here are eight options you might want to». ity thats importantyr the chatacters class, This method. 
Consider using in your ¢ampaign is fasterthan the standand point buy met 
1, Standard Point Buy: All ability sCores start at’, Take 25 for creating charactgs quickly. In facets the method 
poinieto spread our amohgall abilities For ibility scores of 14 or we used fo generate bility stores for the sample NPCS 
Tower you buy additional points on a 1-for't basis, For ability « in Chapter # ot thishook 
scotes higher that tt costea litle more (see the table below 4.The Floating Reroll: ROlL4d6 six times, discard 
Thismethod allowsfor maximum customization, but you should! jng thelowest die eh timestnce during tis process 
expect each PC 0 havearleast one rally wood score. the player can reroll the lowest die instead, Arrange 
scores as desired. higmethod results in slightly 
Anitity Score POINT Costs berfer.charaéters than the'standard Plays Hanlbok 
‘lity Point Ability Point method does, allow{ng players to eitherimpfove a 
‘Score Cost Score Cost particularly bad score or ty to get a very godd Beore 
9 ’ 4 6 For example, if the player tolled 446 and got results 
10 2 15 8 6 1/2, 6, and ¢ fr &Seoke of 4, she might choose to 
" 0 3 16 0 reroll the 1 to seetf she could improve the score 
” 4 a a and possibly even get an ifthe temo came up 6) 
3 5 8 16 5, Organic Characters: Roll 4do six times, discard 
} ing the lowest die each time. Place in order (Str, Dex 
‘i 2, Nonstandard Point Buy: Use thestandard poist buy Con, Int, Wis, Cha) as rolled. Reroll any-one ability 
method! exeept that the player has fewer or more'points for. ¢ — score of yous choice, taking the new rolls 
secsbuying scores.as shown on the table below, higher. Them suvitch any-swo abilitysconessTthis 
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method allows some choice but doesnit let.a player bave all her 
ability scores exactly where she wants them. A character might 
‘have to learn to cope with unwanted clumsiness (just.as in real 
life), or she may have apersonal lent that isnt usual fr a mem 
ber of her class (such asa high Strength score fora sorcere. 
6, Customized Average Characters: Roll ids six times and ac 
range scores as desired. This method produces characters more] 
{like average people but sill allows customization. The player-may| 
{reroll all scores if his ability modifiers total ~3 or lower, or if he) 
\sloesnit have any score of12 or higher. 
| 7. Random Average Characters: Roll 3d6 six times and place 
inorder (St, Dex, Con, Int, Wis, cha) This is the strictest method. 
A frequently generates virtually unplayable characters, but it 
makes high scores very special. The player may reroll all scores if 
her ability modifiers total 3 or lower, or if she doesnt have any 
score of 12 or higher, 
8. High-Powered. Characters: Roll sd six times, discarding 
{the wo lowest dice each time. Arrange as desired. This is just right 
fora high-powered game where the characters need to be really! 
{ood just to survive. The player may reroll all scores i his ability 
‘modifiers dont. total. atleast +2 or if he doesnt have at least one 
score of {5 or higher 


RPGA CHARACTERS AND ABILITY SCORES 
In the new D&D Campaigns program administered by the REGA* 
Network, the ability scores of player characters are generated 
using the standard point buy method. In some older RPGA cam 

{paigns, nonstandard point buy methods are used. For instance, 
characters in the Living Greyhawk campaign are built using the 
26:point nonstandard point buy. method, because it's. a tougher 
{campaign that requires more powerful characters 
}-_Why does the REGA use the point buy method instead of 
rolling dice to generate ability scores? Unlike most home games 
{with one Dungeon Master and a small group of players, RPGA, 
D&D games are played by thousands of players, and are-adjudl- 
‘ated by hundreds of Dungeon Masters, At latge gaming events, 
an RPGA.DM doesnt always play witha familiar group of players, 
or chatacters In these environments, the point buy system pro 
Vides a way for players to customize their characters, while atthe! 
same time enabling the DM to reasonably gauge the power ofall) 
the characters in the game, 

For more information about the D&eD Campaigns program, and 
how to participate in RPGA events, goto. wwwewizards.com/spp 
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‘An easy way. customize a campaign is to change the races that 
playerscan choose from when creating characters 


SUBRACES 
{Tall slim halfings are calle tallfeliows, Sylvan elves are reclusive, 
tough elves who live ithe woods. Mountain dwarves are even 
sturdier than their mote common counterparts These offshoots of 
the standard races ate called subraces. 

Some of the common races ofthe DSD game—dwarves, elves, 
‘gnomes, and halflings—are divided into subraces to showcase 
slight differences in appearance, outlook, and adapration, Aside 
from a few minor differences, members of asubrace resemble 
‘members ofthe race as described in the Payers Handtook. Subraces 
smake player choices varied and interesting, but you might also 
Want rouse subraces that are limited to NPCs. A good way to intro: 
duce a subrace into the campaign is to create an NPC encounter 
With the existing characters. By introducing « subrace as an NPC, 
you demonstrate to the players how you see members of that sub- 
race, Sometimes, players are not interested in laying a new sub- 
race but still appreciate its appearance as a new and interesting 
aspect of your campaign. The major subraces of the common races 


are described in the appropriate entries in the Monster Manual 

You might choose not to allow PCs to be members of subraces. 
Afterall, subraces tend to stray from the archerypal races in the 

Payers Handbook, and.they complicate the otherwise simple (but. 

important) racial choices. Some.of those presented in the Monster 

Jaanwal, such as the drow. duergar, and other evil kinds of crea 
{rures, might be inappropriate to your game. The drow, duerga, 
and svirineblin mightalso he too powerful in relation so the other 

PC rice choices, Sethe Monsters as Races section, page 172 

_an explanation of level adjustment and effective characer level] 

(ECL), If you know the ECL of a new character, you.can tell] 

‘whether that PC is right for your campaign, 

‘To create a new subrace, think of a specific aspect of de 

tion—culture climate, or physical stature, Then, as you look atthe. 
Players Handbook description ofthe standard race, determine what 
changes that deviation would cause to this description. A subrace 
‘ight have different ability score modifications, different skill 
Jhonuses (such as +1 or +2 racial bonus on certain skill checks), 
[diferent favored class, diferent languages, or even different spe 
|clal abilities, such as the dwarf’s poison resistance or the elf’ 
prowess with a bow. 

Keep in mind that the common races have disadvantages taba: 
ance their advantages. A subrace should not haye a bonus 0 
Strength and a negative adjustment to. Charisma without some. 
tuditional considerations since Strength is s0-much more impor 
tant (in general) than Charisma, Instead, that dwarf subrace you 
create might have 42 to Strength and ~2 to Charisma i italsalacks| 
the standard dwarfs darkvision and stoneciunning abilities. Alter) 
natively, your dwarf subrace could have +2 (0 Strength, #2 t0 Con] 
stiution, ~2 ro Deateity~2 to Charisma, low-light vision sather 
than darkvision, and +2.0n Climb checks rather than the stone: 
‘cunning abil. 

In general, strive for balance. Balance an ability. score bonus 
with an equivalent abilicy score penalty Replace a skill bosus.with 
‘abonus toa different skill ora special ability (such as saving thnow 
bonuses or darkvision) with another relatively equal ability. The 
range of different abilities and skill modifications is great, so 
youite on your own in finding the perfect mix for your campaign, 
Look othe subraces inthe Monster Manual fr good examples, and 
consider the following variations as well 

Subterranean: Undergroundedwelling versions of the 
‘common races might have darkvision, stonecunning, and a dif 
ferent set of racial enemies. An elf’ familiarity with the bow—a 
‘weapon more suited 10.outdoor 1se-—might change to familiar 
ity with a weapon bette suited to subterranean use, such as the 
hand crossbow, 

‘Aligned: A subrace might lean toward one particular align 
‘ment, alfcting its culture and outlook rather than its game stati 
tics This subrace might have a diferent favored class or different 
language options 

Magical: Deviations that have grater or les affinity for magic 
would change favored classes, ability-score modifications (partic: 
Jatly to Intelligence, Wisdom, or Charisma), and traits such asthe 
‘gnome’ spell-like abilities, 

Focused: A subrace might have a special attraction to build 
ing things, destroying things, theft, battle, particular animals, 
sailing, nomadic wandering, piety, or virtually anything else that, 
you can conceive. Such a focus probably changes the races 
favored class and skill bonuses and might affect ability score| 
modifications.s well 

Wild: A less civilized version of a common race would prefer] 
classes stich as barbarian and sorcerer-and gain bonuses on Sur-| 
vival or Handle Animal checks. 

Larger or Smaller: Subraces that are larger or smaller than 
jtheic common counterparts offer intriguing options. Medium 
{hallings or Small elves would use rules and equipment similar to 
that used by other characters of their new size, Conceivably, a cam 


paign might have Tiny gnomes or Large halfores. You should be 
wary of Tiny or Large characters, however, because theycalrer the 
‘game in significant ways (for example, they take up much Jess oF 
much mote space in a battle). 

Marine: A marine (or coastal or island) version of a common | 
race might have gills to breathe water, a bonus on Swim checks, 
and an affinity with various forms of aquatic wildlife. You should, 
also be careful not to simply. make marine versions of every-rice 
and creature, since this rapidly becomes too predictable. 

Desert, Mountain, Forest (Terrain or Climate Types):| 
Finally, tetain and climate can be the main determinant for a 
subrace specially suited for the environment in which it lives 
(desert halflings, arctic gnomes, and soon), These subraces differ 
from their standard counterparts primarily in skill bonuses or 
bonus feats, 


COMMON SuBRAces 


Dwarves Elves 
Hill dyarves®™ High elves 

Deep dwarves ‘Aquatic elves (sea elves) 
‘Mountain dwarves Crow (dark elves) 
‘Duergar (gray dwarves) Gray elves 


‘Wild elves (grugach) 
Wood elves (syvan elves) 


Gnomes Haltogs 
Rock gnomes? Light 
Syirnebln (deep gnomes) Tallow 
Forest gnomes: Deep halflings 


* The standard dyarves, elves, gnomes, and halfings described in the 
Player's Handbook 


Example Subrace: Gold Dwarves 
Haughty and proud, the gold dwarves havea civilization approach 
‘ing the peak ofits power, While some are.aloof.and suspicious, for 
the most part they are forthright warriors and shrewd traders, 
Racial Traits: Gold dwarves have all the dseatf racial traits 


described on page 14 of the Mayers Handbook, with the following, 
exceptions. | 
‘+ 42 Constitution, ~2 Dexterity: Gold dwarves are stout and 


tough, but not as quick oragile as other races 

+ +1 tacal bonus on attack rolls against aberrations: Gold darves 
‘ne trained in special combat sechnigues against these bizarre ren 
tures (this replaces the attack bonus against ores and goblinoid), 


MODIFYING A COMMON RACE 
‘Sometimes you may wish to modify one of the common races 
(those described in the Players Handbook). Doing this is different 
{from creating a subrace, because its.achange of larger scope—the 
‘entire common race takes on different characteristics. A campaign 
might not even use subraces but stil have races modified from the 
rules presented in the Players Handbook, 

The main reason you may. vant 10 modify the Payers Handbook 
races isto give your campaign a unique or a specific feel. For 
example, in some campaigns dwarves never use arcane spells. In 
‘ethers, they may be wizenes masters of the arcane arts, 


VARIANT: NO SIDEBARS FOR VARIANT RULES 

In contrast tothe way the rest of the Dungeon Master's Guide is struc 

tuted, this chapters composed of alternative rules, concepts, and ways 

‘of doing things. So, in this chapter, you won't find variant rues set off 

In sidebars—the variant rules are actualy the meat ofthe chapter 
Sidebars are used in this chapter for "Behind the Curtain” topics 

Just as in the rest ofthe book 
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CHANGES THROUGH ADDITION 
AND. STRACTION 
Modifying a race by adding or subtracting aspects is essentially 
like creating a subrace, One DM may find that darkvision is inap:| 
propriate for dwarves inher campaign, while another believes shat 
{in his campaign elves should never die of old age. 

‘While DMs make such changes to give ¢ unique flavor toa cam 
‘paign, these changes ofien end up creating problems.with logic ot 
balance. For example, without darkvision for their dwarves, many. 
{players opt to play a different race instead, and.those who da play| 
dwarves often eventually feel that they made a wrong decision by 
not choosing, say, ahalf-ore. Meanwhile, in the game where the 
‘DM chose to make elves immortal, no actual game balance issues 
arise, yet the players grow dissatisfied with the logical ncongrity. 
IFelves dant die of old age, they ask, why ist. she world swarming 
with them by now? These problems are not insurmountable, but 

{they show that change must be well thought out. Balance takingan 
ability away froma race by replacing it with another, Think 
| through logic problems. and explain them away with a reasonable 
[rationale. For example, elves might have an incredibly low bisth 
‘ate and fight in many wats against evil, keeping their numbers, 
low despite their biological immunity toaging. | 


Example Modified Race: Half-Human Elves 
Half-human elves are half-elves raised by-elves rather than by 
human society. 

Halfhuman elves have all the half-lf racial. traits described on | 
page 18 of the Players Handbook, with the following exceptions.| 
+ HalEhuman.elves.have no racial bonus.on. Diplomacy. and 

Gather information checks | 
+ Halfhuman elves have the same weapon proficiency as elves.) 

They receive free Martial Weapon. Proficiency feats forthe 

longsword, rapier, sbortbow, and longbow, Living among] 

‘people who esteem the ats of swordplay and archery almostal. 

halfhumman elves are familiar with these weapons. 

+ Favored Class: Ward. Haléhuman elves lack some ofthe flex 
ibility of halfelves who are raised by humans. 


CLASS/RACE RESTRICTIONS. 

The parameters ofa campaign can shape the benefits and restric 
tions for playing characters of various races. Sometimes, in order 
to reflect specific roles that you want.taces to play én the cam: 
‘plgn, you can restrict which classes each race can choose from, 
Limitations might include any.orall ofthe following 

‘+ Dwarves.and.halflings cannot be wizards, sorcerers, bards, 

‘monks, druid, paladins, or rangers, 

+ Elves.cannot be druids, paladins, or monks. 

+ Halflves cannot be paladins or: monks. 

+ HalEores eannot be wizards, bards, druids, paladins, or rangers 
‘the fighter class, the cleric class, and.the rogue class are rarely. 
restricted. Each is considered available t0 any race, although you 
«can of course create your own exceptions 

Icis perfectly acceptable for you.to sty “In my world..." and 

then describe whatever changes or restrictions you fel necessary. 
Be prepared for players to complain if you're denying something 
otherwise granted 10 them in the Mayers Handbook forthe choices 
they make. Youre the DM, and it's your campaign. It's important, 
however to: make sue that the players understand the explana 
tions behind these changes so thar they dont fel restricted for no| 
reason, It often a good idea to balance restrictions with extra} 
|allowances-—such as greater starting money, tee skills, or some. 
other small consideration i 


NEW RACES 
‘You can give your players new race options ether by using creatures, 
from the Monster Manual or new creatures of your own design. In 
‘either case, handle this radical change to the campaign with care. 


Monsters as Races 
While every monster in the Monser Manual has the statistics that a 
player would need to play the creatureasa character most monsters 
are not suitable as PCs. The following table lists monster tha are 
easy difficult, and very difficult to incorporate ino a campaign as, 
PCs. Use these lists. as guidelines, but dont allow players to play. 
creatures who have an Intelligence score of 2 or lower, who have.no| 

{sxay-to communicate, or who are so diferent from other PCs th 


they disrupt the campaign. The creatures in the Dificult and Very 


Difficult sections ofthe table, for example. are too problematic for 
{most campaigns) Some creatures have strange innate abilities or 
{grea physical power, and thusae questionable at best as characters 
except in high-level campaigns). For example hil giant dishes 
‘out great amounts of damage, and » PC playing a beholder, with it 
array of magical powers, would be quite unbalancing. Even some 
feature as seemingly innocuous as wings should be considered cate 
fully. The ability co fly.can circumvent interesting encounters at 
jlover levels (particularly outdoors), and it makes sills such as 


‘Climb and Jump meaningless. You should not allow such creatures 


8.2Cs until the other characters ate at a level (around Sth to 7th) 
‘when magical means of flight become common, 


Monsrers as RACES 
Easy (Few Strange Powers) 


Level Level 
Race Adjustment ace Adjustment 
Goblin +0 Tieling “ 
Lobold “0 Centau 2 
Ore +0 Githyanki 2 
‘Ausimar + Githzeral 22 
| Bugbear aT Ef drow ” 
Lowarf, duergar 41 Ogre. 2 
Groll “ Minotaur 2 
‘Hobgoblin “1 Troglodyte 2 
Uardfolk os) Gnome, svietneblin 43, 
Difficult (Strange Powers or Limitations) 
Level Level 
Race Adjustment Race Adjustment 
Lycanthrope,aficted! +2 Lyeanthrope, natural’ 93 
Say *2 Phie 4 
Yuan purebiood +2 Gargoyle s 
Kuo-ton 8 Troll s 
Very ifficult. 
(Unusual Sizer Powers thot Circumvent Many Challenges) 
Level Level 
Adjustment Race Adjustment 
“4 Mind ayer a 
4 Ogre mage oD 
s Vampire? ey 
halfolood +5 


| Choose a common race for the base creature's race. 
2 Natural lycanthropes have an effective character level (ECL) of 2 + 
Animal form HO + clas levels 


Starting Level of a Monster PC: The table above gives the 
level adjustment for several monsters. Add a monster’ level 
adjustment to its Hit Dice and class levels to get the creature's 
effective character level, or ECL Effectively, monsters witha level 
adjustment become multiclass characters when they-take class 

levels. Characters with more than 1 Hit Die because oftheir race 

{io not get.afeat for their first class level as members of the 

common races do.and they do not multiply the skill points for 
thei-fitst clas level by four. Instead, they have already received a 

feat for their first Hit Die because of race, and they have already 
rmuliplied their racial skill points for their first Hit Die by four. 


Use ECL instead of character level when referring to Table 3-2: 
Experience and Level-Dependent Benefits in the Mayers Handbook] 
to.determine how many experience points a monster character 
‘needs to reach its next level. Also use ECL with Table 5-1: Charac- 
ter Wealth by Level to determine starting wealth for a monster 

character. 

Monster characters treat skills mentioned in their Monster 
‘Manual entry a clas skill 

‘As you can see, many: monster characters are inappropriate for 
parties of istlevel adventurers. You may. choose to allow then 
anyway, assuming thatthe partys encounters grant fewer exper: 
ence points to higher-level characters, allowing the rest of the 
party to catch up in level. Alternatively, you may ask players to 
wait until the test of the party reaches the monster characters ECL. 
before the monster character enters pay. 

Ifa monster as 1 Hit Die of less, or if tsa template creature 
(such as a vampire ot a Iyeanthrope; see the Monster Manual), it 
| must start the game with one or mote class levels like a regular 
character, fa monstex has or more Hit Dice, ircan start with no, 
class levels (though it can gain them late). 

Even if the creature is ofa kind that normally advances by. Hit 
Dice rather than class levels, such as. gargayle,a PC (as an excep: 
tional individual) can gain class levels rather than Hit Dice 

Ability Scores for Monster PCs: While the Monster Manual 
sives ability scores for a typical creature of acertain kind, any 

"monster" creature that becomes an adventurer is definitely not 
‘ypical, Therefore, when creating a PC from acteature in the Mon 
ster Manual check to see if the creature's entry. has any ability 
scores of 10 or higher. Ifo for each score, subtract. ifthe score 
is even) or 11 (ifthe score Is odd) to get the creatures modifier for 
that ability based on its mace or kind. For example, atypical mino: 
taur has Strength score of 19, so its racial ability modifier 0 
Strength is +8 (19 — 11 8), Roll the PC ability score (446, dis 
canding the low die) and add the racial ability modifier to get the 
‘minotaur PC’ Strength score. 

For ability scores lower than 40, the procedure different, Fits, 
roll the PC ability score 4d, discarding the low. sie), and com 
pare the roll othe monsters average ability score using either the 
table below that applies co Antelligence or the table tha applies 10 
the other five ability scores, Far example, the minotaur has listed 
Intelligence score of 7,40 the player consults the "6-7" column on 
the table that applies to Intelligence, She then rolls 446, dropping 
the low result, and gets a.10, Checking the left-hand column on 
the table and reading across.to the proper column, she sees that 
her minotaur PC has an intelligence score of 6 

The separate table for Intelligence ensures that no PC ends up 
with an Intelligence score lower than 3, hiss important, because 
cceatues with an Intelligence score lower than 3 are not playable 
characters, Creatures with any ability score lower than 4 are also 
not playable, and you should think twice about letting in x PC. 
with any ability score lower than 3, 

Other Statistics for Monsters: Creatures with Hit Dice of 1 
or less have normal, class-based Hit Dice and features, They get a 
{eat for ther frst class level and multiply the skill points for their 
ficstclass level by four (even f they have a level adjustment). 
Those with 2 ot more Hit Dice have statistis based on these Hit 
Dice plus Hit Dice for class levels (if any), 

For example, an ogre. with no class levels has 448 11D, base 
attack bonus of +3, two feats, and 7 skill points (or more fits Intel: 
ligence is higher than 9). The first Hit Die is treated as maximum, 
ssiving her + 348 + (Constitution bonus <4) bit points 

Experience for Monsters: A monster with Hit Dice of 1 or 
less, no level adjustment, and class levels uses Table 3-2: Expeti- 
ence and Level:Dependent Benefits on page 22 of the Player's 
Handbook just as any other player character does 

A.monster with Hit Dice of tor less a level adjustment, and 
‘lass levels adds its class levels, Hit Die, and level adjustment 


Monster PCs" INTELLIGENCE SCORES. 


Dice Monster Intligence Score 
Roll 3 45 67 9 
8 10 2 “4 6 
v 3 n 13 15 
16 8 10 2 “ 
15 1 5 1 W 
1“ 6 8 10 2 
3 5 1 5 " 
2 4 6 8 10 
1 3 5 9 
0 3 5 v 9 
9 3 5 6 #1 
8 3 4 6 8 
7 3 4 5 7 
6 2 4 5 6 
3 a 3 3 5 
4 3 3 4 4 
3 3 3 3 3 


Monster PCs’ Anitity Scores 


Dice —Monster Ability Scare (St, Dex, Con, Wis, Cha)— 
Roll 1 230 45 67 | 88 
18 8 en “ 6 
” 7 9 n a 15 
16 6 a CD “ 
18 5 ? 9 n 13 
14 4 6 8 0 2 
a 3 5 1 9 n 
» 2 4 6 8 10 
ny 1 3 5 1 9 
10 1 2 4 6 8 
9 ) 2 4 6 1 
8 ' 2 4 5 6 
1 1 1 1 3 5 
6 1 1 2 4 4 
5 1 1 1 3 3 
4 1 1 1 2 2 
3 1 1 1 1 i 


together when referring to Table 3-2. For instance, suppose a 
monster with 1 Hir Die anda +t level adjustment has two levels of 
rogue, Its ECL is 4(2 class levels +4 Hit Die +t level adjustment). 
In order to gain another class level itneeds «total of 10,000 XP. 

‘Amonster.with more than one Hit Die, a level adjustment, and 
class levels adds its Hit Dice, lass levels, and level adjustme 
together when referring to Table 3-2 For example, a bugbeat has 
shtee Hit Dice and a 1 level adjustment. After taking one level of 
rogiugst has an ECL of 5. gain its second level of rogue, it needs 
tral of 15,000 XE 

Roleplaying Monster PCs: Many.of the creatures in the Mon 
stey Manual are evil, Notonly ae these creatures going to have a 
difficult rime in standand settings, such as human cities, but evil 
PCs might not be what you want for your campaign, However, its 
fairly easy to justify how a. monster whose kin are evil might 
neutral or even good in alignment. See if any of the following 
‘background options appeal. ro. your player and fit An with his char- 
acter concept 
+ Reared by humans, elves, dwarves. ot another. ionevil race. 

+ Saved from a horrible fate by goodaligned creatues. 
+ Individually repentant. 
+ Disillusioned by- evi 

{+ On the nun from evil creatures 
+ Magicallyaltered or gas 

‘Most NRCS assume that monsters are evil, regardless of the 
character’ actual alignment, Within a human city ot an elven. 
town,a goblin or a troll is going to be feared, loathed, or—at 


best—aisteusted. Decide for yourself how much you want.t0| 
stress the difficulty of playing a monster in civilized areas, The, 
player must decide just how bestial or sophisticated he wants to 
play:the monster character. and how true to the monster anche: 
type the player wants to cling. He:may Took to you for guidance,s0 
be prepared abead of time regarding these issues as well. Do you 
want the minotaur C10 be glefully terrorizing the lite folk or 
tobe struggling to fitinswith humans* 

Remember that what's good for PCs is good for NPCs, NEC 
monsters can have clases, exceptional ability scones, and maxi 
‘mum hitpoints from chet fist Hit Die aswel 


Creating New Races 
‘While the.crearures in the Monster Manual make for interesting 
PC racial choices thats not realy what they. were made for. Most, 
‘were made to be opponents for the PCs (which is why. they're 
_monstets) Thus, some DMs may want to create new races made 
primarily for giving players new options 

Creating new races is difficult, In general, use the races in the 
ayers Haridbok as examples and guides. When in doubt, make the 
new race similar to one found there, Monsters in the Monster Mi 
ual werent created to be PC races and shouldnt be tse as models 
for anything other than monsters and NPCs. Ifyou. ant to create 
a catlike race with a high Dexterity, look to the-elvesas an example. 
They gain a +2 bonus to Dexterity but take a =2 penalty to. Const: 
tution, Forhaving sucha great benefit as heightened Dexterity the 
cat people should have a commensurate penalty.as well 

Heres an important point: Nor all the ability scones ane equal 
For example, the half-ore has a penalty to both Intelligence and 
‘Charisma but a bonus only.to Strength, That’ because-neither.a 
penalty to Intelligence nora penalty to Charisma by itself i equi 
alent in significance to.a bonus to Strength. To return to the-cat 
people example: Dexterity isalsoa very important ability and thus) 
2 Dexterity bonus could not be balanced by a Charisma penalty 
alone—some other drawback needs to be added. 

In genera, che following table demonstrates appropriate penal 
ties to match equal bonuses, Sometimes the bonus/penalty trade: 
off doesnt work both ways. For example, a bonus ro Strength is 
roughly equivalent to penalty.to Constitution, but a bonus to 
Constitution isnot equivalent to penalty to Strength. 


Apiuity SCORE EQUIVALENCIES 


‘Ability Score Bonus Abily Score or Scores Penalized 

Swrength DDesterity OR Constitution OR intelligence and 
Charisma OR intelligence and Wisdom OR 
Wisdom and Charisma 

Deaterity Strength OR Constitution OR Intelligence and 
Charisma OR intelligence and Wisdorn OR 
\wisdorn and Charisma 

Constitition Dexterity OR intelligence OR Wisdom OR 
Charisma 

Intelligence MWisdom OR Charisma 

Wisdam Intelligence OR Charisma 

Charisma Inialigence OR Wisdom 


Of course, theres nothing really wrong with penalizing a more 
‘important score than the one getting the bonus. You could create 
a frail race of kindly, beautiful creatures with a +2 bonis 10 
(Charisma and a ~2 penalty to Strength, but be aware that.some. 
players will not like playing such a race. Some might. hawever,| 
and thats for you to judge. Refer to Handling Unbalanced PCs) 
(page-13) for tips on wvhat to do if you think you have introduces 
something into your game (in this case,a new-race) that was-amis 
take because it was either overpowered or not powerful enough. 
Zasically, the same guidelines that you must consider when cre- 
Jang subraces ar using monsters as races apply to creating new 
‘aces. Beware of special abilities, particularly movement-or combat- 


related ones. Remember that size changes manyaspectsofa charac 
te Benefits should be balanced with drawbacks, Pay strictatention 
to culture and environment for ideas on howto shape the race. 
‘An interesting avenue you may wish to examine regarding new 
race creation isthe idea of halF-breed races. The Payer Handbook 
already presents the hale and the hal-orc. The Monster Manual 
|oives rules on half-celestals, half-dragons,halefiends, and more, 
{mixed races such as the.planetouched (aasimars and tieflings)| 
{Halfogres, hatolls, or elf-orc, orc-ogre (orog), gnome-half 
ling. or orc-goblin crossbreeds. a all interesting possibilities for 
PC races. You may decide that some crossbreeds ae impossible or 
{unfeasibl, such as dwark-elf halfling-human, or gnome~ogre. 


‘ADM should consider carefully the classes in her world, for they 
{define the people who live there, Presented first in this section are 
|ideas for modilying Players Handbook character classes. | 


MODIFYING CHARACTER CLASSES 
‘Imagine the desert knife fighter, a fighter with a limited weapon 
selection but early specialization with a knife, Ora fire mage, a 
wizard with particularly potent fire spells but no access to any 
spell involving water air, or earth, Or a warrior-priest who func 
tons like a cleric, but with fighters weapon selection and attack 
bonus, fewer spells per day, and na access. co healing spells 

LE youtte like most DMs, the character classes in the Player's 
[Huandbook are flexible and varied enough to fit most any niche ot 
need, particularly with the possibilities of multiclassing, che vari 
Jety of feats and skills, and facets such x school specialization for 
‘wizards and domain selection for clerics IE you. Want. to create a 
[campaign rich with religion and divine influence, where just 
jabout everyone has deity-granted powers, you dont have to over 
haul all the existing classes, Instead, you can just say everyone (or 
‘most everyone) in.that society multiclass so that each individual 
hhas atleast one level of cleric. You can rule that.in such a world, 
the cleri.class has no XP penalties for multicassing, 

This means, of course that you have modified the class system, 
slightly. Further modifications occasionally allow a DM. to create 
slightly different clases either for variety oF to fill a niche created 
inher own campaign. Various aspects of class—such as Hit Dice, 
buave attack bonus, or spells per level—are easy to change. How- 
ever, even though the numbers are easy to change, you should be 
aware of the implications. A rogue with a fighter’ attack bonus is 
better than a regular rogue unless her gain in this respect is offset 
by somedloss elsewhere. Likewise, wvizand with more spells per 
day is also unbalanced in egard to other classes without some sg 
yoificant drawback 
{ Special abilities are somewhat more difficult to alter. Always 
{havea concept with strengths and weaknesses in mind—dont 
[just try. to ereare the class that can do everything. Remember that 
while te paladin hasalot of special offensive, defensive.and heal- 
{ng abilities, she has neither access to attack spells not any way to 
sneak around. The wizard is.a.great spellcaster but has poor 
combat abilities. Consider making a swashbuckler rogue with no 
ability to sneak attack but mote combat: and movement-orfented 
feats, ora druid with fewer spells per day but the capability to use 
wild shape mote often. 

Ifyou have created a variant class with sneaking and subterfuge 
{capabilities better than the xogue, ora combat-oriented class more 
adept combat than the fighter, you. have gone astray. Variants 
| should exist for variety and flavar, not to outshine the standard 

{classes the other point ro remember is that making a class worse 

Jatsomething its already-bad at is not necessarily a balancing 
factor. A wizard with a worse atack bonus or a restriction against 
taking combatoriented feats really isnt that much worse of than 
the standard wizard. (She wasnt likely to get involved in melee if 


she-could help itanywvay) Dungeon Masters who are real sticklers) 
for class balance might want to avoid modifying character classes, 
altogether. Its difficult, and the problems it creates dont usually 
‘make. themselves evident until the changes are already in play. 


Avoiding the Pitfalls: 
{the barbarian and fighter classes show the difficulty in balancing 
character classes, Both kinds of characters excel at combat but do 
on different ways. The fighter gains more and more combat feats 
and specialization, while the barbarian realizes his provess| 
through temporary bursts of rage. Take a look atthe bonuses and 
modifications that each class gets Even though theicattack bonus 
progression is the same,a fighter with well-chosen feats outshines 
the barbarian, even one who isin a rage. (Once no longer raging. 
the barbarians not even close.) This situation i balanced bythe 
‘other special advantages the barbarian has; an increased move 
ment rate, more skill points, a greater selection of class skills, 
uncanny dodge, and a larger Hit Die, All these aspects nees to be 
;considered when measuring the balance of a character clas. 
When modifying a clas, always take the following steps: 
4, Look to see which standard class seems to be most like the 
ced result that you want to create 
2.Look to see if another class has special. abilities that can be 
swapped in.exchange for something thar this class has in.onfer to 
create what you want 
3, Look to all the other classes and match the newly. modified 
class against each one, taking into account the following factors, 
+ Hit Dice 
+ Baye attack bonus progression 
+ Baye save bonus progressions 
* Skill poins | 
+ Class sil ist 
+ Weapon and armor proficiency 
+ Spells perday 
+ Spell list selection 
+ ‘Special elas features 
No class should excel beyond another one overall. By. partiew 
Jar attention to special class features and spells 


Vi 


‘ant Spell Lists 
(One fairly easy way to modify-an existing charact 
effect, invent an entitely.newcone is to modify the spel list of 
spelcasting class 

Changing the levels. of various spells (so thatthe modified class 
has, for example, faster access 10 illusion spells but doesnt get key 
evocation attack spells until later) can create an interesting vat: 
ant. Be wary of this method, though, The spell ists and the levels 
assigned tothe spells on them were designed with a careful bal: 
ance in mind. Moving a spell up or down more than a single level 
{s probably a bad idea, Dont assume that all spells carry equal 
weight. either, Making freballandy-2nd-level spells om a spel list 
tnd then pushing see insibilty and. magic mouth up to 3 level ro 
compensate is unbalancing, While se invisibility and magic mouth 
are both useful spells, they donit present balance isues as obvious 
as fireball (the lowest-level significant multiple-target damage 
spel) and fy (often the dference between avoiding an encounter 
‘or not). When moving spells up or down in level, do so with a 
theme in.mind. A caster might be great at divinations and. 
‘enchantments but poor at any spells with obvious, dramatic. 
effects, Or he may be particularly adept at healing but not as good | 
{with spells that affect emotions or minds | 

“The most obvious way to create new spell lists is to take spells) 
from the different classes and mix and match. If you combine 
spells from. two classes, you. create an interesting bu potentially, 
{unbalanced new variant class. Beware the all-powerful hybrid: 9 
clas with the firepower of a wizard and the healing capacity of 3 
‘cleric. Dont simply. pick the best spells from all the lists and give 


them to asingle caster. As with maving spells up or dawn in level, 
theme for a brand-new spell list helps balance i (especially 3 
theme with both strengths and shortcomings). The.new-spell list 
might be strong on offensive spells but lacking in defensive 


‘magic, or great with healing and divinations but lacking in move-|. Witch Spell List 


sment-elated and alteration spells. Casters with access to spells 
{from two different classes should generally have fewer spells aval: 
lable than either of the original classes, Versatility has its price,| 
Classes for whom spelleasting is secondary—such as the} 
tanger, the paladin, and pethaps the bani—olfer an even greater} 

opportunity for manipulation, since their lists are smaller and| 

thus more easly shifted, Subtle changes, such asthe paladin of a 

deity of healing with all curing spells ora beastmaster ranger with 

‘only animal-related spells.ate fairly easy to create, Greater 

changes are also possible, such as the divine bard (the cantor), 

whose spells are all taken from the cleric list, 


Kample New Spell List: The Witch 

Below isa.new spell is fora variant spellasting class: the witch. 
‘A staple of fantasy literature and fairytales the witch dabbles in| 
‘many kinds of magic—minor illusions spells dealing with health 
or life, nature-based magic, simple divinations, and spells that 
alter the shape and appearance of things—but excels at just afew 
Hence, her list is somewhat limited, but it contains wizard, cleric, 
tnd druid spells. She easts spells as a sorcere, using the sorcerer’ 
‘Spells per Day table (see page 52 of the Payers. Handbook), and her 
‘pellsare based on Charisma, The witch spell listsdesigned with 
the following considerations in mind. 

ure Spells: Only the weakest ofthese, and the witch doesnt 
hhave the clerics ability ro cas cure spells spontaneously. The witch 
isnt blessed with a cleric (or druld’) plethota.of healing spells, 
‘but she can offer lite aid to those she favors. 

Mlusions: Only through the middle levels. witch can trick 
thet foes, ut not tothe extent that a wizard can, 

‘Divinations; Only the straightforward. divinations, auch ws 
‘lairvoyance/clainwudlence and srying, and nor even all of them, 

Charms: Many A major feature of this clas 

Form-Changing: Another strong point for the witch. From 
alter elfto shapechange, the witch has most ofthe spells relating t 
changing her (or someone else) form, 

Nature: From speaking to animals ro controlling the weather, 
the witch dabbles in this typeof magicsif for no other reason than, 
she usually lives a secluded if in the wilderness 

No Flashy Spells: Anything from a lightning bolt a wall of fie 
to « Bighys hand spell is right out. The witchts archetype doesnt 
suggest overtattack spells or spells that create massive magic con 
structs, She doesn’ summon monsters, place wards, or teleport 
from placer place. Her magic is subtle. 


BEHIND THE CURTAIN: 
WHY MESS AROUND WITH CHARACTER CLASSES? 
The standard character classes fit into virtually everyone's campaign. 
They'te flecble, and skill and feat selection allow them to be truly 
‘customizable, Most character concepts can be covered using the 
classes as written, Modifying classes Is mostly a tool that you can use 
to talor things to best ft your campaign, (t shouldn't come up that 
‘often since i's rarely necessary 

DMs who create their own worlds may find thatthe classes need 
some focusing to make them specific to a particular campaigo, Hf, in 
developing your world, you design a culture steeped in a long.stand 
ing hatred of magic, you might alter the fighter to be a demonslayer 
and give the class a limited weapon selection and special feats that 
work best against outsiders. The ranger might become a wizard 
hunter, the cleric could be a protector with early access to dispel magic 
and various defensive spells, and all PC classes might be imbued 


“Miscellaneous: Spells such as whisering wind, Leomunas ny) 
ut, bestow curse (and a few other curselike spells), and a few com-} 
munication spells round our the list. 


| 0 Level: arcane marks ct. minor wounits dancing lights dace detect 
magic detet poison flan, ghost sound, ight, mending, rad magi, ei 
ance, virtue. 

Ast Level: cause feanchange self, charm person, commana com: 
sehen languages, can light wounds doom, endune ements ypatism| 
[identify stent ema, sep, pen with animals entilaquism, } 

2nd Level: alter self, blindnes/ deafness cali. emotins, cure moder: 
ate wounds, delay poison detect thoughts, enthnll, invisibility. vate 
‘object, minorinage, sar, whispering wind 

3rd Level: sow cure, clairvoyance/clairauence, contagion cea 
food ana water, dispel magi, Leomund’ tiny hut, magi circle against 
{chaos/law/evil/gvod, major image, rage, remove blindness/deafues, 
suggestion, fongues 

‘ath Level: charm monster, crushing desir, dscern ies, divination, 
[jea, giant vermin, good hope; locate creature, minor creation, neutralize 
poison polymorph, remove curse srg 

sth Level: hilfl polymorpt dream, faleision,feblemind 
command magic ar. major cretion, nage sana nightmare seeming, 


sending, 
6th Level: animate objects, control weather gyebts find the path, 
_geas/ quest greater crying ere’ east legend lore, mass suggestion, 


Tead, repulsion, shadow image, Tensers transformation, true seing. 

7h Level: creeping doom, finger of death instnity liveoak repel 
‘woo, transport via plant 

sth Level; antipathy dma 
‘morph any/objct, yma trap the sou 

‘th Level: athe, foresight fue shape 
shee, wei 
"When she becomes able to cast Srdslevel spells, the witch 
chooses to have one of the four magic cle spells on her. spel ist. 
‘Whichever spell she chooses, she cannot cast it as a spell of an 
alignment opposed to her own, 


liacern location, horrid willing oly 


¢ wailof the ban} 


CREATING NEW CLASSES 


Ins possible to create entirely new classes, or rather, to alter 

{ng classes so drastically that.they/te-no longet recognizable. For 

cxample,you could make the following adjustments to the ranger, 

+ Limit his weapon selection to resemble the rogue’ list of weap 
‘on proficiencies, 

+ Change his favored enemy ability so that it applies only to 
undead and his bonus improves by 2 every five levels 

+ Give him the rogue’ sneak attack ability, but change itso that 
it only usable against undead, 


with the ability to use detect magie once per day 

Sometimes, however, players come to you and say that they he & 
certain class, but they want to change a single feature or two. Michele 
might want to play a ranger with no desire to have more than one 
favored enemy. She wants to play a beastslaye, and her character 
hates dire wolves. She's also interested in the paladin's warhorse, You 
can decide, as a OM, that it's acceptable to trade those ranger abilities 
for the paladin’s mount. In fact, you right decide that it's not a far 
trade, and that Michele's character can have the detect evil ablity as 
well, (She is, ater al, giving up an ability usable at Tat level as well as 
‘ne that comes into play later for one that she can't acquire until Sth 
level) Allowing a player to play the character she wants to play is 
always a desirable goal. Sometimes it can't be achieved—the player 
asks for too much, oF what she wants doesn't fit wth your campaign — 
but the effort to accommodate reasonable modifications Is almost 
always worth it 


+ Change his spell list so that it consists of spells that deal strictly. ARCANE ARCHER 
with undead or that are used for subterfuge and sneaking. Master of the elven warbands, the arcane archer is a warrior 
+ Ar3rd level, give him the paladins smitecevilablity.usable only skilled in-using magico supplement her combat prowess, Beyond 
the swoods, arcane archers gain renown throughout entire king 
Now the class isthe undead stalker, a stealthy characterskilled| _doms for their supernatural accuracy with a bow and thet ability 
in tacking and slaying undead 10 imbue their arrows with magic. Ina group, they can strike fear 
This method of mixing and matching abilities from different] nto an entire enemy army 
clases isthe best way to.go should you want to create an enuicely Fighters, rangers, paladins, and barbarians become arcane 
new clas. archers to add alittle magic to their combat abilities, Conversely 
wizards and sorcerers may take this prestige class to.add 
combat capabilities to theie repertoire. Monks, clerics, druids 
PRESTIGE CLASSES rogues, and bards rarely become arcane archers. 
Prestige classes offer anew form of z NPG arcane archers often lead units of normal 
archers or form small, 


against undead. 


rmulticlassing. Unlike the basic 
classes found in the Mayers Hand 
book characters must meetrequir: arcane archers 
ments before they can take their first 

level of a prestige class, The rules for level 
advancement (see page 58 of the 

Mayers Hanabook) apply to this system, 
‘meaning the first step of advancement is 
always choosing a class. Ifa character does 


units formed entirely of 


These units are one of the 
prime. ceasons that the elve 
are so feared in battle 
Hit Diesds. 
not meet the requirements for a prestige class Requirements 
before that fist step that character cannot take Wo qualify to become an arcane archi 
the first level of that prestige class. ter must fulfill all the following criteria 
For example, the requirements.to. b_ Race: Elfor halfelf 

y evil Base Attack Bonus: + 

Feats: Point Blank Shot, Precise Shor, Weap- 
‘on Focus (longbow ot shoribow), 
spells: Ability to cast tstleveL arcane 


chatac 


become an assassin are 
Alignment,.# ranks in M 
Silently, 8 ranks in Hide, 4 ranks in Dis: 
{gulse, and the candidate must kill some: 
‘one for no other reason than (o join the 
assassins. Any rogue can meet the skill 
requirements at Sth level (see Table 3-2: Exp 
cence and Leyel-Dependent Benefits, page 
Player's Handbook, for class skill max tanks), When. 
‘uch a rogue gains enough experience points to 
reach 6th level, she can take her first level of assas: 
Prestige classes are purely. optional and always 
under the purview of the DM. We encourage yous 
1¢ DM, to rightly Limit the prestige classes eval ‘ | 
able in your campaign. The example prestige clases 
are certainly not all encompassing or definitive. Th 
‘might not even be appropriate for your campaign. The 
best prestige classes for your camp: he ones 
you tailor make yourself 


An 
sreanearcer 


Class Skills. 
The arcane archers class skills (and the key ability 
for each skill) are Craft (Int), Hide (Dex). Listen 
Wis), Mave Silently (Dex), Ride (Dex), Spot 
(Wis), Survival (Wis), and Use Rope (Des), See 
Chapter 4 of the Player's Handbook for skill 
descriptions 
Skill Points at Each Level: 4 + Int modifier 


Definitions of Terms 


Here are definitions of some terms used in 
Class Features 


All of the following are class features of the 
arcane archer prestige class 


this section, 

Base Class: One of the eleven classes 
described in the Mlayers Handbook 

Caster Level: Generally. equal 10 the 
number of class levels (se below) in a spell: 
casting class Some prestige classesadd caster 
levels toan existing cass. 

Character Level: The total level of the 


TABLE 6-1: THE ARCANE ARCHER 
Base 
Attack — For Ref Will 

Level Bonus Save Save Save Special 


character, which is the sum of all class Tt 4) 24240 Enharce arrow ot 
levels held by that character. or instance, tnd 42s} 43) Imbve aro. 
Bed 4384 thance arrow 02 


sa character with three levels of fighterand 


three levels of rogue has six. character ath 44a +1 Seeker arrow 
levels. Sth 45 ohh 41Enhancearrow 43 
Class Level: The level ofa character in Gh 664542 Phase oro 
a particular class, Fora character with levelsin, Th «4738454 Ehance arrow 04 
only one class class level and character level are the same, Sth +8 4646.42 Hall of arows 
Sth «#946843 Enhance arrow 45 


Wh 210474743 Aroweaf death 


‘Weapon and Armor Proficiency: An arcane archer is profi 
cient with all simple and martial weapons, light armor, medium 
armor, and shields. 

Enhance Arrow (Su): At ist level, every nonmagical arrow an 
arcane archer nocks and lets fly becomes magical, gaining a +4 en 
hancement bonus. Unlike magic weapons created by normal 
means, the archer need not spend experience points or gold pieces 

|to accomplish his task. However, an archers magic arrows only. 
function for her, Fr every two levels the character advances past 
Astlevel inthe prestige class, the magic arrows she creates gain-+1 
{greater potency (+1 at tst level, +2at and level, +3 Sth level +4at 
Zh level, and +5 at ah level), 

Imue Arrow (Sp): At2nd level, an arcine archer gains the ability 
to place an area spell upon.an arrow When the arow is fired, the 
spells area is centered on svhere the arrow lands, even ifthe spell 
could normally be centered only on the easter. This ability allows 
the archer to.use the bows range rather than the spells range. It 
takes standard action to cast the spell and fire the arrow The arrow. 
{must be fired in the round the spell s cas, or the spell is wasted 

Seeker Arrow (Sp): At 4th level an ateane archer can launch an 
‘arrow once per day ata target known to her within range, and the 
arrow travels to the target, even around corners. Only an unavoid- 
able obstacle or the limit of the arrows range prevents the arrow’ 
flight. For example ifthe target is within a windowless chamber 
with the door closed, the arrow cannot enter. This ability negates 
cover and concealment modifiers, but otherwise the attack is 
rolled normally, Using this ability is standand action (and shoot 
ing the arow is part of the action), 

Phase Arrow (Sp): At 6th level, an arcane archer can launch an 
arrow once pec day at target known to her within range,and the. 
arrow travels to the target ina straight path passing through any 
‘nonmagical barrier or wall in its way. (A wall of fnct,a ull of fir ot 
the like stops the arrow) This ability negates cove, concealment, 
and even armor modifiers, but otherwise the attack is tolled nor 
mally Using this ability is.a standard action (and shooting the 
arrow is pat of the action) 


An arcane trichter 


‘Hail of Arous (Sp): In liew of her regular attacks, once per day.an 
arcane archer of Sth level or higher can fire an arrow at each and. 
‘very target within range, to a maximum of one target for every 
arcane archer level she has earned. Each attack uses the archer’ 
primary attack bonus, and each enemy may only be targeted by a 
{single arrow 

‘Arrow of Death (Sp): At 10th level, an arcane archer an create an 
‘arrow of death that forces the target, if damaged by. the arrow's 
attack, to make a DC 20 Fortitude save or be slain immediately t 
stakes one day to make an arrow of death, and the are only. func: 
‘ions for the arcane archer who cteated it. The arr of death lasts 
no longer than one year, nd the archer can only. have one such 


ARCANE TRICKSTER 
‘Arcane trickstets combine their knowledge of spells with a taste 
for intrigue larceny, or just plain mischief, They are among the 
most adaptable of adventurers 
Arcane spellcasting and the sneak attack ability ate needed to 
qualify for this class, making it a natural choice for multiclass 
‘wizard rogues ot sorcerer/rogues, Assassins occasionally opt for this 
class, bur usually.only if they alseady-havesezar or sorcerer level, 
Arcane tricksters tend to use.a seatof-the-pants approach to 
adventuring, loading up on spells that improve thei stealth and 
‘mobility, An NPC arcane trickster is just the sort of person that 
‘might bump into you ina crowded tavern. (Check your pockets) 
Mit Dies ds 


Requirements 
To qualify 1o become an arcane trickster, a character must fulfllal 
ofthe following criteria 

Alignment: Any-nonlafl 

‘Skills: Decipher Script 7 ranks, Disable Device 7 ranks, Escape 
Artist 7 ranks, Knowledge (arcana) 4 ranks 

Spells: Ability to cast mage hand and atleast one arcane spell of 
3rd level or higher 

‘Special: Sneak attack +246 


Glass Skills 
The arcane trickster’ class skills (and the key ability for each skill) 
tre Appraise (Int), Balance (Dex), Bluff (Cha), Climb (St), 


Concentration (Con), Craft (Int), Decipher Script (Int 
Diplomacy (Cha), Disable Device (Int), Disguise (Chu), 
Escape Artist (Dex), Gather Information (Cha), Hide (Dex), Jump. 
Str), Knowledge (Int), Listen (Wis), Move Silently (Dex), Open 
Lock (Dea), Profession (Wis), Sense Motive (Wis), Search (Int), 
Sleight of Hand (Dex), Speak Language (Int), Spelleraft Int), Spot 
(Wis), Swim (St), Tumble (Dex).and Use Rope (Dex), See Chapter 
+ ofthe Players Handbook fr skill descriptions 
‘Skill Points at Each Level: 4 + Int modifier. 


Class Features 
All ofthe following are class features ofthe arcane trickster pres 
tige clas, 

‘Weapon and Armor Proficiency: Arcane tricksters gain no. 

proficiency with any weapon ot armor. 

Spells per Day: When a.nev arcane trickstet level is gained, 
the character gains new spells per day as if he had also gained a 
level ina spellasting class he belonged to before adding the pres 
tige class, He does not, however, gain any other benefit a character 


‘TABLE 6-2: THE ARCANE TRICKSTER 


Base Fort Ref wil 
Level__Attack Bonus Save Save Save 
Vat 40 0 2 "2 
2nd +1 +0 3 ‘1 
3rd 4 a 3 a3 
ath 42 +1 4 4 
sth 2 ey] “4 4 
6th 8 +2 +5 +8 
7th 8 2 45 or] 
bth 4 +2 6 +6 
3th “4 3 +6 6 
oH, 5 3 7 #7 


‘of that class would have gained (improved chance of controlling 
corebuking undead, metamagic or item creation feats and soon), 
jesceptforan increased effective level of spellcasting Ifa character 
{had more than one spellcasting class before becoming an arcane | 
{trickster he must decide ro which class he add the new level fr. 
| purposes of determining spells per day. | 
‘Ranged Legerdemain: Using his unique talents, an arcane 
trickster can perform one ofthe following clas skills ta xange of 
30 feet: Disable Device, Open Lock, or Sleight of Hand, Working 
ata distance incteases the normal skill check DC by S, and an 
arcane trickster cannot take 10 on this check. Any object 10 be 
manipulated must weigh 5 pounds or less 
‘An arcane trickster can use ranged legersiemain once per day 
[initials twice pr day upon attaining sh level and thre times per 
{cay at th level or higher. He can make only one ranged! legerde 
main skill check each day, and only if he has at east rank in the 
skill being used 
Sneak Attack: This is exactly like the rogue ability ofthe same 
name. The extra damage dealt increases by s1d6 every other level 
{candi 4th, oth, sth, and 10th). Lf an arcane trickster gets. a sneak 
attack bonus from another source (such as rogue levels), the 
‘bonuses on damage stack 
Impromptu Sneak Attack: Reginning at 3 level, once per 
day an arcane trickster can declare one melee or ranged attack he 
makes to be a sneak attack (the target can be no more than 30 feet] 
distant ifthe impromptu sneak attack is a ranged attack). The 
‘target of an impromptu sneak attack loses any Dexterity bons to, 
‘AG, but only against that attack. The power can be used against 
‘ny target, but creatures that are not subject to critical hits take no 
extra damage (though they still Jose any Dexterity bonus to AC 
against the atack), 
‘Ath level, anarcane trickster can use this ability twice per day 


ARCHMAGE 
‘The highest artis magic—ofien referred to as the Art Its most 
}audbvanced practitioners are frequently archmages, characters who 
end spells in ways unavailable to otherspelleasters. An archmage 
gains strange powers and the ability to.alter spells in remarkable 
ways, but must sacrifice some of her spell capability in order to 
smaster these arcane secrets, 

Most archmages are purely wizards or sorcerers. They rarely 
‘multiclass, choosing instead to concentrate on perfecting their 
arcane skills 

NPC archmages in urban areas often hald positions of power in 
‘magic-focused guilds Theit pursuit of arcane excellence and their 

|familivity with high arcana place them above most oftheir peers. 
| Some.archmages choose.a more solitary path, offen eschewing so- 
[ciety tostudy in quiere 

| mit Die:da, 


Requicements 
“To qualify.to become an archmage, a character must fulfill all the. 
following criteria. 


Special 
Ranged legerdemain /day 
‘Sneak atack +146 

Impromptu sneak attack 1/day 
‘Sneak attack +246, 


Spels per Day 
‘level of existing class 
+1 evel of existing class 
+1 level of existing class 
+1 level of existing lass 


Ranged legerdemain 2/day +1 evel of existing class 
Sheak attack +346 +1 level of existing class 
Impromptu sneak attack 2/day +1 level of existing class 
Sneak attack +4d6 +1 evel of existing class 
Ranged legerdemain 3/day +1 evel of evstng class 


Sneak attack +546 + Level of existing lass 
Skills: Knowledge (arcana) 15 rank, Spellerait 15 ranks 
Feats: Skill Focus (Spellcraft), Spell Focus in two schools of 

{magic 
‘Spells: Ability to cast 7th-level arcane spells, knowledge of Sth 

{level or higher spells from at least five schools. 


lass Skills 
The archmage’s class skills (and the key ability for-each skill) are 
Concentration (Con), Craft.alchemy) (nd), Knowledge (al skills 
taken individually) (Ine), Profession (Wis), Search (Int), and 
Spellerat (Int), See Chapter 4 of the Players Ha 
descriptions, 
‘Skill Points at Each Level: 2+ Int modifier. 


lass Features 
Al the following are class features ofthe archmage prestige clas, 

‘Weapon and Armor Proficiency: Archmages.guin no prof: 
ciency with any weapon or armor, | 

Spells per Day/Spells Known: When a new archmage level 
{s gained, the character gains new spells per day (and spells 
known, if applicable) as if he had also gained a level in whatever 
arcane spelleasting class in which he could cast 2th-leve spells 
before he added the prestige class level, He does not, however 
gain any other benefita character ofthat class would have gained 
(bonus metamagic or item creation feats, and so.on), Ifa charac 
ter had more than one arcane spelleasting class in which he 
could cast 7th-level spells before he became an archmage, he 
must decide to which class he-adds each level of archmage for 
the purpose of determining spells per day. 

High Arcana: An archmage learns secret lore unknown to 
lesser swizards und sorcerers. She gains the opportunity to 
select.a special ability from among those described below by 
permanently eliminating one existing spell slot (she cannot 
«eliminate aspell slot of higher level than the highest-Level spell 
she can cast), Each special ability has a minimum required spell 
slot level, as specified in its description. For example, a 15th 
level wizard normally can cast two 7th-level spells per day 
(bonus spells for specialization.or high Intelligence can 
increasethis number). A 13th-level wizard/2nd-level archmage 
who chooses the arcane teach ability forfeits one 7th-level spell 
slot. and so can only cast one 7th-level spell per day, not count 
ing bonus spells. 

‘An archmage may choose to eliminate a spell slor ofa higher 
level than that requited to gain a type of high arcana, 

‘Areane Fire (Su): The archmage gains the ability to change ar 
cane spell energy iso arcane fire, manifesting it as a bol. of ca 
magical energy. The bolt isa ranged touch attack with Jong tange) 
(400 feet + 40 feet/level of archmage) that deals 1dé points of} 
sdamage per lass level ofthe archmage plus Ade points of damage 
pet level ofthe spell used to cteate the effect For instance, a St 

|level archmage who channels a 7th-level spell into arcane fire 
|deals 1246 points of damage to the target if it hits. This ability 
costs one th-level spell sot 


Arcane Reach (Su): The archmage can use spells witha range of uch as damage dice or range, and caster level checks 
fh on a target up to 30 feet away. The archmage-must make This ability costs one sth-level spell slr. 
anged touch attack. Arcane reach can be selected a second time pll-Like Ability: An archmage who selects this typ 


This ability costs one 7thclevel spell sor. pended to learn this or any 


Mastery of Counterspelling: When the archmage nently prepare one of her arcane spells asa spel-ike abi 
counterspells a spell, it is turned back up that can be used twice per day. T 
he caster as if it were full archmage does not 1 
fected by a sell turning omponents when 
pell, Ifthe spell cannot . the spell. although 


spell that affects an material ¢ 
nterspelled. Th times thatamounstin XP 

ability costs one 7th This ability. costs. on 

level spell slot. thle slr. 
Mastery. of, Element The spell-like abilit 


The archmage.can alter normally uses a spell slot 
pell’s level, al 


alter a spell with th ability by using a Snel 
acid, cold fie, elect y pell slot todos, 0€ 
ty, or sonic descriptor maximized lightning 


‘lable hig 
loc in.onderto 
the spell-like abilir 


when he begins cast aslo three le 
ng, This ability cos higher than th 
ne Sth-level spell 
Jot 
Mastery of Shapin 
haping: 
hmage ean alter 
fect. spells that 


hapes:_burst, cone 


-ylinder, emanation, An archmag higher lets her w 
ppread. The alteration con itv times per day. For 


ists of creating within the spell an 
effect that ate not subject so the spell. The minimum dimensior orchmage, is a pyromaniac and ne nts to b 
for these spaces isa foot cube. For example, an archmage coul denied the ability to cast fireball so she permanes 
2 fiball and eave a hole where his ally stands, preventing an 2 oth-level spell sotto. get irl asa spell-tike abil 
fire damage. Furthermore, any shapeable spells have a minim: times per day, She forfeits Sth-level spel slot to master the ability 
din £5 feet instead of 10 feet. This ability costs one 6 Lf spell-like ability is selected more than one time as a high 
level spel slot arcana ability can. apply to the same spell chosen # 
Spel Power: This ability increases the archimage’s effective cast itst time (increasing the number of times per day it can be use: 
level by +1 (for purposes of determining level-dependent spell__or toa diferent spell 
THE ARCHMAGE 
Base Fort Ref wil 

Level Attack Bonus Save Sie Save Special Spells pet Day 

Ist +0 40 0 2 High arcana +1 level of existing aicane spellasting class 

r 1 0 0 : High arcana Llevel of existing arcane speliasting 

aid 4 a) 4 3 High arcana 41 level of existing arcane spelleasting class 


sth 2 i ai or) High arcana ++ level of existing arcane spelcasting class 


ASSASSIN 
The assassin is the master of dealing quick, lethal Blows, Assassins 
also excel at infiltration and disguise, Assassins often function as 
fc, otagents of vengeance, Their 


ormants, killers for 


spies i 


lth, poison, and the dark arts allows them ra 
sof. death with shocking, terrifying 
cds who choose this 


Most rogs 


monks, and b lass become 


n.skulking in the shadows with.a 


certain death, Fighters, ex-pala 
sass, with as much ability 1 
wieard 


blade carryin 


and barbarians operate as wart 
hadaws. Sorcerer and clerics 
may be the most terrifying assassins ofall, for with their spells 
they can infilrate and slay with even greater impunity. 

As NPGS, a uilds or secret societie 


hidden in cities or based in remote for 


killin combat as f 


assins work in 


Sometimes they serve. more powerful evil charac 
singly or ina group, Oc 


alone, but only the most capable are willing to 


jonally an assassin works 


perae without any 5 
backup, 
Hit Die: de 


Anas 


Requirement 
qualify 
character must fulfill all the follow 


Alignment: Any evi 
Skills: Disguise 4 ranks, 


Hide 8 ranks, Move Silently 8 


o 


Glass Skill: : 
The assassinis class skills (and 
the key ability: for each skill are © yy 
Balance (Dex), Bluff (Cha. 
Climb (Ste), Craft (Int), Decipher 


able Device (Int), Disguise 
Forgery (Int 
Gather Information (Cha 
Hide (Dex), Intimidate 
(Cha), Jump (Ste 
Wis),_Move 
Dex), 
Search (Int), Sense Motive 
Wis), Sleight of Hand 
Dex), Spot (Wis), Swim 
Sit), Tumble (Dex), Us 
Magic Device (Cha), and 
Dex: 


Eseape Artist (Des! 


Listen 
Silently 


n Lock (Dex) 


Use Rope See 


‘TaULe 6-4: THE ASSASSIN 


(Chapter 4 of the Bayer’ Handbook for skill descriptions 
Skill Points at Each Level: 4 + Int modi 


All of the following ae clas feature 

Weapon and Armor Proficiency: A 

ing f suitable for stealth 

Assassins are proficient with the erossbow (hand, light, or heav 
sap, shortbove (normal and co 


he assassin prestige clas. 


uses on Weap 


ddagger (any type), dartrapie 


pos 
ite) and short sword, Assassins are proficient with ight armor but 
not with shields 

Sneak Attack: This is exactly like the 1 
The extra damage dealt increases by +16 every other level 
2nd, 4th, 6th, 8th, and 10th a sneak attack 
onus from another source (such as rogue levels), the bonuises on 
damage stack, 


1 ability ofthe same 


If an assassin gee 


Death Attack: If an assassin studies his victim 
for 3 rounds and then makes a sneak attack with 
melee weapon that successfully deals damage, the 
sneak attack has the additional ef 
bly cither paralyzing or-killing the target 
While 


‘of possi 
assassins cboice studying the 
other actions s0 long as hi 
attention stays focused on 
the target and the target 
detect the assassin 
jae. the assassin as an 


Joes n 
JF recog 

if the victim of such an. 
ave (DC10 
class level + the 


assassins Int modifier) against she 


Kill effect, 


, he dies, Ifthe saving 


cenervated, rendering her helpless and 


tunable t 


aving throw succeeds, the attack ts 


rounds of study, he must make 


rounds 
ing th 
Wah Zeoe 


Bae Fort Ref will — spells per Day — 
Level Attack Bonus Save Save Save Special Yt 2nd 3rd ath 
tat +0402 4—_Shenkattack +146, death attack, poison use, spells 0 = - 
and 340 ave against polson, uncanny dodge - 
3d 2 3-H Sneak attack «2d6 2 0 - 
4th 3 “4 | __ 2 save agoinst poison 3 
sth 341 441 Iimproved uncanny dodge, sneak attack +346 3 2 0 
6th 4 2 save against poison 3 3 1 
7th 424542 Seakatack 44d6 3 3 ST 
ath Si 4 save against poison, hide in plain sight 3 3 3 
oth 6634843 Sreak attack 4506 3 3 aes 
10th 7 345 ainst pojson 3 3 Roel 


rounds of study are required before he ean attemptanather death 
attack, 

Poison Use: Assassins are trained in.the use of poison and 
never risk accidentally poisoning themselves when applying. 
poison to blade 

Spells: Beginning at st level, an assissin gains the ability 10} 
jcasta number of arcane spells. To casta spel. an assassin must 
have an Intelligence score of at least 10 + the spells level, so.an 
assassin with an Incelligence of 10 or lower cannot cast these. 
spells Assassin bonus spells are based on Intelligence, and saving. 
throws against these spells have.a DC of 10 » spel level + the 
assassins Intelligence bonus (any). When the assassin gets 0 
spells per day of a given spell. level (for instance, 1stlevel spells 
fora tst-level assassin), he gains only the bonus spells he would 
be entitled to based on his Intelligence score for that spell level: 
The assassins spell list appears elo. An assassin casts spells just 
asa bard does 

Upon reaching sth level, at every even-numbered level after 
{hatch and. oth, an assassin can choose to learn a new spell in 
place of one he already knows. The new spells level must be the 
same as that of the spell being exchanged, and it must be atleast 
two levels Lower than the highestlevel assassin spell the assassin 
can cast, For instance, upon reaching 6th level an assassin could 
trade in a single tslevel spel (two spell levels below the highest 
level sorcerer spell he can east, which is 3d) fora different 1st 
level spell. Aath and 10th levels, he could trade in a single 1st 
level or and-leve spel (since he now can.castAth-evel assassin 
spall) for.a different spell of the same level. An.asassin may swap, 
‘only a single spell ar any given level, and must choose whether or 
‘not to swap the spel atthe same time that he gains.new spells 
known for that level. 


TAMLE 6-5: ASSASSIN SpeLLs KNOWN 


— Spells Known — 
Level ast 2nd 3rd. ath 
1 2 = = = 
Ind 3 = = 
wd “t 2 = = 
ath 4 i a 
st 4 3 ry = 
ath 4 4 3 = 
7th 4 4 3 2 
th 4 4 4 } 
ath 4 4 4 3 
oth 4 4 4 4 


1 Provided the assassin has sufficient. Intelligence so have a bonus 
spel ofthis level 


Saye Bonus against Poison: Assassins tain with poisons of al 
types and slowly grow more and more resistant 1 their effects 
This is reflected by a natural saving throw bonus to all poisons 
‘gained at 2nd level that increases by +1 for every two additional 
Jevels the assassin gains (+2.atth level, +3 a 6th level, and so on 

Uncanny Dodge (Ex): Starting at 3nd level am assassin gains 
the ability to xeact ro danger before his senses would normally 
allow im to even be aware of i, He retains his Dexterity bonus to 
AC (if any) regardless of being caught fla-footed.ot struck by an 
invisible attacker. (He still loses any Dexterity bonus 10 AC if 
immobilized.) 

Ifa character gains uncanny dodge from a second class (such as 
a barbarian/rogue), the character automatically gains improved 
uncanny dodge (see below). 

| Aimproved Uncanny Dodge (Ex); At sth level a assassin can, 
Tao longerbe flanked, since he ean react 19 opponents on opposite 
sides of him as easily as he can react toa single attacker. This de 
fense denies rogues the ability to use lank attacks to sneak attack. 
the assissin, The exception to this defense is that a rogue atleast. 


four levels higher than the assassin can flank him (and thus sneak. 
attack him), 

Ia character gains uncanny dodge (see above) from a second, 
clas (such a a barbarian/rogue), the character automatically gains 
improved uncanny dodge, and the levels from those classes sac to 
|determine the minimum rogue level required to flank the character. 

Hide in Plain Sight (Su). Ar 8th level, an assassin ean use the 
‘Hide skill even while being observed. As long as he is within 10 
feet of some sort of shadow, an assassin can hide himself from. 
view in the open without having anything to actually hide behind, 
He cannot, however, hide in his own shado 


Assassin Spell List 


‘Assassins choose their spells from the following list: 

Asst Level: dggutse self, detect poss, feather al, ghost sound, jump, 
obscuring mist sleep true strike 

and Level: alter sl, cat's grace, darkness, for’s cunning llusory 
Tseriph,insibilty, pass without trace pider climb, undetectable align 

3rd Level: deep slumber, deeper darkness, false life, magic circle 
against good, misdirection, nonsetection, 

‘4th Levels clainaudicnce/clatryoyance, dimension. doo, freon. 
‘movement, gldmess greater invisibility oat creature, modify memory, 
poton, 


BLACKGUARD. 


The blackguard epitomizes evil He is nothing short. a mortal 
fiend, The quintessential black knight, this villain caries a rept 
tion of the foulest sort tha is very well deserved, Consorting with] 
demons and devils and serving dark deities, the blackguard is| 
hated and feared by.all. Some people call these-villains ant 
paladins due to their completely evil nature | 

The blickguard has many options available to him—sending 
forth dark minions and servants to do his bidding, atacking with 
stealth and honorless guile, or straightforward smiting.of the 
forces of good that stand in his way Fighters, ex:paladins, rangers, 
‘mons, druids, and barbarians make for indomitable combat-or- 
ented blackguards, while rogues and bards who become black 
ards ae likely to stress the subtle aspects of their abilities and 
spells, Sorcerers, wizards, and clerics who become blackguards are 
sometimes called diabolists and favor dealing with flends even 
‘more than other blackguarss do, 

‘As NEC», blackguands usually Lead legions of undead, evil out- 
siders.or other monsters to conquer their own doomed demesne 
cot expand their existing territory. Sometimes they serve more 
‘powerfil evil characrers as dark lieutenants, On occasion they 
operatealone as hired killers or wandering purveyors of il 
destruction, and chaos. 

Hi Dies dio 


Requirements 


Te qualily.ro become a blackguard, a character must fulfil ll the 
following cxieria 

Alignment; Any evil 

Base Attack Bonus: +6 

Skills: Hide s ranks, Knowledge eligion) 2 ranks 

Feats; Cleave, Improved Sunder, Power Attack. 

Special: The character must have made peaceful contact with 
ans evil outsider who was summoned by him or someone else, 


Glass Skills 


‘The blackguards class skills (and the key ability foreach skill) ane 
Concentration (Con), Craft (Int), Diplomacy. (Cha), Handle 
Animal. (Cha), Heal (Wis), Hide (Dex), Intimidate (Cha), Knowl 
‘edge (religion) (Int), Profession (Wis), and Ride (Dex). See Chap- 
ter4 ofthe Players Handbook for skill descriptions. 

Skill Points at Each Level: 2 + Int modifier. 


TABLE 6-6: THE BLACKGUARD 


Base Fort = Refill — Spells per Day — 
Level Attack Bonus Save Save __ Save Special Vt 2nd 3rd ath 
1st 4 2 ° 0 ‘Aura of ell detect good, poison use 0 : — 

2nd 2 8 ° ° Dark blessing, smite good 1/day. 1 

aed a 3 “ rT ‘Command undead, aura of despair 1 0 = 

4th “4 4 + 1 ‘Sneak attack +106 1 1 

sth 8 “ 4 “1 Fiendish servant, smite good 2/day 1 V 0 

th 6 +S 2 2 1 

1th 7 8 2 2 Sneak attack +246 2 1 Ta) 
ath q 6 2 2 1 1 1 
oth re) 6 3 3 2 2 Jat 
Voth 10 7 : 3 Sneak attack +3d6, smite good 3/day 2 2 Zoe 


Class Feature He adds his Charisma modifier (if p 


ward prestige deals t extra point 


tive) to his attack roll and. 
ass level. For example, a 


All ofthe following are class features of the bla 
class 
Weapon and Armor Proficiency: lackguards are proficient 
with al simple and martial wea ot,and bonuses from high Strength or magical 
with shield cffects that normally apply: Ifa blackguard acc 
‘Aura of Evil (Ex): The power ofa black dentally smitesa creature that is not 
guard’ aura of evil (see the detect ev — no effect but icis still used up for that da. 
pell) is equal ro his class g 


damage per 
oth-level blackguard armed with a longsword would deal 4d849 
points of damage, plus any additional 


Ar sth level,and again at 10th level, a blackguarsl may smite 
level plus his cleri i good oneadditional rime per d 


ifany ‘Aura of Despair (Su): Beginning at dnd level, the 


Detect Good (Sp): At will, blackguard radiates a malign aura that causes ene 
ward can use det mies within 10 feet of him to.take a ~2 penalty 
spell-ike ability, duplicating the effect onal saving throw 


of the detect goo spell AWackyuard ‘Command Undead (Su): When a black: 
Poison Use: Blackguards are guard reaches 3nd level, he gains the supes 
skilled in the use of poison and never natural ability to command and rebuke 
Player Hanulbo, 
‘when applying poison to a bla 159). He commands undead as would, 
Dark Blessing (Su): A blackgused acleric of two levels lower 
applies his Charisma modifier (\f poi Sneak Attack; This. abili 
tive) as.a bonus on all saving throw gained at 4th level, i like the rogue 
Spells: A blackguard has the ability 
ability to cast a small number of ge increases by «1de every third 
divine spells. To cast a black level beyond 4th (7th and 10th), Ifa 
guard spell, « blackguard must blackguard gets.a sneak attack bonus 
have a Wisdom scote of at least 


ym another source (such as rogue 
10 + the spel level, so. lack levels) the 
guard with « Wisdom of 10 oF 

lower cannot cast these spell Blackgu 
Blackguard bonus spells are Blackguards choose their spell 
based on Wisdom and saving from the following list: 
throws against these spells Ast Level: case fe 
have a DC of 10 

spell level + the daom, tnfitct light wounds 
Dblackguard’s Wis magic weapon, sum 
dom modifi When eer 

the blackguard gets 

O spells per day ofa 
given spell level 


and Level: bull’ siren 
Feness, death 


nstance, tstlevel spell summon. monster 
for # 1stlevel black: . wr 


guard), he gains only the 3rd Level: contagion, cure seni 


bonus spells he would be en wounds ones flick seria 
titled ro based on his Wisdom score for wounds, protection front_elements, 
that spell level. The blackguard’s spell : summon monser II 


list appears below. A blackguard has 4th Levels cure eritial ound, rsd 
access 10 any/spellon thelist and can freely choose which to 
parejustasa ceric. blackguard prepates and casts spells just 


.cletic does (though a blackguard cannot spontaneously cast.cun 

or inflict spell) ComuptW 
Smite. Good (Su): Once «day, a blackguatd of 2nd level o 

higher may atempe to smite good with one normal melee at 


guards have access to a special 


corrupt weapon, whi 


posing counterpart of the paladin spell blew weapon (see 


page 205 of the Players Handbook) Instead of improvinga weapon’ 
effectiveness against evil foes (as the paladin spell does), corrupt 
weapon makes a weapon more effective against good foes 


Fallen Paladins 


Blackguards who have levels inthe paladin class (hari to say. are, 
now ex-paladins) gain extra abilities the more levels of paladin} 


they have, Those who have tasted the light of goodness and justice. 
jnd rumed avay make the foulest villain. 

‘Afallen paladin who becomes blackguand gains all ofthe fle 
Towing abilities that apply, according to the number of paladin 
levels the character has, 

4=2: Smite good 1 /day. (This is in addition to the ability granted 
‘wall blackguards ac 2nd level, so that fillen paladin blackguard 
can smite good a total of twice per day) 

3-4: Lay on hands. Once per day, the blackguard can use this 
supernatural ability to cure himself or his fiendish servant of 

{damage equal to his Charisma bonus his level 


'5=6: Sneak attack damage increased by +146. Smite good 2/day.) 


7-8: Fiendish summoning. Once per day, the blackguard can 
‘use a summon manserI spell call forth an eyil creature, For this 
spel, the caster level is double the blackguards clas level. 

9-10; Undead companion. In addition tothe fiendish servant, 
the blackguard gains (at sth level) a Mediumn:size skeleton ot zot: 
bie as a companion, This companion cannot be turned or rebuked 
and gainsall special bonuses asa fiendish servant when the blac 
_guar gains levels. Smite good 3/day. 

{41 or:more: Favored ofthe dark deities. Evil. deities like noth 
Ing mote than to see a pure heart corrupted, and thus a fallen pal 
‘din of this stature immediately gains. blackguard level for each 
evel of paladin he trades in, For example.a character who has 
twelve levels of paladin can immediately become.a toth-level 
blackguard with al abilities if he chooses to lose ten levels of pl: 
ulin, The character level ofthe character does not change, This, 0 
course, 8 in every way.a profitable trade forthe evil character, 
since he has already lost most ofthe benefits he gained from 
having those paladin levels. However, with the loss of paladin. 


levels the character no longer gains as many extea abilities for 
being afallen paladin. Thus, a fallen 1sth-level paladin could] 
become a toth-levelblackguard/sth-level paladin and gain-the 


first three extra abilities.on this chart because of the character's 
remaining five levels of paladin, Smite good 4/day 


The Blackquard’s Fiendish Servant 
Upon orafter reaching Sth level.a blackguard can alla flendish 
but cat, dire rt, horse, pony, men, or toad to serve him. (See the 
‘Monster Manual for these creatures basic statistics) This creature 
may beused.asa guardian (uch as abad.a helper (sich asa cat), ot 
{amount (such as horse). The blackguand servant further gains 
HD and special abilities based on the blackguards character level 
(see the table) 

A blackguard may-have only one fiendish servant at a time 
‘Should the blackguands servant die, he may call for another one 
after  yeat and a day. The neve fiendish servant has all the acc 
rmulated abilities due a servant. ofthe blackguard’s current level 

The abilities mentioned in the “Special” column of the accom- 
panying table are described below. 

‘Empathie Link (Su); The blackguard has an empathic link 
wih his servant out to a distance of up to mile. The blackgward 
«cannot see through the servants eyes but they can communicate 
|empathically. Because of the limited nature of the link, only. gen: 
Jeral emorional content (such as fea, hunger, happiness curiosity) 
‘can be communicated, Note that the low Intelligence of a low: 
level Backguards fiendish servant limits what the cteatue is able 
to communicate or understand, and even intelligent servants see 


the world differently from humans, so misunderstandings ate 


always possible 


Jthan normal animals ofits kind) 


Character Bonus Natural Str J 


Level___HD Armor Adj. Adj. Int Special 
Vath 32 +1 #16 Empathic ink improved. | 
tower evasion, share saving 

| throws, share spells 

Tiswtsth 4443427. Speak with blackguard 
Véth-I8th_ 46 «45.438. Blood bond 


19h-20th +8 47448. Spell resistance 

CChoractr Level: The character level of the blackguard (bis. i 
blackguatd level plus his original class level) 

Bonus HO: Extra eight-sided (48) Hit Dice. each of which. gains a 
Constitution modifier 8s normal, Extra Hit Dice improve the servant's 
‘base attackand base save bonuses, as normal it 

"Natural Armor Adj: Ths isan improvement tothe servant's 
‘existing natural armor bonus, 

Str Ad. Ad this figure tothe servant's Strength score, 

In: The servant’ iteligence score, (A fendish servant is smarter 


Because of the empathic link between the servant and the 
blackguard, the blackguand has the same, connection 10. place o. 
an.tem that the servant does 

Improved Evasion (Ex)1f the servant is subjected roan atack 
that normally allows a Reflex saving throw for haf darnage, ic takes 
no damage on. successful saving throw and only haf damage on.a 
failed saving throw. Improved evasion i an extraordinary ability 

Share Saving Throws: For each of its saving throws, the sex 
‘vant uses either its awn base save bonus or the blackguard’,| 
whichever is higher. The servant applies its own ability. modifiers 
to saves, and it doesnt share any other bonuses on.saves that the 
blackguard might have (such as from magic items or feats), 

Share Spells: At the blackguand¥ option, he may have.any spell 
(but not any spel-ike ability) he casts on himself uso affect his 
servant, The servant must be within § feet atthe time of casting to 
receive the benefit. f the spell has a duration other than instante 
neous, it stops affecting the servant if moves farther than 5 eet 
away and will not affect the servant again even if the servant 
returns to the blackguard before the duration expires, Addition 
ally the blackguard may cast.a spell with a target of "You" on his 
servant (asa touch tangespell) instead of on himself. A blackguatd 
and his servant can share spells even ifthe spells normally do not 
act creatures of the servant type. (magical beast 

Speak with Blackguatd (x): Ifthe blackguards character 
level is. 13th.or higher, the blackguard and servant can commun 
verbally as ifthey were using a common language. Other crea 
tures donot understand the communication without magical help 

‘Blood Bond (Ex): If the blackguards character level is t6th ot 
higher, the servant guins a +2 bonus onal attack rolls, checks, atid 
saves if it witnesses the blackguatd being threatened or harmed. 
This bonus lasts as long asthe theeat is immediate and apparent 

Spell Resistance (Ex): Ifthe blackguards character level is 
19th orhigher, the servant gains spel resistance equal to the 
blackguands level + 5. To affect the servant with a spell, another 
spellcaster must get a result on a.caste level check (120 + caster 
level) that equals or exceeds the servant’ spel resistance. 


DRAGON DISCIPLE 


It is known that certain dragons can take humanoid formand. 
even have humanoid lovers, Sometimes a child is born of this) 


|union.and.every child of that child unto the thousandth genera-| 


tion claims abit of dragon blood, be it ever so small. Usually, lite 
‘comes of it, though mighty sorcerers occasionally credit their} 


{powers ro draconic heritage, For some, hawever, dragon blood. 
{beckons irresistibly. These characters become dragon disciples, 
[who use their magical power as a.catalyst ro ignite their dragon 


‘blood, realizing its fullest potential. 


Dragon disciples prefer life of exploration soa cloistered exis 
fence. Most are barbarians fighters, or rangers who have dabbled 
as sorcerers ot bards, Occasionally, a serious spellcaster explores 
the path to further a goal of finding out more about his draconic 
heritage, though at the expense of most of his arcane studies. ler: 
ies and druids rarely. choose to become dragon disciples, Altady. 
adept at magic, many pursuc adventure, especially if ir furthers 
their goal of finding out more about their draconic heritage. All 
dragon disciples are drawn ro areas known to harbor dragons, 
Hit Diesdi2 


Requirements 
To qualify ro become a dragon disciplea character must fulfil all 
the following criteria 

Race: Any nondragon (cannot already bea halfdragon). 
Skills: Knowledge (arcana) 8 ranks. 
Languages: Draconic. 
Spellcasting: Ability to cast arcane spells without preparation, 
Special: The player chooses a dragon 
when taking the first level in this prestige 
class subject rothe DM's approval 


“ 


Glass Skills 
The dragon disciple’ class 
‘skills (and the key ability for . 
‘each skill) ate Concentration (Con), +Y 


Graft (Int), Diplomacy (Cha), 
Escape Artist (Dex), Gather 1 
Information (Cha), Knowl- 
edge all skills taken individ 
ally) (Unt Listen (Wis), Pres: 
sion (Wis), Search (Int), Speak 
Language (Int), Splleraft (In) 
and Spor (Wis), See Chapter + 
‘of the Player’ Handbook for: skill 
descripions 

Skill Point 
modifiec 


it Each Level: 


Class Features 
AlLof the following 
ite class feat 
ofthe dragon dis 
joie prestige class 

‘Weapon and Armor 
Proficiency: Dragon.dis 
ciples gain no proficiency with any weapon or armor. 


. 


‘TABLE 6-7; THE DRaGon DisciPLe 


Base Fort ef will 
Level Attack Bonus Save Save Save 
‘st +0 7 “0 2 
2nd + 8 +0 8 
4rd 2 a 4 8 
ath 3 4 4 
sth a aa) 4 
éh 4 2 5 
7th s 2 s 
8h 46 2 +6 
oh “6 a 46 
oth 7 8 7 
. PRES al 


Adengyn disciple 


Bonus Spells: Dragon disciples gain bonus spells a they gain. 
levelsin this prestige class a if fom having a high ability scone,as 
siven.on Table 6-7. A bonus spell can be added to any level of 
spells the disciple already has the ability to cast. 

Ifa character has more than one spellcasting class, he must 

[decide to which class headds each bonus spell ait is gained. Once 
a bonus spell has been applied. it cannot be shifted. 

‘Natural Armor Increase (Ex): At tst, 4th, and 7th level, a 
dragon disciple becomes.more draconic in appearance. His skin 
develops riny iridescent scales, neatly snvsible at frst but becom 
ing more noticeable at higher levels. This provides an increase to 
the character's existing natural armor (if any),as indicated on. 
Table 6-7 (the numbers represent the tral increase gaited to that. 
point), As his skin thickens, a dragon disciple takes on more and 
‘more of his progenitors physical aspect. 

Claws and Bite (Ex); Ar 2nd levela 

dragon disciple gains claw 
and bite atacks ifhe 

does not already 


hhave them, Use the 

values above or the dis 
ciple’ base claw and bite 

damage values, whichever are greater: 


) 


Nt. 


Bite Damage Claw Damage 
Small 1d 143 
Medium 146 144 
Large ds 146 


| 


}Acdragon disciple is considered proficient with 
\ these attacks, When making a full atack, a dragon 
diseple uses his full base atack bonus with his bite 
attack but. takes a5 penalty on claw attacks, The 
Multiartack feat (see page 304 of 
the Monster Manual) reduces 
this penalty to only ~2, 
Ability Boost (Ex): Asa 
dragon disciple gains levels in 
this prestige class, his ability 
scores inctease.as noted on Table 
These increases stack and are gained as ifthrough le 
advancement. 


Spec Bons Spl 
re rn ; 
Abit boost 42) ws and he 1 
Bret neapon (28 ° 
Aly Ses (2) saa cree (7) 1 
inden 30 d 
Ability boost (Con +2) 1 
ste a a Re CAC LD 
‘sy bos nt s2 1 
Wing j 
Slndirse 0, dagon othe 0 
— CR ae ied 2: 3 


Breath Weapon (Su): At ri Jevel,a dragon disciple gains « 
‘minor breath weapon, derived from his draconic ancestor. The 
type and shape depend on the dragon variety whose heritage he 
enjoys (see below), Reganiless of the ancestor, the breath weapon 
deals 2d8 points of damage of the appropriate energy type 

‘At 7th level, the damage increases 10 448, and when a disciple 
attains dragon apotheosis at 10th level ir reaches its full power at 
S6d8, Regardless of its strength, the breath weapon can be used 
‘nly once per day: Use all the rules for dragon breath weapons (see 
‘page 69 of the Monster Manual) except as specified here 

The DC of the 
breath weapon is 10+ 
class level + Con modifier, 
Aline-shaped breath weapon is § 
feet high, $ feet wide, and 60 feet long, A 
cone-shaped breath weapon is 30 feet long, 


Dragon Variety? Breath Weapon 

Black Une of acid 

Blue Line of lightning 

Green Cone of corrosive gas (acid) 

Red Cone of fre 

White Cone of cold 

Brass Line of fre 

Bronze Une of lightning 

Copper Line of acid 

Gold Cone offre 

Silver Cone of cold 

© Other varieties of dragon disciple are possible, using other 
dragon varieties as ancestors. 


Blindsense (x): Ar sth level, the dragon disciple 
blindsense with a range of 30 feet. Using nonvisual 
senses, such as acute smell or hearing, the dragon dis 
ciple notices things it cannot see, He usually does not 
need to.make Spot or Listen checks to notice and pin 
point the location of creatures within range of is blind- 
sense ability, provided that he has line of effect ro that ctea 
tute. Any opponent che dragon disciple cannot see still has 
total concealment against him, and the dragon disciple still 
has the normal miss chance when attacking foes that 
have concealment. Visibility stil affects the movernent 
of a creature with blindsense. A creature with blind 
sense (s stil denied its Dexterity bonus to Armor Class 
against attacks from creatures it cannot see, AC 10th 
level, the xange of this ability increases to 60 feet, 

‘Wings (Ex) At oth level, a dragon disciple grows a se of dra 
contcwings. He may now fly ata speed equa. to his normal land 
speed,with average maneuverability. 

Dragon Apotheosis: At ioth levela dragon disciple fully real 
ines his draconic heritage and takes on the halfdragon template 
(ee page 146 of the Monster Manual. His breath weapon reaches 
full strength (as.noted above).anal.he gains +4 t0 Strength and 92 
to Charisma, His natural armor bonus increases t0 +4, and he 
acquires lowslight vision, 60-fo0t darkvision, immunity to sleep 
sind paralysis effects, and immunity to the energy type used by his 
breath weapon (see above), 


DUELIST 

The duelist (sometimes known.as the swashbuckler) isa nimble, 
intelligent fighter trained in making precise attacks with light 
‘weapons, suchas the rapiet.She always takes full advantage of het 
quick reflexes and wits ina fight, Rather than wearing bulky, 
armor a delist fees the hest way to protect herself isnot. ta.get 
hic ata. 

Duelist are most often fighters or rangers, but almost as often, 
are rogues ot bards. Wizards, sorcerers, and monks make surpris: 


ingly.good duelisisdue to those classes lack of reliance on arm. 
‘They henefit greatly from the weapon skill the duelist offers, 
Som paladins and barbarians who deviate a good deal fromheit 
archerypes become dueliss 

NPC duelists are usualy loners looking for adventute or a get 
rich-quick scheme, Occasionally they work in small, tightknit 
groups, fighting with team-based tactics. 

Hit Die: dio 


Requirements 
‘To qualify to become a duelist,a character 
‘mst fulfil all the following criteria, 

Base Artack Bonus: +, 
‘Skills: Perform 3 ranks, Tumble § ranks, 
Feats: Dodge, Mobility, Weapon. Finesse. 


Class Skills 
The duelst's class skills (and the key abil: 
{ty for each skill) are Balance (Dex), Blut 
(Cha), Escape Artist (Dex), Jump (Str) 
Listen (Wis), Perform (Cha), Sense Motive 
(Wis), Spot (Wis), and Tumble (Dex). 
Chapter 4 of the Player’. Hanlook for skill 
descriptions. 
Skill Points at Each Level: 4+ Int modifier, 
Class Features 
‘Weapon and Armor Proficiency: The delist 
{s proficient with all simple and martial weapons | 
but no type of armor or shield 
anny Defense (Ex): When not wearing 
armor or using a shield, a duelist adds 1 point. of 
Intelligence bonus (if any) per duelistclss level 
to her Dexterity bonus to modify Armor Class 
while wielding 1 melee weapon, For instance. 
Anublevel dueise with an Intelligence score of 16 
(43 bonus) can add +2 to her Armor.Class. If 
dluelist is caught flat-footed oF otherwise 
denied her Dexterity bonus, she also loses 
this bonus 
Improved Reaction (Ex); Ar 2nd level, a 
delist gains a +2 bonus on initiative checks, 
rth level, the bonus increases to +4, This 
bonus stacks with the benefit provided by the 
Improved Initiative feat 
Enhanced Mobility (Ex): When wearing no armor and not 
using shield, a duelist gains an additional +4 bonus to-AC against 
attacks of opportunity caused when she moves out ofa threatened 
square 
Grace (Bx): A 4h level a dueist gains an additional 42 compe: 
tence bonis on ll Reflex saving throws. This ability functions fora 
dluelist only when she is wearing na armor and not using a shield. 


yes 


‘Taote 6-8: THE DUELIST 


For Ref will 
Level Save Saye Save Special 

ist 404240 Canny defense 

Ind 404340 Improved reaction 22 

nd 4143) 41) Enhanced mobitity | 
ath “4 +) Grace 

Sth Hh 51 Precise strike +146 
6th #2 +5 +2_Acrobatic charge t 
2th 4245 42—_Elaborate pany 

ath 42 +6 42 Improved reaction +4 
oth 34643 Deflect Arrows 

oth 334743 Precise strike +246 


Strike (Ex): At sth level. duelist 
strike precisely with a light or one-handed piercing weapon, 


gaining an extra 1d6 damage added to her normal damage roll 


When making a precise strike, a duelist cannot attack with a 
weapon in her other hand or usea shield. A duelist’s precise 
strike only works against living creatur 
anatomies, Any creature thatis immune to critical hits (includ 
ants, nd incorporeal creatute 

precise strike, and any item or ability that 
with the fr 


with discernible 
ing undead, construct 
isnot vulnerable 4 

protects a creature from critical hits (such as an 
tification special ability) also protects creature from a precise 
strike, At 10th level, the extra 


damage on a precise strike 
‘Acrobatic Charge (Ex) 
A 6th level, a duelist gains 
the ability.to.charge in sit 
A dwarven 


uations where others can 


not, She may charge over defender 
difficult terrain that nor 


This enables her to 
down steep stairs 


tumble over tables 0 get to 
her charge target, Depend: 
ng on the citcumstance, she 
B 

may still need to make appro 


priate checks (Jump or Tumble 


hecks in particular) to sy 


Elaborate Parry (Ex): At 7th 


usttotal_ defense. in_melee 
ombat, she gains an additional 


0 AC for ea 


+1 dodge bon 
level of duelist she ha 

Deflect Arrows: At 9th level a 

Julist gains the benefit of the Deflect 

aaof the Mayers 

Handbook) when using a light or one 


Arrows feat (se pa 


handed piercing weapon, 


VARVEN DEFENDER 


The defender is a sponsored champion 


life. As the name might imply 
characteris a skilled combatant 
trained in the arts of defense 


Aline of dwarven defenders is 


a far better defense than a 10- 
much more 


foot-thick wall of stone 
dangerou 

def 
lerics, although ex-barbatia 


Most dw tsare fighters, paladins, rangers, or 


sorceress, wizatds, and druids 


can certainly all benefit from the defensive capabilities of this 


estige class. Rogues, bards, and monks usually depend too 
ily.on mobility to.use the abil 
class to their fullest, 

| [Nec dwarven defenders are usually soldiers in a dwarven cit 


segregated into their own units separate from regular warriors or 


the dwarven defender 


[fighters. Occasionally alone, wandering dvvsrven defender can be 
he usualy guards his words 


encountered on some mission, 


so closely tha it's difficult to learn what his quest actually entails. 


Hir Die: di2 


jinemen! 
gualify 1 become defender, character must full 


the fal 
lowing criteria 
Race: Darl 
Alignment: Any aw 
Base Attack Bonus 
Feats: Dodge, Endurance, Toughness. 


The de d the key ability for each 
Craft (Int), Listen (Wis), Sense Motive (Wis), and Spot (Wis), See 
Chapter for skill descriptions, 

Skill Points at Each Level: 2+ Int modifier 


ofthe Players Ha 


All of th 
prestige class 

AC Bonus (Ex): The dwary 

dodge bonus 10 Armor C 

at +1 and improves as the 


following are class features of the dwarven defender 


defender receives & 
ss thar start 


defender 

gains levels, until it xeache 
4 at 10th level 

pon and Armor 

Proficiency. 


defender is proficient with 
all_simple_and martial. 
weapons,..all types 

armor, and shields. 
Defensive Stance 
When he needs-to,.a.de 
fender can become a.stal 


this defensive stance,-a 

defender gains phenomenal 
wh and durability, b 
from the 

is defending. Hi 


bonus.on-al 
dodge bonus ro AC 


Increases the defender's hit 
points.by.2 p 
these hit points g 
f the defensive stance when the 


Constitution score drops back 4 


points, These extra hit points arc 


‘not lost first the way temporary hit 


points are, While in a defen 


stance,.a defender cannot us 
skills or abi 
guire hin 

Moye Silently or Jump. A defensive 


es that would re 
shift his position, such 


3+ the characters (newly improved) Constitution modifier. A 


rndet may end his defensive stance voluntarily prior to.this 


nit. At the end of the defensive stance, the defender is winded 
penalty. co Strength for the duration of that 


A defender can only use his defensive stance acertain 


takesa 
number. 
6-9). Using the def 
defender can only 
examples 


times per day. ae determined by his level (see Table 
ive stance takes no time itself, but a 


so during his action, (A defender cant, for 
stance when. Jown byanarrow in order to 


Uncanny Dodge (Ex): St 
jordinary ability tor 


defender gains the ext 


see above) from a second 


‘Taste 6-9: THE DWARVEN DEFENDER Ifa character gains uncanny d 
haracter automaticaly gains improved 


Base class (such as rogue), the 


feck fort Refill AC ncaa colt rai ashe Sete cha fae 
Level Bonus Saye Save Save Bonus Special mine the minimum rogue level required to flank the character, 
Thea) AD 2 4092 Dee te nbile Defonte Dick AuathJovu + dvarven defender can 
FTES OE RS TE ajar bs postion wile matssninga defensive stance. While in 
Spieeiaeam em RRASMMT MR DMIAMMSRMERNTGRI. defensive sance,kecan ake one footstep cach round without 
a eee at laughs Orotiectates 
Spr SA 
Sh eh aa? Darageredsaionsj=—t ELDRITCH KNIGHT 

Maectedwnatey dodge _|Smdying the murtal and arcane ae to qual dagu,tbe slack 
[ih sans Dees stance day | knight va verse combat who can cata fall on hr fos 
a ortbtge Vou af gnard denwn: Tha aldcac kafght ak 

trap sense +2 pride in her ability to use the right technique for the job: spells. 
iN aA ns SARTMD pint sayscly tough fos und force ofamagalnst spelen 
TT Meese 

Slack elghs spl tele ime borween placing 

2nd level and above, he retains his Dexterity bonus to AC (if any ispells. They tend to.be driven individuals, because simultaneously. 
aaaactac af being caught lanfoted or rc by an tnvaBle ff {perfecing chet pelardabaprowess requires mens 


attacker. (He still loses any Dexterity bapus to AC if time and effort Eldritch knights are never 
immobilized 
Ifa character gains uncanny dodge 
from a second class (such as rogue), the : rift from wizard school co 
character automatically gain 1 . mercenary unit to band of 
proved uncanny dodge (see adventurers 
below : Every would-be eldritch knight 
Trap Sense (Ex): Ar 4th sfust demonstrate both skill with 


truly at home among arcane spel: 
casters or elite soldiers, so many 


level, a dwarven defender gains broad array of weaponsand mastery. 


of the basics of arcane spelleast 
ing. Thus, almost all eldritch 


an intuitive sense thar alerts him = 


danger from traps, giving him a #1 = 
bonus on Reflex saves made co avold traps 


and.a +1 dodge bonus to AC against attacks by traps, At haracters_ already. 


Sth level, these bonuses rise to 42. These bonuses stack : with fightex/izard 
with trap sense bonuses gained from other clases the most common, 

Damage Reduction (Ex): At 6th level, a dwarven combination, . A 
defender gains the ability 10 shrug offsome amount of injury. ftom. few eldritch knight 


attack the dwarven defende 3 ome eldritch knights ap: 


Taste 6-10: THe ELoriTcH KNIGHT 


Base Fort Ref will 
Level Attack Bonus Save Save Save Special 

1st #1 2 40 +0 Bonus feat 

2nd “2 3 +0 +0 + Llevel af existing arcane spelcastng class 
ard 8 8 a " +1 level of existing arcane spelleastng cass 
ath 4 4 E 1 1 level of existing arcane spelcastng class 
sth re) “4 “ a 2nd at ates ane spellcasting lass 
&th “6 +5 2 22 1 evel of existing arcane spellcasting class 
mh a 6 2 2 ‘iievelof esos fend speleastng els 
ath +8 +6 2 2 + lee of existing arcane spelcastng cl 
oth ” 6 8 8 +1 level of existing arcane spelleasting lass 
10th +10 7 3 3 + level of existing arcane spelcastng class 


Requirements 
To qualify to become an eldritch knight, a characte mist fulfill 
the following criteria, 

Weapon Proficiency: Must be-proficient with all martial 
weapons 
Spells; Able to cast Ard-level arcane spells 


Gass Skills 
‘The eldritch knight’ clas skills (and the key ability for each skill) 
ane Concentration (Con), Craft (Int), Decipher Seript (Int) Jump. 

| (Str), Knowledge (arcana) (Int), Knowledge (nobility and royalty) 

| dn, Ride (Dex), Sense Motive (Wis), Spelleraft (Int), and Swim 
(Str See Chapter 4 of the ayers Handbook for skill descriptions 
Skill Points at Each Level: 2+ Int modifier. 


Class Features 
All of the following are features ofthe eldritch knight prestige 
clas 
|” Weapon and Armor Proficiency: Eldritch knights gain no 
[proficiency with any weapon or armor 

Bonus Feat: At 1st level, an eldritch knight may choose a 
bonus feat from thelist of feats availabe to fighter. Ths sin add: 
tion to the feats that a character of any class normally gets every 
three levels. The character must still meet any prerequisites for 
these bonus feats, including four levels of fighter for the Weapon 

Specialization feat 

Spells per Day: From 2nd level on, when neweeldrtch knight 

{levels gained, the character guins new spells per day asf she had 
also gained a level in whatever arcane spelicasting class she be 
onged to before she added the prestige class. She does not, how 
{gin any other benefit a character of that class would have 
gained (bonus metamagic or item creation feats, bard os assassin 
abilities, and soon), Ths essentially means that she adds the level 
of eldrtch knight tothe level of whatever other arcane spellast 
ng class the character has, then determines spells per day and 
caster level accondingly. 

Ha character had more than one atcane spelicasting class 
before she became an eldritch knight, she must decide to which, 
class she adds each level of eldritch knight for the purpose of 
determining spells per day 


HIEROPHANT 
‘Adivine spellcaster ho rises high in the service of his deity gains 
access to spells and abilities of which lesser faithful can only 
dream, The hicrophant prestige class is open to powerful div 
spelleasters who are approaching access to the strongest and most 
difficul divine spells They delay the acquisition ofthese greatest 
sifts in exchange fora deeper understanding of and ability to con: 
trol the power they channel 
}_Most hierophants were clerics or druids. Some may have pur 
sued another divine spellcasting-focused prestige class. Hieto 
phants rarely multiclass into non-spelleating clases, 
Hierophantsare.usually high-anking members ofa church ot 
druid circle, Most are exemplary representatives of thee faith 
Hit Die: ds, 


Requirements 
To qualify to become a hierophant, a character mist fulfil all the 
following criteria. 
Skills: Knowledge (religion) 15 ranks, 
Feats: Any metamagic feat. 
| Spells: Ableto.cast7thlevel divine spells. 


Glass Skills 
"The hierophants class skills (and the key ability for each skill) are 
Concentration (Con), Craft (Int), Diplomacy (Cha), Heal (Wis), 
Knowledge (arcana) (Int), Knowledge (religion) (Int), Profession, 


(Wis), and Spellcraft (Int), See Chapter 4 of the Players Handbvok 
{orskill descriptions. 
Skill Points at Each Level: 2 + Int modifier. 


Gass Feawures 
All the following ae clas features of the hierophont prestige las, 
‘Weapon and Armor Proficiency: Hietophants gain no profi 
ciency with any weapon or armor 
Spells and Caster Level: Levels in the hierophant prestige 
class, even though they.do not advance spell progression inthe. 
character’ base class, sil stack with the characters base spelleast- 
ing levels to determine caster level 
Special Ability: Every level, hierophant gainsa specialability 
of his choice from among the following 
‘last Infidel (Su) A hierophant can use negative energy spells 
their maximum effect on creatures with an alignment opposed to 
the hierophant. (See the table below for list of which alignments 
Jae opposed to each alignment.) Any spell with a description that 
\invalves inflicting or channeling negative energy (nfl spells. 
{maseinlic light wounds, harm) cast on a. creature ofthe opposed 
alignment works as i€under the effect of a Maximize Spell feat 
(without using a higher-level spell slot) Undead affected by this 
ability heal the maximized amount of damage. 


Hierphant Opposed 
‘Agnmant. Alignment 

Lawl good Chaotic ei 

Neutral good Neutral evi 

Chaotic good — Lawful evil 

Lawl neutral Chaotic neutral 

‘Neutral Lawful good, chaotic good, lawful evil, chaotic evil® 
Chaotic neuval_ Lawful neta 

Lavi evil Chiate good 

Neutral ev Neutral good 

Chaotic ev Lawl god 


* A neutral ierephant chooses one of these alignments to.be the one 
that he opposes, for the purposes ofthis special abit, 


Divine Reach (Su A hieropbant with this ability ean use couch 
spells on targets up to 30 feet away. Af the spell requires a melee 
ouch attack, the hierophant must make a ranged touch attack 
{Instead Divine reach can be selected a second time as a special 
ability, in which case the range increases to 60 feet. 

uth. Healing (Su) A hletophant can.use healing spells ro their 
maximum effect on creatutes ofthe same alignment asthe hieto 
phant (including the hierophant himself), Any spell wth the heal 
ing descriptor cast on such creatures works as if under the effects 
‘of a Maximize Spel feat (without using a higher-level spell slot. 

ift ofthe Divine (Su): Avallable only to hietophants with cleric 
levels, this ability allows a hierophant to transfer one or mote 
uses of his turn undead ability 1o.willing creature, (Hiero- 
phants who rebuke undead transfer uses of rebuke undead 
instead.) The transfer lasts anyawhere from 24 hours to one week 
(chosen at the time of transfer). and while the transfer is in 
effect, the number of turning attempts per day allowed to the. 
hierophant is reduced by the number transferred, The recipient 
‘turns undead asa cleric ofthe hierophant's cleric level but uses 
her own Charisma modifier, 

‘Mastery Energy (Su) Available only to bierophants with cleric 
Jevels, this ability allows a hierophant to channel positive or nega 
tive energy much more effectively, increasing his ability to aftect| 
undead, Add a +4 bonus.to the hierophant’ turning checks and, 
turning damage rolls. This ability only affects undead, even ifthe 
hierophant can turn other creatures, suchas with granted power 
cofadomain. 

‘Metamagic Fe: hierophant.can choose a metamagic feat in 
place of one of the special abilities described here if desired 


Power of Nature (Su): Available only t0-hierophants with druid 


levels, this ability allows a hierophant so temporarily trans 
‘or more of his druid class features to a willing creature. The trans 
fer lasts anywhere from.24 hours to one week (chosen atthe time 
and while the transfer isin effect, 

the hierophane cannot.use-the trans 


of transfe 


fered power. He can transfer any $l 
at his druid powers.except ff 
spellestng and the ably wo tr 
famero ey ik 

The duds wild shape Al 
ability canbe partly or 
onypetely transferred, 
For example, » hera: 
phant may transfer the 
bility 4o-use_ wild 
shape-ance per day 10 
the recipient ani retain 
the test his-uses for 
himself 1f the hlero 
phant can assume 
the form of Tiny. or 
Huge animals the recip 
enean as well 

As with the Ube with sel 
ability spell the blerophant 
remains responsible to his deity 
for any use to which the recipient 
puts the transfered abies 


Hierophant's effective caster le 
purposes of determining level-dependent 

spell variables (such as damage or ange) and for 

caster level checks. This ability can be selected 

more than once,and changes to effective casterlevel og 

are cumulative 4 

sylls Like Ability: A hierophant who selects this 5 
special ability can use one of his divine spel slots to 
permanently prepate one of his divine spells asa pelle. 
ability chat can be used nice per day. The hierophant does not 
use any components when casting the spel, although a spell chat 
costs XP ro cast still does s0,and aspel with a costly material com: 
ponent instead costs him 10 times that amount in XP. 

The spell normally uses a spell slo of the spells level (or 
hhigher. if che hierophant chooses to permanently 
attach a metamagic fatto the spell chosen). The 
Ihierophant can use an available higher-level spell 
slot 10,use the spell-Wke ability more than.once per 
day. Allocating a slot three levels higher allows him ro 
cast the spell four times per day, and.a slot six levels higher lets 
him cast it sx times per day. For example, Lonafin the hierophant 
‘wants to be able to create undead whenever he has the opport 
nity, so he permanently uses.2 9th-level spel slot to get animate 


dead asa spel-ikeability.usabe-ix times per da. 

If selected. more than one.time as a special ability, this ability 
ca apply to the sume spell (increasing the number of times per 
day ircan be used) or toadffrent spell 


Taste 6-11: THE HiEROPHANT. 


Base 
Attack Fort Ref Wil 
Level Bonus Save _Save_Save_ Special. 
Ist 4024042 Special ability 
2nd 41. 24043 Special ability. 
aid S41 43 Special ability 
4th___s2 4+ +4 Special ability. 
Sth 42 44) Hh Special ability 
Be Wee Fae anh Senet ot eee eee 


HORIZON WALKER 
The horizon. walker isan unceasing traveler tothe universe’ most 
dangerous places. As her journeys take her from place to place, she. 
adapts to become onesvth her environment. In time, she deve! 
‘ops a mystic connection with the ground beneath her, Bur she is 
by no means tied to a particular place; 
leading her toward the horizon, where new adventures awatt. 
Horizon walkers tend to be hard t surprise or impress. because 
they've seen so many wonders during their travels, Its common. 
fora horizon walker to have an outward attitude of been there, 
done that But horizon walkers ae gripped by.an-unguench: 
able wanderlust, so they're always in the midst ofa jour: 
ney or planning th As 
they travel, hosizen.swalkers 
develop a magical resonance 
with the tetrain.that-sur 
making them 
unparalleled guides and 
scouts. And they're formida: 
ble.foes when their trave 
take them into danger, able ro 
use the terrain they know 89 
well 10 good advantage. 
Rangers and bands take up 
the_path_of the horizon 
walker more_often_than 
other characters,.but_that’s 
more because. they appreciate 
the wanderer’ life, not because 
the path of the horizon walker 
\s particularly specialized. & fait 
number of horizon walkers. were 
barbarians who steayed from th 
native lands or rogues who found 
their skills useful on the toad. 
Cccasionally a deuid.will adopt 
the prestige class, though mo 
are loath to do s0 because they sacri 


rounds the 


fice theit spellcasting advancement. 

Youll find horizon walkers on the 

road, or in places so forbidding that 

roads dontexist. They rarely stay in 

‘one place for long, and they're eager to 

Jaunch anew expedition—the more exotic 
and remote the destination, the b 


Abierophant Hit Die: 8 


Requirements 
Tio qualify to become a horizon walker, a character most fulfill all 
the following criteria 

Skills: Knowledge (geography) 8 ranks. 
Feats: Endurance, 


Class Skills 
The horizon walker’ class skill (nd the key ability for each skil) 
are Balance (Dex), Climb (Ste), Diplomacy (Cha), Handle Animal. 
(Cha), Hide (Dex), Knowledge (geography) (Int), Listen (Wis), 
Move Silently (Dex), Profession (Wis), Ride (Dex), Speak Lan: 
‘guage (none), Spot (Wis), and Survival (Wis). See Chapter 4 ofthe 
Players Handbook for skill descriptions. 
Skill Points at Each Level: 4 + Int modifier. 


Class Features 
‘Allo the following are feaxures of the horizon walker prestige 
class 

‘Weapon and Armor Proficiency: Horizon walkers gain no 
‘roficiency.with any weapon ot armor. 


‘Terrain Mastery: As horizon walkers tavel, they gain a myst 
cal connection with the very ground they walk on. Ateach level, 
re from those 


rain mastery gives a horizon walker a bonus on 


they add a new terrain environment to.their epe 

given below. T 

checks involving a skill useful in tha terrain, or some other appro- 

ight dangerous 

onus 
nattack rolls and damage rolls against creatures with tha tr 


priate benefit. horizon walker also knows how t0 
creatures typically found in that terrain, gaining a +t insig 
mentioned in the Environment entry of their descrip 
‘ions (aee the Monster Manwal). The horizo 

gains the bonusif the Monsler Manu descripic 


Horizon walkers take their terrain mastery with them 
30. They retain their terrain mas: 


wherever the 

tery bonuses on 

ls whether they’re actually in the n 
sample, horizon walker 


damage n 
vant terrain or not, Fo 
who has selected 
Immune to fatigue.even if she's underground, in 
the mountains, or ina city 

Planar Terrain Mastery: Eventually a hori 
zon walker’ familiarity with terrain extends t 
Planar 


‘except that the horizon walker can choose one of the 


planar categories at each level. The horizon 
walker can take a nonplanar terrain type 


Instead, sEshe wishes 


rain Mastery Benefit 
‘Aquatic: You are naturally at home 
inthe water 

tence bonus 


n Swim checks, or a 
+40-foot bonus to your swim speed 
fyou have. one, You gain a+1 insight 
bonus on.attack and damage roll 


against aquatic creatures 
Desert: You have endured 
where others perish, s0 you're 
good at conserving your body's 
Fesources. You resist effects that 
You a 
anything that would 
cause you to become exhausted 
makes you fatigued instead. You gain 
1 +1 (nsight bonus on attack and 
damage rolls against desert creatures 
Forest: You have an instinctive sense of 
‘camouflage from your time among, the tree 
granting you +4 co n Hide 
checks, You gain a +1 insight bonus.on attack / 


petence bonus 


and damage rolls against forest cre 


Tate 6-12: THE HORIZON WALKER 


Base 
‘Attack Fort Ref Will 

Level Bonus Save Saye Save __ Special 

We 424040 Teraim mastery 

Ind 4243440 Terrain masten 

Md 62 Terrain mastery 

sth $4} 4) Terrain mastery 

Sth 45: 414) Terrain mastery 

sh 36 4242 Plana terrain mastery 
ae} 4242 Planartertain mastery 
Mh 38 shad 42 nat terrain mastery 
th 49464243 Planar terrain mastery 
Wh___#19 +7, 43.43. Planar terrain mastery 


Hills, The faintest echoes find their way to your eas, granting. 
yowa.+4.competence bonus on Listen checks, You gain.a +1 


sight bonus.on attack and damage rolls against hills creatures. 
Marsh: You have le . 


rushes; you 


ned to be quieter than the whis 


stic connection to the marsh grants you a +4 com 

petence bonus on Move 

bonus on attack and damage rols against marsh crearures 
Mountains: You 

You gain a +4.competence bonus o 


lently checks. You gain a +4 insight 


surfaces others fall from, 
Climb checks, or a +10: 


rally cling 1 


climb speed if you have one 
You gain a +1 insight bonu: 

damage rolls against mountain 
Plains; The wide-ope 


foot bonus 0 


on attack and 
reat 
ces have sharpened 


bonus on Spor checks. You gain a +1 insight 
bonus on attack and damage rolls against plains 


Underground: You have magical 
yout.time in the dark, You hi 


adapted t 
had 
ource. You 


darkvision from anothe 
‘gnin.a +1 insight bonus.on attack and 


damage.solls against underground crea 


Biery (Planar); This kind of planar ter 
rain mastery provides you with resistance 
You 
attack and damage rolls against. outsiders 
and elementals with the fie subtype 
Weightless (Planar); You gain a +0-foor 
bonus to your fly speed on planes with no 


to fire 2 ‘+4 insight bonus 


‘gravity or subjective gravity, such as.the 


Astral Plane 


Air (see Chapter 5) 


lane 
You gaina 
cand damage rol 
Plane, the Elemental Plane of Ait, and the 
Ethereal Plane 
air element 

a particular plane has this fact des 


wich a5 githyanki and 
A creature native to 


ignated in its Environment entry 
Monster Mant 
Cold (Planar): This kind of 


Be (vides you with resisuance 
“a P20. u gain a +1 insight bonus on 
f seach dasage ls ast 


Shifting (Planar): You have 


_ the supernatural ability to use 
the evershifting nature of planes such as Limbo and the 
Plane of Shadow to travel faster. You instinctively anticipate 


shifts in the reality of the plane that bring you closer to your des 


tination, giving you che spell-like ability 0 use dimension door (as 


ur character level) once every td rounds. You 


L insight be 
siders and elementals native to a shifting plane, suc 
and shadow mastiff 

Aligned (Planar): You have the instinctive ability to mimic the 


dominantalignment of the plane. You incur none of the penalte 
for having an alignment at odds with that ofthe plane, and spell. 

he opposite alignment (such as 
have the dominant alignment of 


and abilities that harm those 
unholy blight) dnicaffect yo 
the plane with regard 10 magic, but your behavior and any al 
ment-related class features you have are unafi 


‘Cavernous (Planar): You gain tremorsense with a 30-foor range. 


Other (Planar): If your campaign uses planes youhave Class Features 
invented yourself (see Creating a Cosmology. page 167), you All. of the following are class features of the loremaster prestige 
hhould design additional planar terrains. A plane.composed class 

entirely of an immense black spiderweb suspended over.a toiling ‘Weapon and Armor Proficiency: Loremasters gxin no pro 
ectoid vermin, for example, might have a +4 compe-| _,ciency with any weapon orarmor. 


ocean of 


tence bonus on Balance checks and +4 bonuson Fortitude saves) | Spells per Day/Spells Known: A loremaster continues train 
against poison a the benefit for plana terrain mastery ing in magie as well as her field of research, Thus, when a new 
Toremaster level is gained, the characte gains new spells per day 
LOREMASTER and spells known, if applicable) asi she had also gained a 


Lotemasters ate spellcasters wha concentrate on level in a spelcasting class she belonged to before she 
Knowledge, valuing lore and secrets over gold, They the prestige c 
uncover secrets that they then use to better them A brenaster not, howeves._gain_any 
selves mentally, physically and spiritually her benefit a character of 
Characters without at least one level of ‘ ined 
wirand, sorcerer cleric, or druid gain ite ben 5 ‘onttol 
efit for becoming a loremaster. Paladins Bing ing undead, meta 
rangers.and bands might gain some bene fi {tom creation feats, 
fi, hut overall, it would be minor. and so.on), This essentially means 
Loremasters_sometimes gather in thar she adds the level of loremaster 
cluded cabals butare more often found as to the level of some other spell 
members of an arderattached to a university. : casting 


i likely to eatn extra money as sages and spells known,and castet level 
mation brokers, pouring their wages into accordingly 
wn research, A loremaster might also Secret: In sheis studies, lore 


sition asa wise one in a community, 0 ‘masters stumble-upon all sorts of 
‘even as its leader, drawing upon her knowledge applicable. knowledge and secret 


tohelp others, At ist level and.every.two level 
Hit Die: ds, higher than 1st (3rd, sth, 2th, and 
ath), the loremaster chooses one 

equiremer secret from the table on the next page 


To qualify to become a loremaster, a character A vel plus Intelligence modifier 
must fulfil all che following criteria, i\ mines the total number of secrets 
Skills: Knowledge (any rwo) 10 ranks in she can choose. She cant choose the same 
each, secret nwvic 


Lore: Loremasters gather knowledge 
At and level, « loremaster gains the abil 
ty to know legends.or information 


Feats:.Any three metamagic or item creation, 


feats, plus Skill. Focus (Knowledge (any. individual 
Knowledge ski 

Spells: Abii 

pells, one of w! 


cast seven different divination as a bard 


regarin 
‘ean with bardic knowledg 


various topics, ju 


bich must be 3rd level or highe 


ster adds her level and her Intel 


cl gence modifier to the lore check. 


_ ¢-26 of the Players 
each shill) ate Appraise (int), Concentration (Con) 
Craft (alchemy) (nt), Decipher Seript (Int), Gather 
Information, (Cha), Handle Animals (Cha), Heal 
‘Wis), Knovledge (al skills taken individually 
Ing), Perform (Cha), Profession (Wis), Speak Lan 
guage, Spellcraft (Int), and Use Magic Device 
Handbyoh 


remaster's class skills (and the key abli 


for more information on, 
knowledge 

Bonus Languages 
ters, in theit laborious 


learn new languages in order to 


owledge. A 


access more ki 


(Cha). See Chapter 4 of the Bay remaster can 

choose any new 
language at 4th 
and sth level 


for skill eseriprions, 
Skill Points at Each 
Level: 4+ Int modifier 


TauLe 6-13: THE LOREMASTER 


Base Fort Ref 
Level Attack Bonus Save Save Special Spells per Day 

Ist “0 0 ) Secret 41 evel of existing class 
Ind a +0 0 Lore +1 level of existing class 
3rd " #1 a 3 Secret +1 evel of existing class 
ath 2 1 a “4 Bonus language 1 level of existing class 
sth 2 ) 4 “4 Secret 11 level of isting class 
th 3 2 2 Ss Greater lore + level of existing cls 
7th 3 2 2 8 Secret + level of existing class 
Bh “4 2 2 +6 Bonus language +1 level of existing class 
oth “4 8 4 6 +1 level of existing class 


10% “s ry 3 +1 level of existing class 


g 
s 
& 
3 


cer Lore (Ex): Ar 6th level aloremastergainstheability 0 LOREMASTER SECRETS 


understand magic items, as with the identfyspell Level + 
True Lore (Ex): Ar 10thlevel,once perday.aloremastercan use Ink 
her knowledge to gain the effect of alegend lore spell oran analyze. Modifier _ Secret. fect 
diveomer spell 1 Instant mastery 4 ranks of skill in which 
the character has no ranks 
Secret health 3 hit point 


3 Secrets of nner strength +2.bonus on Wil saves 
5 


ne lore of true stamina +2 bonus on Fortitude saves 
Secret knowledge +2 bonus on Reflex saves 
‘of avoidance 

6 Weapon tick +1 bonus on attack rolls 

7 Dodge trick +1 dodge bonus to AC 

1 Applicable knowledge Any one feat. 

9 Newfound arcana 1 bonus Ist-level spell 

0 More newfound arcana 1 bonus 2nd-level spl 


1g high abi 


pells common to clerics and wizard 
Mystic theurges have unparalleled diversity.of spells. In 
canyespell inthe Player 
Handbook, While a mystic theurge doesnt have. the uninter 


rupted spelladyancement that a cleric, wizard, ot sorcerer has, 


he makes up for this swith versatility: Mystic theurges are often. 


ric/wlaards are the most common mystic theurge 


druid/sorcerers more rare and druid / wizards almost unheard of 

Mystic theurges tend to be fascinared with magic in what 
wh 
power oftheir spellcasting ro further thet 


deity'vagenda, 
Hit Die: dt 


quicen 
To qualify to become a mystic theurge,a character must fulfil 
the following criteria. 

Skills; Knowledge (arcana) 6 ranks, Knowledge (religion) 6 ranks. 
Spells; Able to cast 2nd-te 


The mystic theurge¥ clas skills (and the key ability for each skill 
Concentration (Con), Craft (Int), Decipher Script (Int 
Knowledge (ateana) (Ip 

(Wis), Sense Motive ( 
the Players Handbook fr skill 
Skill Points at Each Level 


riptio 


All of the following are features of the mystic theurge prestige 
clas 


A mystic theurge Weapon and Armor Proficiency: Mystic theurges gain ne 


proficiency with any.vweapon.or an 

Spells per Day: When a new mystic theurge level is gained, the 
character gains new spells per day as if he had al s level 
‘n.any one arcane spellcasting class he belonge 


to before he 
added the prestige class and any.one 


livine spellcasting class he 


TABLE 6-14; 


HE Mystic THEURGE 
Base Fort Ref Will: 


Level Attack Bonus Save Save Saye___ Spells per Day 
Tt 4004042 el levelofesisting arcane spelcastng elass/+1 level of existing divine spellasting class 
Inds] D2 eye of existing arcane spelcasting class/+level of existing divine splicasting cass 
Hd $143 level of existing arcane spelcastng class/+) level of existing divine spelcasing class 
Mth 2s) 414A eel of esting arcane splcating class/+1 lve f existing divine spelasting cass 
Sth 421 #4 Feel ofenistng arcane spelcastingcass/+ level of exiting divine splleasting class 
Gh +) g2_— 45s evel of enisting arcane spelcating class/+) lve of existing divine spelasting class 
Th 4342424 feve feisting arcane speleastng class) level of existing divine splicasting class 
Hth__ +4 424246 level of exstng arcane spelcasting class/+1 level of existing divine spelicasting cass 
Sh #3445 eval of esting arcane spelcastng class/+) level of ensting divine speleasting class 

1h SdH evel of existing arcane splcatng clss/+). level f existing divine spelasing class 


cfit a character ofthat class would have gained (bonus metamagie 
or item creation feats, bard or asassin abilities, and so on). This 
essentially means that he adds the evel of mystic theurge tothe 
level of whatever other arcane spelleasting class and divine spell: 
casting class the character has, then determines spells per day and 
caste level accordingly, } 
For exumple,a ini-level cleric/td-level wizard who takes level 
{n mystic theurge has the sime access to spells as aAth-level cleric 
and a 4th-level wizard. But he continues to turn undead usa 3rd 
level clevic, and his wizard familiar wont gain any new abilities, 
Ifa character had more than one arcane spellcasting class ot 
more than one divine spelleasting class before he became a mystic 
theurge, he must decide to which class he adds each level of. 
mystic theurge for the purpose of determining spells per day. 


RED WIZARD. 

The Red Wizards are the masters of Thay, the would-be magical 
‘overlords of the land of Faertin (in the Foncorren RAL cam 
pig setting). They focus on a school of magic more intently than 
any specialist, achieving incredible mastery of magic within ave 
narrow focus. Seen as cruel and evil tyrants by. people across the 
world of Tori afew choose to leave their region, assume secret 
{entitles.and practice magic withouthaving to worry about polit: 
icalalliances and possible slave uprisings. 

Early in their careers, would-be Red! Wizards specialize in.a 
school of magic and acquire the Tattoo Focus feat that prepares 
them for entry into the Red Wizard prestige class. All Red Wizards] 
have some skil as a specialist wizand, and most follow that path 
‘exclusively, bur afew dabble in.other sorts of learning (such as 
‘combat or divine magic) While itis possible fora sorcerer or band 
to become Red Wizard, such misfits are ridiculed in their home 
land and.are incredibly rane 

HitDies ds 


Riquirements 
“Ta qualify 10 become a Red Wizard, a charactee must full all the 
following criteria 

‘Race: Human from Thay 
Alignment: Any nongood 


‘Tape 6-15: THE Reo Wizard 


Skills: Spellerat § ranks. 
Feats: Tattoo Focus (see New Features of the Red Wizard, 

below) plus total of three metamagic fears or item creation feats. 
‘Spells: Able to cast 3r-level arcane spells 


Class Skills 


“The Red Wizard’ class skills (and the key ability foreach skill ate 
Bluff (Cha), Concentration (Con), Craft (Int) Antimidate (Cha), 
Knowledge (all kills taken individually) (nt), Profession (Wis), 
Spellcraft (nd). See Chapter 4 of the Mayers Handbook for skill 
descriptions 

Skill Points at Each Level: 2+ Int moder. 


Class Features 


All the following are clas features of the Red Wizard prestige. 
class 

‘Weapon and Armor Proficiency: Red Wizards gain no prof 
ciency with any weapon or armor, 

Spells per Day:.A Red Wizard's training focuses on arcane 
spells Thus, when a new Red Wizard level is gained, the character 
gains new spells pr day as ifhe had also gained a level in whatever 
arcane spelleasting class he belonged to before he added the pres 
tige lass, He does not, however, gain any other benefit a character 
of that class would have gained (bonus metamagic or item cre 
ation feats, bard or assassin abilities, and so.on). This essentially 
means that he adds the level of Red Wizard to the level of what 
ever other arcane speleasting class the charactet has, then deter 
mines spells per day and caster evel accordingly. 

Ifacharacter had more than one arcane spellcasting class 
before he became » Red Wizard, he must decide to which class he 
adds each level of Red Wizard for the purpose of determining 
spells pet day. 

Enhanced Specialization: Upon becoming a Red Wizard, a 
character increases his devotion to his wizard school of speciliz 
tion, In exchange for this, the Red Wizard must sacrifice study in 
one ar more schools. The Red Wizard must choose an additional 
prohibited school or schools using the rules in the Payers Hand 
book. He-can never again learn spells from those prohibited 
schools, He cannot choose the same prohibited schools he chose as 


Base Fort Ref Wil 
Level Attack Bonus Save Save Save Special Spells per Day 
vst 40 40 40 +2——Emnhanced specialization, specialist defense +1 +1 level of existing arcane spelleasting lass 
2nd 41 +0 40 43 Spell power +) +1 evel of existing arcane spellasting class 
aid 41 DAT 3 Specialist defense +2 +1 level of existing arcane spellasting class 
ath 4241 $144 Spell power +2 + level of existing arcane spelcastng cass 
Sth 4241 #7 +4 Bonus feat, circle leader + Jevel of existing arcane splicasting class 
Sth 33424245 Spell power a3 +1 evel of existing arcane spelicasting class. 
mh 43424245) Specialist defense 43, scribe tattoo -+V level of existing arcane spellcasting cass 
3th 44424246 Spell power +4 4+1 level of existing arcane spelicasting class 
3th Ho 43 66 Specialist defense +4 + level of existing areane spelcesting class 


10th 6 8 a 


Great circle leader, spell power +5 


+1 Jevel of existing arcane splleasting class. 


a tselevel wizard. He can still use the prohibited spells he knew 
prior to becoming a Red Wizard, including using items that are 
activated by spell completion or spell rigger. 

For example, Ghorus Toth is specialized in the 
mutation. His probibited schools are abjuration and ench 
ment. When he becomesa Red Wizard, he must choose one ather 
prohibited school, He.decides to select conjuration as his addi: 
tional prohibited school. 

Specialist Defense: A ed Wizard gains a bonus on saving, 
throws against spells from his specialist school. This bonus starts 


ool of trans 


at s1.and increases a higher levels.asshown on Table 6-15. 
Spell Power: At 2nd level, Red Wizard gains a bonus that 

increases hs effective caster evel for purposes of 

determining level dependent spel variables and 

for caster level checks. The bontis starts at ¢1 

and increases at higher: levels, 

Table 6-15 
pell power benefits that affect spells 
om. the Red Wizards specialist school 
Bonus Feat: Atsth level, Red Wizard. jl 

gains a bonus feat, which must be either 


hown on 
hs ability stacks with other 


an item creation feat,a metamagic feat, ot 
the Spell Mastery fat 

Circle Leader: 
Wiaard gains the ability to become a 
circle leader, who isthe focus person for 
Red Wizard circle magic (see New Fea 
tures of the Red Wizard, below 

Seribe Tattoo: At 7¢h level, 
Wiaard gains. the ability to place.the 


At sth level, a Red 


1 Red 
an wizards! magic tattoos upon will 
{ing and qualified novices, giving them the 
Tattoo Focus feat and inducting them into 
his circle 

Great Circle Leader: A 10th-level 
Red Wisard can be the leader of a great 
circle, which can have up to nine other 
participants instead of just five 
of the Red Wizard 


New Feature 


The Red Wizard prestige class wa 
nally created for Inclusion in_the 
Forcorten REALM 

uses several rules specific to that setting 


Campaign setingand 


Arred wie 


Weve reproduced them here so you cen better 
how the class works. Consider carefully before adding them to a 


campaign that does not use the Foncorran REALMS setting 


New Feat: Tattoo Focus [Special] 
You bear the powerful magical tattoos of a Red Wizard of Thay 

Prerequisite: Specialized in a school of magic 

Region: Thay 

Benefit: Add +1 t0 the DC for all saving throw 
from your specialized school. You get a +1 bonus 
checks 
ance when casting spells from that cho 

Special: Only characters with the Tart 
pate in Red Wizard circle magic (see bel 


against sp 


+ caster level) ro-overcome a creature’ spell 


Focus feat can partic: 


ircle Magic 
Some of the most powerful and spectacular spells worked across 
| Eeriinare.castin the form of circle magic. Circle magicis.a type 
‘of cooperative spellcasting th leading 
level significantly and achieve results 


allows the spellcaster 


circle. to increase his cas 
otherwise unavailable to the spellcast. 
The Red Wizards of Thay make frequent use of circle magic. Sto 
orms of circle magic abound in Faerin. 


s composing the circle 


ries of oth 


Participation: The ability to participate inc 
the possession ofthe Tattoo Focus feat (see above) 
‘Onespelleaser, usually the most powe: 
acter present, stands atthe center ofthe cirle. This character is 
<i Wizard cannot be 3 
Wiaard 
‘circle requires aminimum of two participants plus the circle 
leader. Up to five partcp le leader ina standant 
circle; Red Wieard of 10th level can lead a great citcle containing 
Lup to nine other participants 
Allpactcipants ina circle must stand within 10 eet ofthe csc 


magic requires 


alor experienced char 


the circle leader. cle leader unless he 


sat least a Sth-level R 


leader, who stands in the center: 
Circle Powers: The first use of circle magic is 0 empower 
the circle leader wit ch ofall she parsicipants 

ull hour of uninterrupted. concen: 

non the part of all participants and she circle 
le Each participant casts any single prepared 


This requires t 
les 
spell, which is consumed by the circle and has no. 
effect other than expending the p 
spell levels expended by the circ 
totaled as circle bonus levels, Each bo 

be used to accomplish the following efie 

+ Increase the circle leader's caster level 

every circle bonus level_expended_ (maximum 
taster level. 4oth), This. benefit.ap 
dependent variables of a spell such.as.range or 
level checks (dispelchecks, checks. 


pared spell. The 


overcome spell resistance, and soon 

+ Add Lmpovver Spell, Maximize Spell, or Heighten 
Spell metamagt fats rently prepared 
bythe circle leer Each circle bonus level counts 
as one addi 


spells c 


ell level required by the appl 

at to-a spell. The circle 
may add one of the three listed feats t0 8 
the feat or f thi 
he feat would raise the spell level. 


spell even if he does not knos 


addition 
the 


ader's normal maximum. spell level 
‘maximum spell level 20¢h 


| 
These effects last for-24 hours or untl exp 


Circle bonus levels may.b incle 
leader sees fit. For example, the Red Wizard Hauth 
Var leads a circle in.which four participants each cast 1 
ll, s0 that Hauth Var g 
bonus levels. Hauth Var chooses 

bomus levels to maxim 
caster level from 10th t 
spells, and two to provide 
to make, The maximize 


divided up as the 


1 his cone of old spel, three to increase 
13th for all level-based variables in bi 


a +2 bonus on any level checks he needs 


pell s-used up whenever he casts his 
‘cold, and the other two effects remain for the nest 4 hours. 
Many high-level Red Wizards lead circle 


‘magical power from their apprentice: 


SHADOWDANCER 


‘Operating in the border between light and darkness, shadow 


dancers are nimble a 
unknown, never comple 
when met 


ts of deception. They are mysterious 


trusted but always inducing wonder 


Bight 
at shadowdancer 


Rogues, bards, and monks make excellent shadowdanc 
rs, barbarians, rangers, and paladins also find 
abilities allow them to strike ar their opponents with surprise and. 
skill Wizand, sonverer, cleri, and druid shadowdancers employ the 


defensive capabilities inherent in the prestige class.xallow them to, 
cast theirspells from safety and move away quickly, Despite their link 
with shadovts and trickery, shadowdancers ae as often good as evi 

Shadawdancers often work in troupes, never staying in one 
place too long. Someuse thet abilities to entertain, Others oper 
ate as thieves, using their abilities ro infiltrate past defenses and 


dupe others. All shadowdancer troupes maintain an aura of mys- 
tery amang the common folk who never know whether to think 
wel rill of them. 

Hic Die: ds 


Requirements 
Ta qualify o become a shadowvdancer,a character must fulfil all 
the following e 

Skills: Move Silently 8 ranks, Hide 10 ranks, Perform (dance) 
5 ranks 
Feats: 


‘ombat Reflexes, Dodge, Mobility, 


lass Skills 
The shadowdancer' class skills (and the key ability for each skill) 
are Balance (Dex), Bluff (Cha), Decipher Script (Int), Diplomacy 
(Cha), Disguise (Cha), Es @. 
cape. Artist. (Dex), Hide 
Dex), Jump (Str), Listen 
(Wis), Mave Silently (Dex 
Rerform (Cha), Profession (Wis), — 
Search (Int), Sleight of Hand (Dex), 
Spot (Wis), Tumble (Dex), and Use 
Rope (Dex). See Chapter 4 ofthe Player’ 
Handbook for skill descriptions, 

Skill Points at Each Level 


A hadowiancer 


+ Int modifier. 


lass Features 
AllLof the following are features of the shadowdancer pres 
tige class 
‘Weapon and Armor Proficiency: Shadowdancess 
are proficient with the club, crossbow (hand, ligh 
‘oc heavy) dagger (any type), dart, mace, morn 
{ingstar, quarterstaff, rapier; sap, shortbow 
(normal and composite), and short sword. 
Shadowdancets are profic 
armor but not with shields 
Hide in Pla 
dancer can use the Hide skill even while 
being observed. As long as she is within 10 
feet of some sort of shadow, a shadowdancer 
can hide herself from view in the.open 
without anything to. actualy hide il 
behind. She cannot, however, hide in her 
wn shadow. 
Evasion (Ex): At2nd level, a shadowdancer gains evasion. If 
exposed to any.effet that normally allows her to attempt a Reflex 
saving throw for half damage (such asa fireball), she takes no 


TAnLe 6-16: THe SHADOWDANCER 
Base 
‘Attack —Fort_Ref Will, 


evel Bonus Save Save. Save Special 

Tt 40406240 Hide inplain 

and 4 404340 Evasion, datkision 
uncanny dodge 

Sed 4243 Shadow illusion, summon 
shadow 

4th 43 +1 +4 41 Shadow jump 20 ft 

Sth 43.4144 41 Defensive roll, improved 
vneanny dodge 

Sth 44 +245 42 Shadow jump 40 f. 
summon shadow. 

Th 454245 Slippery mind 

Sth__+6 4246 +2 Shadow jump 80 fi 

th 46434543. Summonshadow 

Wh__47 #34743 Shadow jump 160. 


improved evasion 


damage with successful saving throw. The evasion ability canonly 


be used ifthe shadowdanceris wearing light armor or no armor. 

Darkvision (Su); At 2nd level, a shadowdancer can see in the 
darkcas though she were permanently under the effect of a da 
vision spell 

‘Uncanny Dodge (Ex): Starting at 2nd level, shadowdancer has 
the ability to react to danger before her senses would normally allow 
her to even be aware of it She retains her Dexterity bonus to AC Gf 
any) regardless of being caught flat-footed or struck by an invisible 
attacker, (She stil loses any Dexterity bonus to AC if immobilized.) 

Ifa character gains uncanny dodge from a second classsuch as 
barbarian or rogue), the character auromatially gains improved. 
uncanny dodge (see below). 

Shadow usin (Sp): When a shadowdancer reaches 3nd evel she 
can create visual illusions from surrounding shadows. Ths ability 
effect i identical to that ofthe arcane spell silent image and maybe 
‘employed once per day 

‘Summon Shadow (Su) At snd level shadowdancer ean sum: 

‘mon a shadow an undead shade (see the Monster 
Manual for the shadow’ statistics). Unll 

normal shadow, this shadow's align: 

ment matches that ofthe shadow 

dancer, and the creature cannot 

create spawn. The summoned 


shadow_cannot be_turned, 
buked, or commanded by 
any third party. This shadow 
serves as.a companion to.the. 
shadowdancer and can com: 
smunicate intelligibly-with the 
shadowdancer, Every third level 
sained by the shadowdancer adds « 
HD (and the requisite baseatack and. 
base save bonus inc 
shadow companion. For example, a. 9th 
level shadowdancer can have a shadow com 
panion with 6 HD. 
Ifa shadow companion is destroyed, or the 
shadowsdancer chooses to dismiss it the shadow 
dancer must attempt a DC 15 Fortitude save. If 
the saving throw fils, the shadowlancer loses 200 
experience points pr shadowidancer level. A suc 
cessful saving thiow. seduces the loss by half 0 100 
XP per prestige clas level The shadowdancer’s XP 
toral can never go below 0s the result of a shadow’ dis 
issal or destruction, A destroyed or dismissed shadow 
panion cannot be replaced fot 30 days 
Shadow Jump (Su): At jth level, a shadowdancer 
jgains the ability to travel between shadows as if by 
scans ofa dimension dorspell The limitation i thatthe 
‘magical transport must begin and endl n an area with atleast some 
shadows. A shadowwdancer can jump up ta total of 20 feet each day 
in this way; this may bea single ump of 20 feet or two jumps of 10 
feet each. Every two levels higher than 4th, the distance a shadow 
incercan jump each day doubles (40 feet at 6th, 80 feet at sth, and 
160 feet at 10th) This amount canbe split among many jumps, bt 
each one, no matter how small, counts as a 10-foot increment. (A 
sth-level shadowdancer who jumps 32 feet cannot jump again 


uses) 10. her 


until the next day) 
Defensive Roll (Ex): 
roll with a potentially lethal blow ro take less damay 
‘Once per day, when.a shadawdancer would be reduced to.0 hit. 
points or less by damage in combat (from a weapon or othet blow, 


arting at sth level, a shadowdancer can, 
from it, 


nat a spell or special ability), she can attempt to roll with the 
damage. She makes a Reflex saving throw (DC = damage dealt) 
and, if successful takes only half damage from the blow. She must 
De awareof the attack and able to react tot in order to execute her 


defensive roll. 1fshe is in a situation that would deny her 


Dex 


rity bonus to AC, she cant attempt a defensive ol. 

Improved Uncanny Dodge (Ex): Ath level.ashadowdancer 
can no longer be flanked, since she.can react fo oppanents on 
opposite sides of her as easly as she can react ro a single atacker. 
This defense denies rogues the ability to use flank attacks to sneak 

tack the shadowulancer. The exception to this defense is thata 
rogue at east four levels higher than the shadowdancer can flank 
her (and thus sneak attack her) 

‘character gains uncanny dodge (see above) from a second, 
class (such as barbarian or rogue) the character automatically gains 
Improved uncanny dodge.and the levels from those classes stack to 
determine the minimum rogue level required to flank 
the characte. 

Slippery Mind (Ex):This ability gained at7ub 
level, represents a shadowsdancer’ ability © 
svriggle fre from magical effects that would 
stherwise control or compel he. Ifa shadow 
ddancor.is. affected by an enchantment and 
falls her saving throw, 1 round later she can 
‘attempt her saving. throw again. She only. 
gets this one extra chance to succeed at her 
saving throw: If it fails as well, the spell’ 
effects occur normally 

Improved Evasion (Ex) This abl: 
iy. pred tbl, works like ave 
sion (see above). A shadowdancer 
takes no damage at all on suc 
cessful saving throws against 
attacks that allow a Reflex saving 
throw for half damage (breath 
‘weapon, ircball, and s0 on). What's 
more, she takes only half damage 
even if she fils her saving throw, 
since herreflexes allow her to 
et out-of harm's way with 
incredible speed 


THAUMATURGIST 
The thaumaturgist reaches 
out with divine power 10 
other planes of existence call: 
ing creatures there to do his 
bidding. Evil thaumaturgists 
conspire with demonsand devils 
to gain power.on. the Material 
Plane, while good thaumaturgiss send 
powerful angels or eladrins on holy quests. 

In combat, thaumarurgists often summon creatutes from the 
‘Outer Planes to fight on their behalf, These creatures fade away as 
soon.as the battle is over, but thauimaturgists also make ag 
ments with more powerful ereatures for long-term service. The 
planar lly ofa thaumaturgist is utterly devoted to furthering the 
thaumaturgst’ goals (or the goals ofa deity, if the thaumaturgist 
‘worships one). 

‘Almost all thaunnaturgiss were once cletis, because the fist step. 
oo the path of thaumaturgy is making an agreement with a denizen 
of the Outer Planes by use ofthe leser planar ally spell. But many of 
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Base Fort Ref will 
Level Attack Bonus Save Save Save 
Ist +0 0 0 2 
2nd i 10 10 3 
aid 4 4 4 3 
ath +2 + ry} 4 
sth 2 “ rs) 4 


the class abilities are useful to arcane spellcasters, so multiclass 
cleric/wizands and the occasional cleric/sorcerer arent unheard of 

‘Athaumaturgistis keenly aware that his unparalleled conjura 
tions are just toals in service of his overall philosophy or deity 
Thus, thaumaturgists often undertake quests to advance a cause 
using their abilities ro.conjure.up a strike force of summoned and 
called creatures ata moment’ notice 

Hit Die: ds 


Requirements 


To qualify to become a thaumaturgist, a character must full al, 
the following criteria, 

eats: Spell Focus (conjurtion). 

Spells: Able ro cas leer planar aly 


we Class Skills 
The thaumaturgist’s class skills (and the key ability 
for cach skill) are Concentration (Con), Craft 
‘nth Diplomacy. (Cha), Knowledge (religion) 
Int), Knowledge (the planes) (Int), Pro: 
fession (Wis), Sense Motive (Wis), Speak 
Language (none), and Spelleraft (Int. See 
Chapter 4 of the Player's Handbook for skill 

descriptions 
‘Skill Points at Each Level: 2 

fer: 


Class Features 
All of the following are features of the thau: 
matutgist prestige clas. 

‘Weapon and Armor Proficiency: Uh 
Iaturgists gain no proficiency with 
Spells per Day: Wena 
new thatimaturgist level 
is 

ter gaint neve spells 

pec day as if he had 


ned, the charac 


Bee also gained a level 
Pin whatever spell 
ne casting class he be 


BE longed to before hi 
added the prestige 
class. He does not, how 
ever, gain any other benefit 
1 character of that class would have 
gained (bonus metamagic or item creation 
feats, bard or assassin abilities, and so on), This essentially means 
that he adds the level of thaumatugist to the level of whatever 
other spelleasting class the character has, then determines spells 
per day and caster level accordingly 
fa character had more than one spelleasting class before he 
became thaumaturgist he must decide to which classhe addseach 
level of thaumarurpst fr the purpose of determining spells per dy. 
Amproved Ally: A thaumaturgist is adept at convincing crea 
tures from other planes to do is bidding, When a thaumaturgist 
casts planar ally spell (including the lesser and griter versions), he 
makes a Diplomacy check to convince the creature to aid him for 


A thaumeturgist 


Special 
Improved ally 
“Augment Summeaning 
Extended summoning 
Contingent conjuration| 
Planar cohort 


Spells per Day 

+ Vevel of existing spellcasting cass 
“+ level of existing spelleasting class 
+1 lev! of existing speleastng class 
+1 level of ensting spelleasting class 
+1 level ofenstng spellcastng class 


a reduced payment. Ifthe thaumaturgists Diplomacy. check 
adjusts the creature's atitude to helpful (see Influencing NEC 
“Anttudes, page 72 of the Payers Handbook), the creature will work 
for 50% of the standard fee, as long as the task is one that is not 
against its nature, For example, a tstlevelthaumaturgist negotiat-, 
ing with an initially friendly planar ally that gets a Diplomacy, 
ccheck result of 15 can convince a 6 HD creature to perform a1 
hour task for only 1,500 gp pet hour (2.6 HD creature would ordi 
narily ask for 3,000 gp per hour) i 

‘The thaumarurgists improved ally clas feature only works when 
the plana ally shares at east one aspectof alignment with the thau- 
maturgist, A thaumaturgistcan have only one such ally ata time, 
but he may bargain for tasks from other planar allies normally, 

‘Augment Summoning: At 2nd level, a thaumaturgist gains the 
‘Augment Summoning feat (see page 89 of the Player’ Handbook). 

Extended Summoning: At 3td level and higher, all spells 
from the summoning subschool thatthe thaumaturgist casts have 
thelr dutations doubled, as if the Extend Spell feat had been 
applied to them. The levels ofthe summoning spells dont changes 
however. This ability stacks with the effect of the Extend Spell 
feat, which does change the spells level 

Contingent Conjuration: A 4th-level thaumaturgist can pre- 
pare a summoning or calling spell ahead of time to be triggered by 
‘some other event, This functions as described for the contingency 
spel. including having the thaumaturgist cast the summoning of 
calling spell beforehand. The spells cast instantly when the trig: 
{gor event occurs. For éxtmple, a thaumaturgist could use the con 
{tingent conjuration ability to summon.a barbed devil the next 
time he is attacked, or call « ghaele eladrin to.ac.as messenger 
hve king falls i 

The conditions needed to bring the spell into effect must be 
clear although they can be general. Ifcomplicated or convoluted 
condition as are prescribed, the contingent conjuration may fail 

{when triggered. The conjuration spell occurs based solely.on the 
stated conditions, regardless of whether the thauumaturgst wants it 
‘oalthough most conjurations can be dismissed normally. A tha 
‘matutgistcan have only one contingent conjurationactiveat.a sine, 

Planar Cohort: A sth-level thaumaturgist can use any-of the 
planar aly spells to calla creatute to act as his cohort. The called 
creature serves loyally and well as long as the thaumaturist can: 
tines to advance a cause important tothe create. For example, 
Sth-level thaumaturgist could.use planar ally to calla bralant 
cladrin to act as his cohort. As long as the thaumanurgist under 
takes quests and missions to fight evil and uphold good, the 
laden wl loyally serve, To calla planar cohory, the thauumaturgist 
‘must cast the relevant spell, paying the XP.costs normally, I takes 
an offering of 1,000 gp x the HD of the creature to convince it 19 
serve asa planar cohort, and the improved ally class fearure cant 
be used to reduce or eliminate this cost. The planar cohort cant 
aye more Hit Dice than the thaumaturgist has, and must have an 
ECL no higher than the-thaumaturgist’s character level ~2. A 
bralani eladrin has an ECL of 11 (6 Hit Dice and +5 level adjust 
ment), 0 it might sexve asa planar cohott to an sth-leyel clevic/ 
sth-level thaumaturgst (chaactt level 13th) 

‘A thaumarurgist can have only. one planar cohort at atime, but 
he can continue to make agreements with other called creatures 
normally. A planar cohort replaces.a thaumaturgist’s existing 
cohort if he has one by virtue of the Leadership feat (page 106), 


DESIGNING PRESTIGE CLASSES 

‘Some of the best prestige classes are the ones you design yourself 
}foxyour own campaign Ideally, a prestige class you design yout: 
self sti toan organization or culture in the campaign world. For 
‘example, ifthe BCs.are involved in a struggle with a citadel of evil 
called the Black Tower, then a "Mage ofthe Black Tower” prestige 
class is.2 good way to give the villains some unexpected abilities 
and acertain panache. 


‘There ae otherroles a prestige class can fill. prestige classcan| 
play offa raceS strengths (such asthe arcane archer) or even trans 
forma.characrer into a new race (dragon disciple). They can 
strengthen a characters role within the party (archmage), ot his| 

yin an unuswal situation (loremaster) A prestige class can 
demonstrate narrowly focused expertise (such as the thaumarur- 
(gist) or an unusual combination of abilities (eldritch knight), And 
some prestige clases simply. define iconic roles in fantasy litera: 
ture (such asthe assassin) or important groups ina particular cam 
paign setting (the Red Wizard), 

When you design a prestige class, make sure that characters 
must he at least sth level before they can meet the entry requite: 
‘ments. Specific feats, skill ranks, and base attack bonuses. make 
good entry requirements. You can also add in-game requirements 
such as ‘must survive being buried alive” or "must dtink fromthe 
silver chalice atop the Great Glacier” Dont require levels in. spe 
cific class, minimum ability scores, or minimum hit points to. 
ify for a prestige class 

‘Make your prestige cass. as specific as possible, because youre 
[esigning it for your campaign, not everyone D&eD game. The 

‘Dawnstrider of Pelor’ prestige class will be remembered long 
after holy wartior’ prestige clas has been forgotten, 


The res in the Payers Handbook assume that characters have acces. 
to everything they need to advance in level—librares where they. 
can research nev spells trainers to guide their efforts and places 10, 
practice new skills and abilities. Research and training aten a part. 
‘of the standard rules, Theyre assumed to be going on in the back: 
‘ground. However, you control the background and can decide how 
you want to handle rhings such as this. Keepin mind, however tha 
Jeaving them in the background isa fine choice 


LEARNING SKILLS AND FEATS 


‘According tothe rules in the Players Handbook, characters pick up 
new skill and feats as they go up in levels. In yourcampalgn, how 
ever, ou can tequice chat a character cant learn.a new sll or Feat 
that he hasnt been exposed to, For example. character in the 
desert cant learn swimming unless he spend time at an owls. You 
right decide that a character cant even improve existing skills 
without the ability and opportunity ta practice 

‘One step further would be to requice that a character have an 
{nstructor to teach him new skills and feats, Under this approach 
‘character cant learn to swim unless he has access to a body of 
‘water and someone who can swim willing to train him. Likewise, 
«character cant learn the Cleave feat unless hes gota trainer who 
knows hoveso do itand the imeanda place to practice by sparring 
with that trainer. A trainer can be another PC (which encourages 
interaction and cooperation among the players) or an NPC. Non 
player character trainers who ate friends of the PCs might train 
them for-notbing: otherwise, professional trainers, who are ust- 
ally found only in large cities. charge money. 

‘Training Cost: 0 gp per week for a professional rainer (plus 
related expenses). 

‘Training Time: One week per tank gained in a skill, or wo 
weeks fora feat. A character may work on two skills ot feats. at 
‘once, paying separately for each 

If single trainer is providing instruction in more than.one| 
discipline, then the skills or feats in question should have some} 
sort of connection. For example, a certain sine might be.capa:| 
ile of teaching both Mounted Archery.and Ride-By Attack since| 
the feats are closely related (they even have the same prerequi:| 
sites) Likewise, single trainer might be found for Diplomacy 
and Intimidate, since those skills are both tied to Charisma and 
‘involve the same type of activity (getting someone else ro do what 
‘you want). At would be less likely to find one trainer for both 


Open Lock and Ride; even though both skills ate Dexterity- 
based, they cover different kinds of activity (fine manipulation of 
1 mechanism versus keeping a mount under control in comb). 
Scarcer yet would bea trainer who could impart knowledge of 
Great Cleave and Forge Ring—those feats are so far apart in con: 
ceptand application thatthe chance of one.character having both | 
cof them is close ro nil | 

Af you allow it, at the expense of a certain degree of realism, 
character can obtain training ahead of time. A player whose cha: 
acter isat 2nd level, knowing that the characte will get a new feat 
at 3nd level, might choose to have his character train forthe feat 
|noweither because the opportunity.isavailable orto just gt it ou 
‘of the way. 

Distinguishing Skills and Feats: You dont have o treat skills 
and feats the same in this context. For example, you can require 
training or exposure for skills bur not feats, ruling that feats are 
something that develop on theit own asa character adventures. Or 
|you can.set such requirements for fears but not skills, justifying | 

{this bythe fact that feats are so much more porent than skills and 
{thus require more investment on the PC's part to acquire. 


LEARNING NEW SPELLS 

Divine spelleasters just get new spells when they gain the ability 

to cast them, Theit deities, or the powers they revere, take care of 

itall for them. You will not find a ranger in a library trying to learn 
anew spel. 

Arcane spellcasters dont have things quite s0 easy, Wizards 
{must learn new spells and add them.to.theit spellbooks. This 
{process is detailed in the Mayers Handbook (see Arcane Magical 
Writings. pige 178), 
|. If you require wizards to actualy spend game time on spell 
{research ro gain those new spells, assume that it takes one day per 
| spell (bur no rol is needed for spels that come with level advance- 
{men and that such research costs twice what it would normally 
‘cost. to have an NPC cast that spell forthe character (see N’ 
Spellcasting, page 107), 

Tei perfectly allright for two BC wizards to share spells. 

‘According to the standard rules, sorcerers and bands dont need 
to study_books to get their spells but just automatically gain new 
spells when they gain levels, However, asa variancrule you could 
require that each sorceret contact an intelligent supernatural 
centity (anything from.a lammasu toa demon) to learn new spells 
Such creatures usually dorit want payment in gold but prefer to 
strike a bargain instead, These supernatural pattons teach their 
‘mortal fiends splls.n exchange for an occasional service (Which 
could lead 10.an exciting adventure i its own right), Playing the 
patron isin the purview of the DM and, depending on the crea 
ture chosen, you should requite whatever sort. of bargain you see 
{it.The following are but couple of examples. 

{+A Jammasu only makes. a bargain with a good-aligned sorcerer. 
In.exchange for splls.once every other level the sorceret must 
right a wrong or da some specific good deed, such as freeing « 
captive cleric unjustly placed in prison, building a shelter for 
diseased beggars, or destroying an evil temple, 

+ A dragon only. makes.a bargain with. a sorcerer of the same 
alignment. In exchange for spells the dragon requires payment 
either in magie treasuteor in service, If reasure the item must 
be ofa valte twice what it would normally cost to have an NEC 
cast that spell for the-charactet (see NEC. Spelleasting, page 
107).If service, every other level (typically) the sorcerer must 

| _penfotm some task appointed by the dragon. Usualy, this serv 

{ tees tm procure somespecfic object and bring itto the dragon, 

J" slay a creature the dragon considers a threat or pest. or spy on 

{one of the dragonis enemies and report what he learns. 

‘Bards gain new spells by learning new songs. You can treat this 

{just.asa wizard learning new spells from books in a library, bute. 

bands studying with another bard and learning new music. Alter 


natively, you can rule that the bard must spend an equivalent 
period of timeand money scouring the countryside for new] 
songs, neve tumors,and so on, 


Researching Original Spells 
f you decide ro allow. characters to develop original spells you 
[can use these guidelines to handle the situation. 

Aspelleaster of any kind can create a new spell. The research to 
do this requires access roa well-stocked library, typically in a large. 
ity or metropolis. Research requires an expenditure of 1,000 gp. 
per week and takes one week per level of the spell. This money] 
{goes into fees, consultants, material component experimentation, 
and other miscellaneous expenditures. Atthe end ofthat time, the 
character makes a Spellcraft check (DC 10 + spel level) that roll 
succeeds.the character learns the new spellif her research pro= 
duced a viable spell. If the rll fails the character must go through 
the research process again if she wants to keep trying, 
1A viable spell i one that you allow into the game. Dont tell the. 
{player whether you think the spell is viable when research begins, 

‘tha’ the point of the research.) However, feel fee to work with 
the player before the research begins and give him guidance on the 
parameters under which an original spel might be acceptable in 
your game. 

Research to create new spells is always in addition roany other 
research involved for gaining spells that are already part of your 
campaign (if you decide to also require spell research forthe new. 
spells that castersare entitled toas they attain higher level), 

The number of spells that sorcerers and bards.can know. is 
strictly Limited; members of those classes can never. exceed these 
Hints even through the research of original spells 


GAINING CLASS BENEFITS 

‘You can mandate that ro gain any of the newfound class-based bes 
fits earned by advancing a level, a character needs to.perform 
some overall training. This taining requites one week pet every 
‘wo levels rounded up. Training requires a character to tain with t 
character of the same class who is higher in level and cost 4,000 gp 
per week. Ifno such trainer can be found, the costs the same, but 
the time required is doubled. The money goes into fees, consult 
tants, material component experiments, and other miscellaneous 
expenditures, Without the training, a character cannot acquire 
‘mote hit points, class features, saving throw and attack bonus 
increases spells per day, skill points, new spells and so on 


GENERAL DOWNTIME 
1 you dislike the idea ofall this formalized training getting in the 
way of the heroic, epic campaign you have going, simply require 
that whenever character gains anew level she must spend one day 
pet level (or just 1d4 days) in downtime. During this period the 
characteris busy training, focusing, or simply resting and cannot 
«ast spells go.on alventures, and soon, 


GAINING FIXED HIT POINTS 
Instead of rolling for hit points when she gains a level, a player 
may (if you use this variant take the average rol for the class (see 
the table below), Constitution modifiers still apply. Below-average. 
hit points hurt a PC more than above-average hit points help. 0. 
this variant makes characters slightly more powerful 


Cleric Fighter 
Sorcerer Bard Druid Paladin 
Wizard_Rogue._Monk Ranger Barbar 

HitDie er a re 

Hitpoints ateven__2__3 5 6 

| level nd, 4th, etc) 

[Hitpointsatodd = 34S 6 7 


level (Sr, 5th, etc) 


CREATING PCS 
——_—_—_ABOVEASTIEVEL, 


‘Sometimes youlre going towant to create characters that arent Sst), 
level. Perhaps you have purchased an adventure you're dying to) 
play, but no one has characters of the appropriate evel. Perhaps, 
{you just want to jump right.to sth. Jevel and start your campaign | 
there. Whatever the reason, creating new characters at any given 
level isnt hard (and, in fact, many players find it fun). 

‘you tll players to create characters of higher than 1st level 
‘assign an experience point total for them to.use, Doing this 
better than just assigning a level because it balances characters 
who take multiclass penalties against those who do not. Then the 
players should follow these steps. 

4. Determine ability scores normally, 

2.Determine race and class. Lf the characteris multiclass, deter 
‘ine howmany levels of each class the character has, and in what} 
Jonder they: were gained, (The order is important in step 3) | 

3, Determine character statistics This includes base attack bo-| 
‘nus, save bonuses, spells, abilities, feats hit points (maximum hp 
at tstIevel and rolled bp foreach level afterward). Lf the characters 
are 4th level or higher, allow each to add 4 point to an ability score 
acth level and every four levels beyond that (see Table 3-2: Expe- 
rience and Level-Dependent Benefits page 22 ofthe Payer’ Hi 
ool), fe is important vo note if Intelligence gets modified, because 
a.raised Intelligence score might gain the character more skill 
| points, bronly at tat level and beyond. CChatissextra sil points 
are not retroactive) 

4, Determine skill The best way o do this is 10 buy them one 
Jevel ata time, This allows a player to take into account increased 
skill points from Intelligence (if any) and changes.due to mult 
classing, However, ifa character's skill points per level.do not 
change (such as when she puts the ability score boost into some 
ability other than Intelligence) and no multiclassingis involved, 
the player can buy all the characters sills at once.tn either cas, 
keep in mind that maximum rank in.a.sklls level. « 3. for class 
skills and (level + 3) + 2 for cross-class skill 

5. Equip the character: When creating a tst-level character this, 
means buying normal equipment. At higher levels, it also means 
deciding which magic items. character has acquined so far Refer. 
to Chapter 7: Magic Items, where all magic items are listed along 
with thei market prices, Table $1: Character Wealth by Level 
(page 135) shows the total value of a player character’ gear at 0 
given Jevel, This value includes mundane items described in 
CChaptet2 ofthe Bayers Handbook but. the bulk of it, especially at 
higher levels, is composed of magic items. See Magic Items as 
Gear, below for advice on how to govern what sort of magic items 
42C can buy with this wealth, Note that these values apply only to 
player characters, NPCs use Table 4~23; NPC Gear Value (page 
127) 1a ind the otal value of their equipment 

6, Work out the details. A paladin needs a wathorse a druid or 
‘experienced ranger needs animal.companions, a wizard might 
want a familias, character might belong to a guild ot have « 
cohort, and soon, 


Magic Items as Ges 
You're free to limit what magic items characters can.choose when 
they creare characters of higher levels, just as if you were assign- 
ing those items to treasure hoatds inthe game, You can exercise 
an item-by-item veto, but an easier method is to. use maximum. 

\cost for asingle item as.a limit, For example, while an 8th-level. 

{character has 27,000 gp to.spend, you can limit him to awning no, 
{single item worth more than one-quarter of that, or 5,500 gp. This 
is a good way to prevent imbalances such as an 8th-level fighter. 
with hardly a.copper piece to his name who is armed with a nine, 
lives, 


‘You could alse limit characters toa certain type of magic item. For 
cxample,aplayercreating a ic-level character has 2,700 gp to spend, 
bburyou could rule chatshe can only equip the character withaminoc 
‘magic item (one that could be obtained by a roll on the “Minor'| 
column of one of the random generation tables in Chapt 7). 

| Character-Created Magic Items: A PC spelleaster created ata 
{level higher than st can.use any of the XP and gp you have 
‘awarded to make magic items, provided that she has the proper 
{nem creation featsand prerequisites. 

‘Charged Magic Items: A player may select a partially. used 
‘magic item for part of his characte’ starting gear. Such an ite 
value is proportional. to the charges left compared to the charges. 
{na newly created item (half price fora wand with 25 charges, 
of fll price fora wand with 10 charges, and so.0n). 

Limited Use Items: If youte playing a one-shot andom dun. 
‘eon, one-use items cost § times their normal price and charged 
tems have 1/5 as many charges. Ina one-shot adventure, in svhich 
it doesn't matter whether you use up your items, one-use and 

{charged items are aor better than they are in a regular campaign, 

| naone-shor dungeon, a one-use tem is as good asa 1/day item 
‘because youll beable to use each item once, This."S simes rule 
balances the one-use and charged items-so they dont dominate 
the random dungeon, 

If you'e bringing an existing character into.a.one-shor dun: 
‘geon, “trade in’ your one-use items for other onesuse items at $ 
times the cost, For items with charges, give them 1/5 as.many. 
charges as normal, 

With the DMs permission, leader may seek outa special cohort 
‘who is nota memberof the standard PC races (the common race). 
For ceeanutes with classes, such asa Iardfolk cohort calculate its} 
level according to the rules for PCs of chat kind of monster. (see 
“Monsters as Races, page 172). For example, leader with Leader: 
ship score of 8 could havea th-level bumnan fighter as cohort, ot 
a lizatdfolk with two fighter levels, or a bugbear swith one fighter 
level. For more unusual creatures, add atleast +3 to a creatures 
Challenge Rating to determine ts effective evel The more special 
abilities a erearure has, the larger the number you should add. See 
the table below for some example special cohorts. Note that evil 
special cohorts may have agenday of their own, 


Creature Alignment Level Equivalent 
Blink dog Lawful good 6th 
Lammas Lawful good 12th 
Werebear(heanthope) Lawful good 10th 
Avoral (guardina) ‘Neutral good 15th 
Balan (lain) ‘Chaotic good) Wh 
Pegasus CChaptic good ah 
Unicom! Chaotic good ath 
Gaon Neutal JoHh 
Dragonne? Neutral oth 
Saye Chaotic neural 1h 
Hell hound Lawfil evi 1h 
Displacer beast Lawful evi 10th 
irmp (dei Lawful ev ah 
Young green dragon? Lawful ev eth 
Ezinyes (dei) Lavi evil 16th | 
Quasi (demon) Chaotic ev hh 
Erin Chaotic evi 18th 


1 Leader must bea human, elf or halfelf maiden, 
2 The leader. immune fo the dragonne's oar 
3 The dragon ages but does not gain XP. 


The effective character level (ECL) of a creature determines 
how. povterful it is.as a character ara cohort. The Monster Manual 


contains statistics and other details on potential cohorts Take the 
level adjustment plus the Hit Dice to generate ECL. 
Using the numbers given in the Monser Manual, sve find that an 
cin, which isa 10 HD creature with a+5 level adjustment, isthe 
equivalent of a 15th level character or cohort, ff you add. tem: 
plate, add the template level adjustment, t00. For instance, the 
fiendish creature template (see page 107 of the Monster Manual) 
[asa level adjustment of +2.A fiendish erin would be a 17thevel 
cohort. That'll there isto 
You should carefully considex any special atacks or qualities 
‘hata potential cohort possesses and may choose to disallow or 
| make sd hoc adjustmentso suit your campaign 
Ifa creature in the Monster Manual doesnit have level adjust 
‘ment, this means we dant recommend using ita ether a pa 
character or a cohort. The dryad is good example; shes connected 
to her tree and as such has vey limited mobility. Mindless or low 
“ntelligence creatures also make undesirable cohorts 


LEADERSHIP AND MOUNTS 
JAccharacter may use the Leadership fea toattracta cohort that can. 
‘serve as a mount. This feat cannot attract a mount with an tate: 
gence of less than 4. If such a character already has a special 
mount, familiar, or animal companion, he takes a~2 penalty 10 his 


PALADIN COHORT MOUNTS 
‘At the DMs option, she may allow a paladin or other character 
with a special mount class feature to combine the special mount 
ial qualities such as the empathic 
Jink and shared spelis make this quite potentand worth a minis 
mu of a 42 level adjustment to the cobort mount ECL. 


CONTINGENT COHORTS 
What can a DM do ifthe numberof players in her group isiregu 
lar2 Sometimes a cohort is a much-needed addition to a party; 
tone character too mony. A DM might work with 
her players roallow contingent cohorts 
ce, the DM may have between three to seven players 
show up at any one game, Suppose she likes « group of five to) 
seven best. She may rule that the Leadership feat isnt always 
active, The player selecting the Leadership feat also.chooses.an 
alternate feat. (This alternate feat can hi 
site for any other feat. Improved Init 
The DM may declare thatthe numberof players isos than ive, 
characters who took the Leadership feat may bring along their 
cohorts. Lf the numberof players is five or mote, players who took 
the Leadership feat cant bring their cohorts, but instead gain the 
benefits of their alternate feat for the session, 
‘This can.work out very amiably ifthe contingent cohort condi 
|tions are clarified before-the DM allows the character ro rake the 


with the cohort feat. The spes 


Fiendish Tiny viper snake! 
‘Air elemental, Small 
Earth elemental, Small 
Fee elemental, Small 


‘Water elemental, Smal 


1 Or other celestial animal fromthe standard familar list, 

2 Or other fiendish animal fom.the standard familar ist 

3 The master must fist. create the homunculus, substituting ichor oF 
another. part of the master's body for blood if necessary, 


‘ew investments yield greater riches than the time and gold spent 
to acquire a familiar, A ifelong companion, guard, spy, and ser- 
vant itis every spelicaster’s bestfriend and most trusted confi- 
dante. Changes to the rules on familiats in the Player's Handbook 
are completely under the DM control. Here are some possibili- 
ties, beginning with the Improved Familiar v 


‘Celestial Hawk Familiar: CR 
4/2 master’ Init +3: Spd 
flat-footed 16; Base Atk +0; Grp10; Atk +5 melee (14-2, talons)| 
Full Atk +5 melee (1d4-2, talons); Space/Reach 2-1/2 f./0 ft: SA] 
smite evil: SQ darkvision 60 ft, deliver touch spells improved eva:| 
sion, low-light vision, resistance to acid 5, cold S,and electricity 5, 
spel resistance 8, granted abilities, AL any goo SV Fort +2, Ref 
{ ss. will +2, S6, Dex 17, Con 10, Int 7, Wis 14, Cha 6 
‘Shills and Feats: Listen +2, Spot +14; Weapon Finesse. 
ake a normal melee attack to 


ihpraved Familiar [General] 
{This feat allows spellcasters to 


squire a new familiar from a non- 
{standard list, bur only. when they could normally acquire anew 
familiar (ee page 52 of the Players Handbook) 

Prerequisites: Ability to acquire 1 new familiar, compatible 
alignment, sufficiently high level (see below). 


deal +4 damage against an evil foe, 


‘Benefit: When choosing a familiar, che creatures listed below 
ae.also available to the spellcaster. The splleaster may choose a 
familiar with an alignment up to.one step away on each of the 
alignment axes Javdul through chaotic good through evil. For 
cxample,a chaotic good spllcaster could acquire a neutral familia. 
[A lawful neutral spellaster could acquire a neural good familia. 


Arcane Spellaster 


Level 
Sth 
sth 
mh 
th 
mh 
Ih 


Improved familias otherwise use the rules on page 52 ofthe Players 
ubook, with two exceptions: If te creatures type is something 
{other than anima itsrype does not change; and improved fairs 
ability to speak with other creatures oftheir kind 
(although many of them already have the ability to.communicat), 
the list in the table above presents.only.a.few possible 
Amproved familias. Almost any.cteature of the same general size 
and poweras those on the list makes a suitable familiar. Nors the 
raster’ alignment the only possible categorization, For instance, 
improved familias could be assigned by the master's creature type 
‘or subtype.as shown below, 


‘Arcane Speliaster 


evel 
ad 
a0 
Sth 
5th 
sth 
sth 
sth 
Mh 
nh 


‘The following statistics assume a master ofthe minimum required 
‘no additional class or race bonuses to attack rolls or 


Granted Abilities: In addition to their own special qualities, 
all familiars grant their masters the Alertness feat, the benefit of 
an empathic link, and the ability.to share spells with the familia 
See page $3 ofthe Payeri Handbook for details 

Improved Evasion (Ex): When subjected to an attack that nor 
mally allows « Reflex saving thro 
takes no damage if it makes a successful saving throw and half 
damage even ifthe saving throw fails, 


vf half damage, a familiar 


:Tiny magical beast, HD 3: hp. 
+ ly 60 ft (average), AC 1 


rouch.1S, 


Fiendish Tiny Viper Snake Familiar: CR — Tiny magical 
beast, HD 3; hp 1/2 master's Init +3; Spo 15 fe climb 15 ft swim 
15 ft; AC19, touch 15, flat-footed 16; Base Atk +0, Grp=tis Atk +5 
melee (poison, bite); Full Atk +5 melee (poison, bite} Space/Reach 
21/2 ft/0 ft; SA poison, smite good; SQ datkvision 6D ft deliver: 
touch spells, resistance to.cold 5 and fire 5, cent, spell resistance 
£8, granted abilities; AL any evil: SV Fort +2, Ref +5, Will +t; Ste] 
Dext7, Con 11, Int7, Wis 12,Cha 2, 

Skills and Feats: Balance +41, Climb +41, Hide +15, Listen +6, 
‘Spot +6 (or master’, if better), Swim. +5; Weapon Finesse. 

Poison CEx): Injury, Fortitude DC 44, initial and secondary 
damage 1d6 Con. 

Smite Good (Su): Once per day, make a normal melee atack to 
deal +1 damage against a good fo. 


Formian Worker Familiar: CR — Small outsider (lawful, 
cextraplanat); HD 7; hp 1/2 master’s; Init +2; Spd 40 ft AC 24, 
ouch 13, flat-footed 19; Base Atk +1; Grp ~2; Atk +3 melee (1d4+4, 
bite: Full Atk+3.melee(1c¢e1, bite) SQ darkvision 60 ft, deliver 
ouch spells, improved evasion, immunity to poison, petsfication, 
‘and cold, resistance to electricity 10, fire 10, and sonic 10, speak. 
with master, granted abilities; AL LN; SV Fort «3, Ref +4, Will »2 
Str 13, Dex 14, Con 13, tnt 9, Wis 10, Cha. 

Skills and Feats: Climb +10, Craft any one) +5; Skill Focus 
(Craft, 


Homunculus Familiar: CR — Tiny constructs HD 7) hp 1/2 
master’; Init +2; Sp 20 fr fly 50 ft. (good), AC.A8, rouch 14, Ha: 
footed 16; Base Atk +1; Grp ~B; Atk +2melee (1d4~t plus poison, 
ite); Full Atk.42 melee (1d4=1 plus poison, bite Space/Reach 
2-1/2 f./0 ft; SA poison; SQ construct type. deliver ouch spells, 
improved evasion, speak with master, granted abilities, AL any; SV 
Fort +0, Ref +4, Will +4; Str, Dex 15, Con Int. 10, Wi 
cha. 

‘Shilsand Ents: Hide +44, Listen +4, Spot 4; Lightning Reflexes 

Poison (Ex) Lnjury, Forsitude DC 14, initial damage sleep for 1 
‘minute, secondary damage sleep for another $6. minutes 

CCnstruct Type: Immune to mind-influencing effects, poison, 
disease, and similar effects. Not subject to critical hits, nonlethal 
damage ability damage, energy dai, of dent from mast} 
damage 


ce Mephit Familiar: CR —; Sia outsider (alt cold extra 
planar), HD 7; hp 1/2 master's Init +7: Spd 30 ft fly $0 ft. (per 
fect}, AC 22, touch 14 flat-footed 19; Base Atk +3; Grp 1; Atk +4 
ve (13 plus 2 cold, claw); Full Atk +4 melee (103 plus 2cold, 2 
claws); SA breath weapon, spell-like abilities, summon mephit; SQ 
<cold subtype, darkvision 60 ft, deliver touch spells. damage reduc 
tion s/magic, fast healing 2, improved evasion, speak with master, 
‘granted abilities; AL any, SV Fort. +3, Ref +6, Will +3; Str 10, Dex 
17, Con 10, Int 12, Wis.14, Cha 45, 

‘hills and Feats: Blufk +8, Diplomacy +4, Disguise +2, Escape 
Artist +9, Hide +13, Listen, Move Silently +8, Spot +6, Use Rope 
+8; Dodge, Improved Initiative 

‘Breath Weapon (Su): Usable once every Ad¢ rounds, Cone of ice 
shards, 10 fet, damage 1d, Reflex DC 12 half or take a~# penalty 
to AC and a-2 penalty onattack rolls for 3 rounds, 

Spell-Like Abilities: 1/hour— le, 3rdclevel caster; 
1/day—hill metal; 6th-level caster, Will DC 14 negates (object 

Summon Mephit (Sp): Once per day, can summon another ice 
‘mephitas if casting a summon. monster spell, but. with only. a 25% 
chance af success. Summoned creatures automaticaly return 
whence they.came after 1 hou. A mephit that has just been sum 


{moned cannot use its own summon ability for 1 hour. 


Cold Subytpe: Immune to cold damage. Takes half again as much 
(450f%) damage as normal ftom fie, regardless of whether a saving, 
throw isallowed, or f the save isa successor failure. 


Tt Healing UE: Regains 2 hit points per round if touching a, 
piece of ice af atleast Tiny size o ifthe ambient temperature is 
32Eorbelow. 


Imp Familiar: CR —:Tiny outsider (evil, lawful, extaplanar) 
HID 7; hp 1/2 masters Init; Sp 20 ffl 50 ft. (perfect); AC 24, 
ouch 15, faefooted 21; Base-Atk +3; Grp ~5 Atk 28 melee (146 
‘plus poison, sting) Full Atk +8 melee (Ad¢ phis poison, sting) 
‘Space/Reach 2-1/2 f,/0 ft: SA poison, spelHike abilities; SQ alter: 
{nate form, darkvision.60 ft, deliver touch spells, DR 5/good.or| 
silver, fast healing 2, immunity to poison, improved evasion, tesst-) 
‘ance to fre 5, speak with master, granted abilities, AL LE:SV Fort 
13, Ref +6, Will +4; Str 10, Dex 17, Con 40, lne.10, Wis 12, Cha 14 

‘lll and Feats Diplomacy +8, Hide +17, Knowledge (anyone) 
+6, Listen +7, Move Silently +9, Search +6, Spellcralt +6, Spat.12, 
Survival +1; Dodge, Weapon Finesse. 

bison (Ex): Injury, Fortitude DC 13, initial damage 144 Dex, sec: 
cnslary damage 24 Dek. 

Spell-Like Abilities: At will—detct good, detect magic, invisibility 

[GGelf only, 1/day—suggston, Caster level 6th save DC 10 + spell 
Tevel. Once per week an imp can tse commune ro ask sx questions 
(otherwise a the spell cast by a 12thslevel cleric, 

Alternate Eorm (Su): As polymorph, caster level 12th, exceps that 
an individual imp.can assume only one or two forms.no larger 
than Medium, Common forms include monstrous spider, raven, 
rateand boat, 


Pseudodragon Familiar; CR — Tiny dragons MD 7, hp-1/2 
master’; nit +0, Spa 15 fl ly 60 ft (good), AC. 22, t04ch 4 at 
footed 20; Base Atk-+2 Grp8; Atk-+4 melee (1d3-2 plus poison, 
sting); Full Auk +4-melee (1d3~2 plus poison, sting)and +0 melee 
(iy bite); Space/Reach 2-1/2 ft,/0 ft (5 ft, with tall) SA poison; SQ) 
blindsense 60 ft, deliver touch spells, dragon type, improved eva 
sion, speak with master, telepathy, granted abilities: ALNGi SV 
Fort +4, Ref +3, Will 46 Str 11) Dex 11, Com 13, Int-40, Wis 42, 
Cha 10, 

Stalls and Keal: Hide 446/424 in forest ot overgrown areas, Sut 
vival +3, Listen +5, Search +2, Spot +5; Alertness 

‘lindsense (Ex) Can locate creatures within 60 feet by nonvisual 

‘Daagon Type: Darkvision 60 ft Jowslight vision, immunity to 
seep and paralysis effects 

oon (Ex) Injury, Fortitude DC 12, initial damage sleep for 1 
minute, secondary damage seep for Ada days. 

Telepathy (Su): Communicate telepathically with creatures 
within 6 fet that speak Common or Sylvan. 


Quasit Familiar: CR —;Tiny outsider (chaotic, evil, extapla 
nat); HD 7; hp 1/2 master’; Init.47: Sp 20 ft fly $0 ft. (perfect); 
{AC 22, touch 15, la-footed 19; Base Atk +3; Grp 6; Atk +8 melee 

113-1 plus poison, claw), Full Atk melee (143-1 plus poison, 2 
claws) and +3 melee (id, bite)i Space/Reach 2-1/2 fi./0 fts SA 
poison, spel-Like abilities: 8Q alternate form, darkvision 60 f, 
deliver touch spells, damage reduction s/cold iron or good, fast 
healing 2, immunity to poison, improved evasion, resistance to 
fire 10, speak with master, granted abilities; AL CE; SV Fort +3, Ref 
+6, Will +4; Ste &, Dex 17, Con 40, Int 10, Wis 12, Cha 10, 

‘hills and Feats luff +6, Diplomacy +2, Disguise +0 (+2 acting), 
Hide +17.Intimidate +2, Knowledge (any one) +6, Listen +7, Mave} 
Silently 49, Search +6, Speleraft +6, Spot +6 (or master's if betes): 
Improved Anitative, Weapon Finesse. 

son (Ex): Lnjuy, Fortitude DC.33, initial damage id Dex, se6-| 
ondary damage 244 Dex. | 

SpllLike Abilities At will eet poo, deel mage, and invisibility 
(elf only) 1/day—cause fear (asthe spell, but 30-oor radius; save 
DC 11), Casterlevel th, Once per week a quasit can use commune to 
ask six questions (atherwise as the spell cast by a 12tvlevel cleric). 


Alternate Form (Su): As polymorph caster evel 12h, except that 
an individual imp can assume only one or.1wo forms no larger 
than Medium. Common forms include bat, monstrous centipede, 
toad, and wolf 


Shocker Lizard Familiar; CR —; Small magical beast; HD 5:) 
bhp 1/2 masters Init +6; Spd 40 f. climb 20 ft, swim 20 fc; AC 19, 
|touch 13, ar footed 17; Base Atk +2; Grp 2; Atk +3 melee (tds, 
ise) Full Atk +3 mele (14, bite Space/Reach 5 ft/s ft; SA stun-| 
ing shock, lethal shock; SQ darkvision 60, deliver ouch spells, 
|electricity sense, immunity: to elecricity, improved evasion, low: 
{light vision, speak with master, granted abilities; AL any; SV Fort 
+3, Ref +5, Will +1; Str 10, Dex 15, Con 13, Int 8, Wis 12, Cha 6 

‘hills and Feats; Climnb +11, Hide +14, Jump +3,Listen +4, Spor +4 
(or masters if beter), Swim +10; Improved Initiative. 

Stunning Shock (Sw: Once per round, deals 2d8 points of non- 
Jethal damage toa living opponent in an adjacent square (Reflex 
DC 12 half) { 

{ tethal shack (u):TWo or mote shocker lizards within 25 fet.of| 
‘each other can work together ro create alethal shock; 25-foot radius 
centered on any one contributing lizard damage 248 per contribu 
ing lizard (max 128), Creatures inthe area can take half damage by 
making a Reflex save (DC 40 + numberof lizards contributing). 

Electricity Sense (Ex): Automatically detect any electrical dis: 

charges within 100 feet. 


Small Air Elemental Familiar; CR —; Small elemental (ls, 
extraplanar); HD 5; hp 1/2 master's Init 7: Spd.Lly 100 ft (per 
ect AC 20, touch 14, atfooted 17; Base Atk +1; Grp ~3i Atk +5 
‘melee (1d, slam) Full Atk +5 melee (Ad4, slam) Space/Reach 
5 fi/5 ft SA air mastery, whitlwind; SQ deliver touch spel ele- 
‘mental type, improved evasion, speak with master. grapted abil 
|ties: AL any; SY Fort +0, Ref +6, Will 0; Ste40, Dex.17, Con 10, 
{tne 8..Wis 21, Cha 

Shi and Feats: Listen 22, 
‘Avuck. Improved Initiative, Weapon Finesse. 

‘Air Masterz(£); Airborne creatures take a1 penalty on attack 
rolls and damage rolls against anal elemental. 

Whirlwind (Su); Once every.10.minutes, transform into wie: 
wind for t round: 5-foot base, up to 30-fo0t top, 10-20 feet tal. 
Move at fly speed. 

‘Tiny ot smaller creatures must succeed on a DC 11 Reflex save’ 
or take 1d points of damage, and on a second DC 11 Reflex save 
to avoid being picked up and held. A flying creature can attempta 
Reflex save to escape (but still takes mage). The elemental can 
eject carried creatures at any time, 

Ifthe base touches the ground, it creates a switling cloud of debris 
centered on the elemental, diameter half the whirlwind’ height, 
‘obscures all vision (including darkvision) beyond 5 fet, Creatures $ 
eetaway have concealment, whileshose farther away have total con 
cealment (se page 152 ofthe Players Handbook). Those caught in the 
cloud must succeed on.a.DC.A4 Concentration check to cast spell 

Elemental Type Lmmoune ro poison, sl, paralysis, and stunning; 
‘or subject ro critical its ar flanking. 


spot +3.(or master’s, if better); Flyby 


‘Small Earth Elemental Familiar: CR —; Small elemental 
(earth, extraplanar); HD $;hp.4/2 masters init = Spd 20 fi AC 
20, touch 10, la-footed 20; Base Atk +4; Grp +0 Atk +5 melee 
(1dé+4, slam); Full Atk +5 melee Adée4, slam); Space/Reach 5 f./5 
st; SA earth mastery, push SQ deliver rouch spells elemental ype, 
|improved evasion, speak with master, granted abilities. AL any, SV. 
{fore +4, Ref, Will 40; Str17, DexS, Con.13, Int, Wis 44, chat 
| shils and eas Listen +3, Spot +2 (or master, if beter); Bower 
Actack. 

Earth Masery (Es): +4 bonus on avack rolls and damage soll if 
‘both itand its foe ouch the ground, 4 penalty on attack rolls and, 
damage rolls against airborne or waterborne opponents. 


Fusk (E9): Can star bull rush without provoking an attack of 
opportunity. The combat modifies given for earth mastery. above, 
also apply-tothe elementals opposed Strength checks. 

Elemental Typ: Immune to poison, sleep, paralysis, and stunning. 
not subject to critical hts or flanking, 


Small Fire Elemental Eamiliar; CR —; Small elemental (fire, 
‘extraplanat); HID 5; hp 1/2 master's Init +5; Spd $0 ft; AC 18, 
touch 12, flat-footed 17; Rase Atk +1; Grp.—3i Atk 43 melee (1d 
plus 1d fite slam); Full Atk +3 melee (td4 plus 1d4 fre, slam);| 
‘Space/Reach 5 f.,/5 fs SA burn; SQ deliver rouch spells, elemen 
tal type, fire subtype, improved evasion, speak with master, 
sranted abilities; AL any; SV Fort 40, Ref +4, Will +0; Str 10, 
Dex 13,Con 10, nt8, Wis 11, Cha 11 
stall and Fens: Listen +2, Spot +3 (or master if better), Dodge, 
Improved Initiative, Weapon Finesse 
urn (Ex): Those hit by the fire elementals slam attack, or hit 
{ting it with narural weapons or unarmed attacks, must succeed on 
DC 11 Reflex saye.orcatch on fire. The flame burns for td. 
Jrounds (see Catching on Fire, page 303) A burning creature can 
take a move action fo put out the lame 
Elemental Type1mmune to poison, see paralysis, and stunning: 
not subject to critical hits or flanking, 
Fre Subytpe:Immune tofire damage. Takes balf again as much 
(+50%) damage as normal from cold, regardless of whether a 
saving throw is allowed, or ifthe save isa successor fue. 


Small Water Elemental Familiar: Ch; Small elemental 
(water, extraplanar); HD 5; hp 4/2 master's, Init.40; Sp 20 fi, 
swim 90 ft; AC 20, ouch 11, flatfooted 20; Base Atk +4 Grp ~3: 
‘Atk +4 melee (1613, slam); Full Atk +4 melee (1dé+3, slam); 
Space/Reach 5 fi/5 ft SA water mastery, drench, vortex; SQ. 
deliver touch spells elemental type improved evasion, speak with 
master, granted abilities; AL any; SV Fort +4, Ref +1, Will +4, 
Sir 14, Dex 10, Con 13, Int, Wis 11, Cha 11, 
ils and Fes: Listen +5, Spot +5 (or master, if betters Power 
rack, 

‘Wier Mastery (Ex): +1 bonus on attack rolls and damage ros i 
both itand its foe touch wates,~# penalty on attack rolls and dams 
age rolls against landbound opponents 

Drench (Ex): The elementals touch puts out torches, campfires, 
exposed lanterns, and other-open flames of nonmagical origin of 
Large size.or smaller, Can dispel magical fire it rouches as dispel 
‘agie.caster level Sth, 

Vortex (Su): Once every 10 minutes, transform into whirlpool 
fort round f underwater, foot base, upto 30fo0t top, 10-20 feet 
tall Move at swim speed. 

Tiny ot smaller creatures must succeed on a DC 11 Reflex save 
ot take td4 points of damage, and.on.a second DC 11 Reflex save 
to avoid being picked up and held, A swimming creature can 
attempt a Reflex save to escape (but stil rakes damage). The ele- 
‘mental can eject carted creatures atany time 

I the base touches the ground, creates a swirling cloud of 
debris centered on the elemental, diameter half the whirlwinds 
height, obscures all vision (including darkvision) beyond 5 feet. 
Creatures § feetaway have concealment, while those farther away 
have total concealment (see page 12 of the Players Handbook). 
Those caught in the cloud must succeed on a DC 11 Concentra:| 
tion check to.casta spell 

Elemental Type: Smmune 0 poison, sleep, paralysis, and stunning: 
not subject so critical hits or flanking. 


‘Stirge Familiar: CR —; Tiny magical beast; HD 5:hp 1/2) 
‘master's. Init +4: Spd 10 ft. fly 40 ft, average), AC 19, touch 16, 
flacfooted 15; Base Atk +4; Grp ~11 (+1 when attached); Atk +7 
‘melee (1d3=4, touch); Full Atk +7 melee (143-4, touch); Space/ 
Reach 21/2 fi/0 fr; SA attach, blood drain; SQ darkvision 60 f., 


deliver touch spells, improved evasion, low-light vision, speak 
with master, granted abilities; AL any: SV Fort +2, Ref +6, Will 
Str3, Dex 19, on 10, Int8, Wis 12, Cha 

Skils and Feats: Hide +14, Listen #4, Spot +4 (or master's, if 
better); Alertness, Weapon Finesse. 

‘Attach (Ex): If astirge hits with a touch attack, it latches onto the 
‘opponent’ body (AC 12.when attached). 

‘loo Druin (Ex): An attached stirge deals 149 points of Const-| 
ution damage exch round, Once it has drained 4 points of Con: | 
stitution, it detaches and cannot drain blood again for 8 hours. 


ALTERNATE FAMILIARS BY MASTER SIZE 
The suggested familias in the Payers Handbook assume ¢ Small to 
‘Large master. Masters outside this size range could have smaller or 
larger familias, as appropriate to their size. 


Tiny or Smaller Masters. 
Masters smaller than the usual size can have proportionately 
smaller familias, as indicated on the table below. 


Faia Special 
Bat oe 
Ferret Master gains a +2 bonus on Reflex saves 
Hedgehog Master gains +1 natura armor bonus 
Mouse Master gains a +2 bonus on Move Silent checks 
Screech ow! Master guns a +2 bonus on Move Silently checks 
{oud Master gains 3 hit points 
{haus Speaks one language 


The statistics given below assume a.ts-level master sith no addi: 
tional clas oF race bonuses to attack rolls ot saving throws 

‘Gnunted Abilities: In addition to their own special qualities, all 
familiars grant their masters the Alertness feat, the benefit of an 
‘empathic link, and the ability to share spells with the familiar: See 
page 53 of the Players Handbvok for details, 

‘Improved Evasion (Ex): When subjected to-an.attack that nor 
‘mally allows.a Reflex saving throwfor half damage, familiar 
tales no damage if t makes a successful saving throw and half 
damage even if the saving throw fails, | 


at Familiar: CR—; Diminutive magical beast, HD 1; hp 4/2 
roaster Init #2; Sp 5 ft fly 40 ft. (good); AG 17, touch 16, flaw 
footed 15; Base Atk 40; Grp =17; Atk — Full Atk—; Space/Reach 
1 fo/0 ft; SA —: SQ blindsense 20 ft. improved evasion, granted 
abilities; ALany; SV Fort +2, Ref ¢4, Will +2; Str, Dex 18, Con 10, 
Int 6, Wis.t4, Cha, 

sails and Feats: Hide +14, Listen +8, Move Silently +6, Spot +8; 
Alertness 

Blndsnse (Ex): Notices and locates creatures within 20 fet 
‘Adus-+4 to Spot and Listen checks (already included above) 


Ferret Familiar: CR —; Diminutive magical beasts HD 4; 
‘hp 1/2 master's Init 42: Spd fia climb 15 ff; AC 17,r0uch 16, 
‘atfooted 15; Base Atk +0; Grp=16; Atk +6 melee (1d2-4, bite), 
Full Atk +6:melee (1d2-4, bite Space/Reach 3 ft/0 ft; SA attach, 
‘SQimproved evasion, scent, granted abilities; AL any; SV Fort +2, 
Ref +4, Will +1; Ste 3, Dex.15, Con 10, nt 6, Wis 2, Cha S 

Skills and Fats: Balance +10, limb +11, Hide +13, Move 
+9, Spot +14; Weapon Finesse. 

‘Attach (Ex); On a it with is ite attack, it automatically deals 
ite damage each round (AC 15 when attached), 

Hedgehog Familiar: Ck —; Diminutive magical beast; 
HD 1: bp 1/2 masters Init +0; Spd 1.ft; AC 17. touch 15, fla 
footed 16; Base Atk +0; Grp ~16; Atk +5 melee (1d3—4 bite), Full 
‘Ark-45.melee (143-4 bite); Sprce/Reach t ft./0 fts SA poisons, 
SQ defensive ball, improved evasion, granted abilities; AL anyi, 


SV Fort +2, Ref +3, Will +1; Str3, Dex 12, Con 10, Int 6, Wis 12, 


‘Skills and Fei: Hide 447, Listen +5, Spot +5; Weapon Finesse. | 

Poison (Es): When ina defensive ball (see below), spines poison 
foes touching the hedgehog: injury, Fortirude DC 10, initial and 
[secondary damage 1d2 Dex. 

‘Defensive Ball (Es): Rolls into a ball asa standard action, granting. 
‘+2 circumstance bonus on saves and AC. Unrolling isa free 


‘Mouse Familiar: CR — Fine magical beasts HD 4,hp 4/2 
master Init +0; Sp.10 ft, climb 10 fr; AC. 19, touch 18, fat 
footed 19; Base Atk +0; Grp~2t; Atk —; Full Atk —:Space/Reach 
1/2 fi./0 fea SA —; SQ improved evasion, scent, granted abilities, 
ALany: SV Fort +2, Ref +2, Will 4; Ste4, Dex 41, Con 10, nt 6 
Wis.12, Cha 2. 

Skills and Feats: Balance +8, Climb +10, Hide +20,.Move 
Silently +42. 


‘Screech Owl Familiar: CR — Diminutive magical beast; 
HID 4; hp 1/2 master's Init+3; Spd 10 fly 30. (average), AC 18, 
touch 17, flat-footed 15; Base Atk +0; Grp-=1: Atk +7 melee 
(1d2-4, talons); Pull Ack 47,melee (142-3, talons); Space/Reach 4 
{6/0 fk, SA —; SQ improved evasion, granted abilities; AL an 
Fort +2, Ref +5, Will +2; Ste, Dex 17, Con.10, nt 6, Wis.14, Cha 4, 
kills and Feats: Listen +14, Move Silently. #20, Spot +8; 
Weapon Finesse. 


Thrush Familiar; CR —; Diminutive magical beast; HD 4 
hyp 1/2:masters Anit+2; Spd 10 fly 40. (average). AC 47, t0uch 
16, flat-footed 15; Base Atk +0; Grp ~17; Atk —i Full Atk 
Space/Reach 1 fi./0 ft SA —; SQ improved evasion, granted abil: 
ines; AL any; SV Fort 42, Ref +4, Will +; Str t, Dex 15, Con 10, 
Int 6, Wis 14, Cha 6. 

Shillc and Feat Listen +8, Spot +8; Alertness, 


‘Toad Familiar: CR —; Diminutive magical beast, HD 1:hp 4/2 
raster’; Init +4; Spd 5 ft; AC 16, touch 15, fla-footed 15; Base Atk 
+0; Grp 17; Atk —; Full Atk — Space/Reach 1f./0 ft; SA —3 SQ. 
Improved evasion, low-light vision, granted abilities; AL any; SV 
Fort +2, Ref ¢3, Will 42;Sirt, Dex 12, Co Wis 14, Cha 

Sheil and Feats Hide +24, Listen 44, Spot +4 Alertness, 


Huge or Bigger Masters 
‘Masters larger than the usual size can have proportionately larger 
familiars.as shown below 


Familiar Special 
Dire rat Master gains a +2 bonus on Fortitude saves 
Leopard Master gains a2 bonus on Move Silently checks 
Monitor lizard Master gains +3 hit points 
‘Owl (Medium), Master gains a +2 bonus on Move Silently checks 
Raven (Small) Speaks one language 
Vipersnake 

(Medium) 
Wolverine ‘Master gains a 42 bonus on Refiex saves 
The statistics given below assume a tst-level master with no addi: 


tional class or race bonuses to attack rolls or saving throws__| 

Grunted Abiities-In addition to their own special qualities, all| 
familars grant sheit masters the Alermess fea. the benefit of an} 
‘empathic link, and the ability to share spell with the familiar. See} 
page 53 ofthe Hayers Handbyok for denals 

“npnoved Evasion (Ex): When subjected to an attack that nor: 
mally allows a Reflex saving throw for half damage, a familiar 
takes na damage ifit makes a successful saving throw and half 
damage even if the saving throw fails, 


Dire Rat Familiar: CR —; Small magical beast, HD 1: hp 1/2 
master's Init +3; Spd 40 ft, climb 20 ft; AC.16, touch 14 fla 
footed 13; Base Atk +0; Grp —4 Atk +4 melee (14 plus disease, 
bite); Full Atk +4 melee id pls disease, bite); Space/Reach Sf 
5 fe; SA disease; SQ improved evasion, low-light vision, scent, 
granted abilities; AL any; SV Fort +3, Ref +5, Will v3; Str 10, Dex 
17, Con 12, Int 6, Wis 12, Chas, 

‘alls and Feat: Chimb +11, Hide +8, Listen +4, Move 
‘Spot +4; Aleriness, Weapon Finesse 

Diss (Ex): Filth fever; bite Fortitude DC.12, incubation period 
1d3 days, damage td3 Dex and 1d3.Con see Disease, page 292), 


Leopard Familiar: CR — Medium magical beast; HD 3;hp 19 
‘of 1/2 master's Init +4; Spd 40 ft, climb 20 ft; AC 16, rouch 14, 
flat-footed 12; Base Atk +2; Grp +5; Atk +6 melee (14643, bite) Full 
Atk +4 melee (1d6+3, bite) and +1 melee (1d3¢1, 2 claws), 
‘Space/Reach 5fi./S ft: A improved grab, pounce, rake 143+4;SQ. 
|tmproved evasion, low-light vision, scent, granted abilities: AL] 
[any, SV Fort +5,.Rel 47, Will Dex 19, Con 15, Int 6, Wis] 
12,Cha 6 } 

‘hills and Feats. Balance +42, Climb 414, Hide +9 (417 incall 
grass or heavy undergrowth), Jump 47, Listen +6, Move Silently 
#8, Spot +6; Alermess, Weapon Finesse. 

Improve Grab (Ex) To use this ability, the leopard must hic with 
lus bite attck. If wins the grapple check, itcan rake 

ounce (Ex): Ifa leopard changes a foe itcan make a full attack, 
including ew rake attacks 
| Rake (Es): Attack bonus +6 melee, damage 1d3st 


Monitor Lizard Familiar; CR —; Medium magical beast; HD 
3;hp 22 or 1/2 masters Init +2; Spa 30 ft, swim 30 ft: AC 16, touch 
{124 arfooted 14; ase Atk +2: Grp 45; Atk 45 melee (ied, bite) 
[Hull Atk +5 melee (tds+4, bite); Space/Reach 5.f1./5.ft SQ 
improved evasion, low-light vision, granted abilities, any; SV 
Fort,+6, Ref 45, Will +; Str 17, Dex 15, on 17. Int 6, Wis 12,Cha2. 

Skills and fens Climb +9, Hide +7 (45 in forested or overgrown, 
areas) Listen +4, Move Silently 46, Spot + Alertness, Great Koide 


Medium Owl Familiar: CR—; Medium magical beast, HD 
‘np 13 or 1/2 master nit +4; Sp 10 ft ly 60 fe. average); AC.A%, 
touch 11, flaefooted 13; Base Atk +1; Grp +3; Atk +2-melee (142, 
talons); Full Atk +2 melee (d42,tafons) and +0 melee (1d6+t, 
bite); Space/Reach $ ft/s fr; SA — SQ improved evasion, low 
light vision, grante abilities, AL any, SV Fort +4, Ref +4, Will +2 
Str 14, Dex 13,Con 12, In 6, Wis.14, Cha 4 

#14, Mave Silently 419, Spor +14 Mult 
tack (se page 304 ofthe Monster Manu) 


‘Small Raven Familiar; CR — Small magical beast; HD 1, hp 
{1amaster's Init +1; pd 10 fe fly 40ft. (average AC 13, ouch 12, 
[Hat-foored 12; Base Atk 0; Grp 7; Atk +2-melee (1d3-3, talons), 
‘Atk-+2 melee (1d3~3, talons) Space/Reach 5 ft/s ft; $A —j SQ. 
improved evasion, Jow:light vision, granted abilities; AL. any; SV 
Fort +3, Ref +3, Will +2 Str §, Dex 13, Con 12, Int 6, Wis 14, ha 6, 

‘Skills and Feats: Listen +6, Spot +6; Weapon Finesse 


Medium Viper Snake Familiar: CR —; Medium magical 
beast; HD 2; hp 9 or 1/2 master's Ani +3; Spd 20 fi, climb 20 fi, 
swim 20 ft; AC 17, touch 13,flatfooted 14; Base Atk +1. Grp +0; 
Atk +4 melee (14-1 plus poison, bite Full Atk +4 melee (14-1 
plus poison, bite Space/Reach 5 fi. fa SA poison; SQ improved 
fevasion, scent, granted abilities; AL anys SV Fort +3, Ref +6, Will 
{+4:Sur8, Dex i7,CCon 11, Int 6, Wis 12, Cha 2. 
[skills and feais: Balance +11, Climb +11, Hide +12, Listen +5, 
‘Spot +5, Swim. 47; Weapon Finesse 

ison (Ex): Injury, Fortitude DC 41, initial and secondary. 
damage 1d6 Con. 


Wolverine Familiar: CR —; Medium magical beast £10 3; hp 
25 or 1/2 masters Init +2; Spd 30 ft, burrow 10 climb 10 4; AC. 
15, touch 12, flat-footed 13; Base Atk +2; Grp +4; Atk +4-melee 
(14s, claw) Bull Atk +4 melee (14442, 2 claws) and -1 melee 
ideet, bite); Space/Reach 5 fi/5 ft: SA rage: $Q improved eva- 
sion, low-light vision, scent, granted abilities; AL any, SV Fort +7, 
Ref +5, Will +2; Ste 14, Dex-15, Con 19, Int 6, Wis 12, Cha 10, 

‘Skills and Feats Climb +10, Listen +6, Spot +6; Alertness, Tough: 
ness, Track. 

Rage (Ex) ft takes damage in combat, on the following round, 
wolverine gains +4 t0 Str, +4 to Con, and -2.10.AC, Unlike a 
‘normal wolverine, this familiar can end its rage voluntarily as a 
five action 


—— TS 


Cate, feeding, defense, and shelter for an animal you only.ride 19 
Jand from adventures can become onerous. Ifa character spends 
t00 much time on issues that concern his mount the rest ofthe 
party members may resent the time and energy spent dealing with 
‘horse, One solution to this conflict is hiring 2 small number of 
mercenaries, pethaps only one, to actas grooms and guands forthe 
‘mounts while the characters explore the dungeon (see Table 4-1 
Prices for Hiteling Services, page 105), 


UNUSUAL MOUNTS 
If the PCs undertake more wilderness adventures than dungeon 
‘reks, mounts may. be integral parts ofthe party and. you. may ace 
requests for mounts other than horses, Druids and, tangets may 
attract animal companions big enough to act as mounts, Paladins. 
may desire something a bit rougher than their typical heavy. war 
horse or warpony. 

‘Suitable Mounts: You have the final de 
‘ot a suitable mount At its most basic le 
the following characterises 
+ Able and willing to carry its ider in a typical fishion, (A camel 

is able and willing. A tiger might be capable but may. not be 

willing. A giant might be willing but nor truly able 

+ At least one size category-larger.than.the character. Also, a 
flying mount can carry no more than a light load lof 

+ ‘The mounts Challenge Rating should be no mote 
than.the rider's character level If the mount can fly, its 

Challenge Rating should be no more.than 4 less than the riders 

characte level 

The accompanying tables (one for Medium riders, one for 
Small riders) provide basic characteristics of creatures that can be 
used as mounts. 


on on what is or Is 
a mount should have 


Ifthe unusual mount i for paladin, itmay gain special abilities at 
a different rate than a wathorse-or-warpony: Furthermore, some. 
special mauints are available only-to paladins of higher levels, 

‘A paladin of 6th level or higher can use a celestial heavy 
warhorse, dire wolf, hippogriff, Large monstrous spider, Large 
shark, unicorn, celestial warpony, dire bat, dire badger, dice 
weasel, or giantlizard asa mount. 

‘At 7th level, the die boar dire wolverine, giant eagle, giant ow, 
‘pegasus, rhinoceros, and sea cat become avaiable. 

‘Ar 6th level, a paladin can use dire lion ora griffon asa mount. 

See-the table below.to see when a paladins unusual mount 
gains special abilities. f the mount natural Intelligence or natu:| 
ral armor is higher than the value given in the table, use-the| 
‘mount’ natural Intelligence or natural armor (and see Inteligent| 
Mounts, below), Ifthe mount normally has spell resistance it 
does not lose its spel esistance prior the paladin’ reaching the 
level at which all unusual mounts gain spell resistance, and the 
mount continuts.using its naturalspell resistance from that level 
‘on if that yalue is higher. 


‘Mount (Medium Rider) Sir__Fy>__Cary ‘Mount (Small Rider). Ste FWP Carry 


Camel B No 900/b Monstrous spider, Medium " = sibs 
Warhors, heavy 18 No___ $00 Ib. Porpoise? n — 1s bt 
Wathors, light 16 No 6801. Riding dog 1s = 300 
Celestial warhorse, heavy. 18 No 900 ib Shark, Medium? 8 — 150i. 
Fiendish wathorse ight 6 No 69016 |_| Warpony 15 — 300 
Dire wolf 3 No 2400 [b.| | Flendish riding dog 15 —_ 3001, 
Hipposift is 300. | Celestial warpony 5 = 300Ib, 

Dire bat 7 40h 172. 
1% 900 6 (gor, 
Monstrous spider, Large 15 60 I Dire badger 14 — 262i 
Shark, Large! 7 520/b. Dire wease! 14 — 262 
Unicorn? 20 No 1,200 lb, Lizard, moni uw — 390K 
Dire boar 2 Nol) 3:1201b, 1 Acreature capable of fying 2s wel as ground-based movement. 
Dire wolverine 2 No 1,$60b, ‘uses the caryying capacity onthe fis line ofits ety ifit is. fing. 
Giant eagle 18 BOR, 2001b, IFit snot fying, the carrying capacity on the second line of its 
(average) ent applies 
Giant ow 1 7R—-200Ib, ,_|ZAquatic characters ony. 
(average) [ [a Teaditionaly, unicens only.allow female human or female elf iets 
Pegasus! 18) 120K. S001, [src The mount’s typical (minimum) Strength score, from the Monster 
(average) Manual. Creatures of preater sie (Large, Huge.or Gargantua). 
8 No 9001, have a higher Strength score and thus a greater carying capacity 
Rhinoceros 26 No 2,7601b. Fy? The mount’ fy speed, ifitcan fy 
Seacat? 19 No 70016, Cay: The weight af the heaviest load the mount can carty—the light 
Dire lion Fy No 2,400 {od limit fora fying mount, or the maximum load (heavy. load 
Grif 18-80 20086 lit} fora nonter 
(average) 
The expressions in the left-hand column of the uble referto. INTELLIGENT MOUNTS 
the current level of the paladin in.relation.tothe Jevelatwhicha Mounts with Intelligence scores of s or higher ate more like 
particular kind of mount becomes available. Forinstance, the dire NPCs than they-are like traditional mounts, As a result, chatac:| 
bboar becomes available asa mount when paladin seaches 7th ters must use Diplomacy. checks to negotiate what rhe mousit 
level, so the information on the“Level to Level+2°lineapplies to will and will not do (see Influencing NPC Atitudes, page 72.of 
‘such a mount when the paladin is 7th, &th, or 9th level, When he the Players Handbook), Once the character and mount reach an 
reaches 10th Ievel,the information on the nextline dawnapplies. agreement, they still must train together, Training time is. as 
given under the Handle Animal skill (page 74 of the Player 
Paladin Level Bonus Natural Str, Handbook), Intelligent mounts may insist on special care, such as 
by Mount Avallbilty HO. Armor Adj. Adj. Ink ‘thireling devoted to that speeific mount, special food, or even a 
Level to kevel #2 pee aa 6 share ofthe pay treasure 
Levele3tolewleS 46 42 ? ay 
Levels 6toLevels9 46 8 3 8 LEADERSHIP AND MOUNTS 
Levels Worhigher sh 610 9 anny. characters may.try.sing the Leadership feat ro attract a 
cohort shat can serve as a.mount. This fea eannot atrat a mount 
‘Another example: A.1sth-level halfling paladin has a giant with an Intelligence of less than 4. Ifthe character already has a 
lizard mount. On the table of mounts for Small riders, you find special mount, familiar, or animal companion, the character takes a 
thatthe giant lizard becomes available at 6th level, so, for the pur- _~2 penalty.to hs Leadership score. The table n the Special Cohorts 
pose of the table above, the paladin ist level + 9, Checking th section (page 199) includes some cohorts that can also serve as 
line on the table, you find that a 1Sth-level paladin’ giant lizard mounts, use these asa guideline if you want ro add more examples. 
mount has the following attributes: 46 HD, +8 natural armor, +2 
‘Strength adjustment, and Int 8 
‘A paladin’s mount bas other special abilities and attributes 
beyond those mentioned on the table above; see The Paladins ~ Druids-can begin play. with animal companions, which ate some- 
Mount, page 45 of the Mayer's Handbook, for details, thing like cohorts. and rangers can gain them during thei careers 
Use the following rules of thumb to adjudicate situations that may 

Training an Unusual Mount arise when characters have animal companions 
“The Players Handbook covers training animals under the Handle ‘While the class descriptions inthe Mayer’ Handtook list the an 
‘Animal skill description (page-74 of the Player’ Handbook). 1t mals available as companions, those lists assume the chatactet 
mentions that magical heastsof Intelligence 1.or-2may also be spends most of her time inthe animals home territory sind eas 
trained using this skill, You can decide ifthe skill. also applies © them well. fshe spends most of her time at sea, in cities. or othet-| 
other creatures of such intelligence ‘wise in places that the animals don like, her animals are: ikely.t0, 

In other cases, sich as vermin, you need to make special provi-. desert. Remember, these creatures are loyal friends but not pets. ot 
slons if yowallow the creatures tobe used as mounts tall. You. servants. They-wont remain Joyal being the character’ friend be: 
‘may decide that goblins breed and train a special kind of mon- comes too.onerous 
strous spider capable of acting asa mount. You may, create a magic. The animal is still an animal. 1 not a magical beast, asa famil- 
‘tem thatallows vermin to act as mounts while wearing it. Oryou., arora paladin’ mount is. While it may have learned some ticks, 
‘may requicethatall errsin mounts be fiendish (your players may it's stil no more intelligent than any other animal of ts kind, and 


shudder at the idea of celestial vermin), it retains all is bestial instincts. Unlike intelligent followers or 


cohorts, animals cant follow complex instructions, such as Attack 
the gnoll with the wand.” A character can give. simple verbal 
command, such as *Attack” or “Come,’as.a free action, provided 
such a command is among the tricks the animal has learned, A 
‘more complex instruction, sich as telling an animal ro attack and 
pointing out a specific target is astandand action, Animals are ill) 
‘equipped to handle unusual situations, such as combats with 
|inyisible opponents, and they.typically hesitate to attack weind | 
‘and unnatural creatures, such as beholders and oozes | 

Left to its.own judgment, an animal follows a character and. 
attacks creatures that attack hex (or that attack the animal itself) 
‘Todo more than tha, it needs. to learn tricks as described under 
the Handle Animal skill, page’74 of the layer’ Handbook. 


J Regardless of the method used to attain 21st level, once a charac 
{tex reaches that point he or she is considered an epic character. 
{Epic characters—those characters whose character level is 21st) 
{orhigher—are handled slightly differently chan nonepic charac: 
ters, While they continue to gain most ofthe customary benefits| 
‘of gaining levels, some benefits are replaced by alternative gains 

Despite the rwenty-level limit indicated in the Player’ Hana 
book; you can advance a class level beyond 20th by using the rules 
in this book. You can also advance the class level ofa ten-level 
prestige class beyond 10th level, but only ifthe character level of 
the advancing characteris already 20th or higher. You cannot 
{advance the clas level ofa clas with fewer than ten levels beyond. 
|the maximum described for that class regandless of the character 
Novel of the advancing character 

Epic Save Bonus: A character’ base save bonus does not in 
‘crease after his character level reaches 20th, However, he does 
jreceive a cumulative +1 epic bonus on all saving throws every 
‘even-numbered level after 20th, as shown on Table 6-18; Epic 
‘Save-and Epic Attack Bonuses, 1p other words, an epic chanicter 
has.a+1.epic bonus on all saving throws at 22nd level +2 epic 
‘bonus onallsaving throws at 24th level,and so.0n. 

Epic Attack Bonus: Similarly, characters base atack bonus, 
does not increase afte his character level reaches 20th. However, 
he does receive a cumulative +1 epic bonus onal attack rolls every. 
odd-numbered level after-20th as showen on Table 6-18: Epi Save. 
and Epic Attick Bonuses 

Experience Points: This column on Table 6-19: Eple Experi 
cence and Level-Dependent Benefits shows the experience point 
total needed to achieve a given character level. For multiclass 
characters experience points determine overall character level, 
not individual class levels, 

Though Table 6-19 only shows experience point totals through 
{oth level, you can calculate the experience points needed to 
}reach sist level and higher. Simply add a character’ current level 

imes 1,000 XP to the experience points required to attain the 
characters current level. For instance, reaching 31st level would 
requite 30° 1,000 XP (or 30,000 XP), + 435,000 XP, fora tol of 
465,000 XP 

Class Skill. Max Ranks: The maximum numberof skil ranks « 
character can have ina class skills equal to his or her character 
level +3. 

Gross-Class Skill Max Ranks: For crossclass sll the mast 
sum ranks are one-half the maximum for a class skill. 

Feats: Every character gains one featat every evel divisible by 
thnee (21st. 24th,27th, and soon), Note that these featsate in addi 
{tion 1o.any-honus feats granted in.the.class descriptions later in 
{this chapter. 
| Ability Increases: Upon attaining any level divisible by four 

(Goth, 24th, 28th, and soon), a character increases one ofhisorher 
ability scores by-1 point. The player chooses which ability score ra 
improve, 


“For multiclass characters feats and ability increases are gained 
according to overall character level, nor class level. Thus, «13th: 
level wizard/Ath-level fighter isa 24th-level character overalland | 
eligible for both a feat and an ability score increase 


EPIC CLASS FEATURES 

[Because the Players Handbook contains information on advance- 

‘ment only up to 20th level. in any given class, this book expands 

cach clasts progression of class features beyond 20th level 
Many, but not al. clas fearures continue to accumulate after| 

20th level. The following guidelines describe how. the epic class 
progressions in this section work. 

* As noted earie,classrelated base save bonuses and base attack 
bonus dont increase ater 20th level. Thus, these class tables have 
‘no columns for base save bonuses or base attack bonus. Instead, 
use Table 6-18: Epic Save and Epic Attack Bonuses to determine 
the characters epic bonus on saving throws and attacks. 

“A character continues to gain Hit Dice and skill points as 

{normal beyond 20th level 

T+ Generally speaking, any clas fearure that uses the character's 
class level as part of a mathematical formula, such asa paladins 
lay on hands ability, the DG to tesist-a. monk’ stunning fist 
attack, or_a bards bardic knowledge check, continues. to 
increase using the character class level inthe formula. A 22nd: 
level paladin with a Charisma of 20 can lay.on hands for (22 x 
5) 410 hit points per day. The DC to resist a 24th-level monks. 
stunning attack would be 10 + 42 (1/2 the monks level) + the 
monks Wis modifier. A 3oth-level bard would ad his nt modi} 
fier + 30 to bandic knowledge checks. 

‘+ Any prestige clas feature that calculates a save DC using the 
class level (such asthe assassins death attack) should add only. 
half the character’ class levels above 10th. Thus, a 24th-level 
assissiniy death attack would have a save DC. of 27+ 


‘TaoLe 6-18: Epic Save AND Epic ATTACK BONUSES. 


Eple ple 
Character sa Base Attack 
Level Bonus Bonus 
st “0 ” 
2nd 41 +) 
ad " 2 
2ath 42 2 
25th eI 3 
26th e) 3 
2h 8 “4 
28th “4 4 
29th 4 6 
30th + 8 


Tante 6-19: 
Epic EXPERIENCE AND LEVEL-DEPENDENT BENEFITS 
Class Cross-Class 


Character ‘Skill Max. Skil Max Ability Score 
Level xP Ranks Ranks Feats__ Increases 
2ist 210,000 2 12 ath a 
22nd 231,000 25 W242 — ~ 
2rd 255,000 26 3 = = 
24th 276,000 _27. 13/2 9th __ 6th 
25th 300,000 28, %4 = = 
26th__ 325,000 29, 141 = 
2h 351,000 30, i 
2hh__378,000__ 3), 1512 2h 
2h 406,000 32 16 = pat 
30th__ 435,000.33 1612 th — 

1 41,900K 4 +12 + per3 + pera 


sccurtent level 


Intelligence modifier (10.+ class level up to 10th + 1/2 class 
levels above 10th) 

+ For spelleasters, caster level continues to incteaseafter 20th 
level. Thus, 23rd-level wizand cast asa 23nd-level characte, 
while a 24th-level paladins caster level is 12th (one-half her 
class level). Howcewsr,a characte’ spells perday dont increase | 
afer 20th level, } 

“The powers of fmiliars, special mounts, and fiendish servants| 
‘continue to increase as their masters gain levels, they're based 
‘na formula that includes the caster level 

+ Any-class features that inctease-or accumulate as part of a 
repeated pattern (such as.a rogue’ sneak atack or the number 
cof times per day a barbarian can rage) also continue to increase 
for accumulate after 200 level atthe sume rate. A 27th-level 
rogue adds +14d6 damage to her sneak attacks. A 32ndlevel 
butbarian can rage nine times per day An exception to this rule 
is-any-bonuis feat progression granted asa class feature. Ifa 
‘characte gets bonus feats as part ofa clas feature (such asthe | 
feats gained by fighters and wizards), these do not increase with, 
epic levels. Instead, these classes get a new bonus feat progres 
sion (described in each cass summary below). 

+ Inadaltion so the class features retained from lower levels, each 
class gains bonus feat every two, three four, or five levels after 
20th, This benefit augments each class progression of class 
features, because not all classes. otherwise improve class 

features aftr 20c level: These bonus feats are in addition tothe 
feat that every character gets every three levels (as per Table 
3-2: Experience and Level Dependent Benefits, page 22 ofthe 
ayers Handbook) 

‘A character doesnt gain any new clas features beyond 20th 
level. Class featutes with a progression. shat sles or stops 
before 20th level (such as the monks unarmed. damage) and 
features that have a limited list of options (such asthe rogues 
special abilities) do not improve asa character attains epic level 
Likewise clas features that are gained only.at asingle level 
(Guch.as.a barbarians fast movernent) donot improve 


‘Adding a Second Class 
‘When an epic characte with levels in only one class attains anes 
level, she may choose to increase the level of het cutrent class. 
pick up a new class at Ast level. The standard rules for multiclass: 
ing in the Mayers Handbwo (page 59) stil apply, but epic characters 
must keep in mind the rules for epic advancement, 


“An epic character gains the class skills, weapon proficiency, 

armor proficiency, spells, and other class features of the new. 
casas wellasa Hit Di ofthe appropriate size. In addition, the 
character gets the usual skill points from the new class. Just. as. 
with standard multiclassing. adding the second class does not 
[confer some of the benefits for.a 1st-level character, including 
[maximum hie points from the first Hit Die, quadruple the per 
level skill points, starting equipment, starting gold,oran animal. 
companion. 

‘An epi character does not gain the base atack bonuses and base 
‘ave bonuses normally gained when adding a second clas. Instead, 
the character uses the epic artack bonus and epic save bonus po: 
‘gression shown on Table 6-18: Epic Save and Epic Attack Bonus. 


EPIC BARBARIAN 


‘An epic barbarian is a terror to behold. The very incarnation of 
rage, this furious warrior can cut his opponents to ribbans,with 
awe-inspiring ease, 

Hit Die: diz 

Skill Points at Each Additional Level: 4+ Int modifier, 

Barbarian Rage: The epic barbarian gains.one use of rage per 
dlay every four levels higher than 20th (2/day at 24th, 8/day a. 
28th, and son) 

‘Trap Sense.(Ex): The epic barbarian’s bonus increases by +4 
every three levels higher than 18th (+7 at 2.18 at24th, and soon), 

Damage Reduction (Ex) The epic barbarian damage reduc: 
tion increases by 4 point every three levels higher than 19th (6/—| 
at 22nd, 7/~at 25th, and 50 on) 

Bonus Feats: The epic barbarian gains « bonus. 
levels higher than 20th (24th, 28th, and s0 on), 


every four 


EPIC BARD ‘ 


‘An epic bards music can move even the crucest, mast soulless 
treat, oF inspite hs allies ro che heights of power and bravery 

Hit Die: dé 

‘Skill Points at Bach Additional Level: 6 + Int modifier, 

Spells: The bard's caster level is equal to, his class level. The 
bard's number of spells per day does not increase after 20th level. 
The bard does not learn additional spells. 

Bardic Music: The bard gains no new bardic music effects 
from his Perform ranks, 

Bardic Knowledge: Add the bards class level + Intelligence 
modifier to all bardic knowledge checks, as normal, 


SS a Ss ae 


BEHIND THE CURTAIN 

A LIMIT TO ATTACKS AND SAVES 

\Whyy don't base attack bonus and base save bonus increase after 20th 
level? Ultimately, these are game play issues. 

Ifase attack bonuses continued to increase, every character would 
eventually have so many attacks per round that the game would slow to 
1 craw, What's worse, only the fist few attacks would be significant, 
because the dropoff in attack bonuses means that later attacks have 
almost no chance to hit For this reason, the rules establish a cap on a 
character’ base attack bonus, because the base attack bonus deter 
‘mines the number of attacks per round a character can make. After 20th 
level, your base attack bonus never improves. You gain epic bonuses 
and other bonuses on your attack rol, but these don't ever increase 
your base attack bonus and thus never grant you additional attacks. 

This limit doesn't apply to the base attack bonus derived strictly 

Dice. For instance, a titan with 21 HD using the 


from a monster's 


advancement rules in the Monster Manual has 2 base attack bonus of 
421, Thus, another cap exists: A high base attack bonus never grants 3 
creature more than four atacks with any given weapon using the full 
attack option. Other effects (such as weapons with the speed special 


ability, certain feats, and class abilities such as the monk's special 
lunarened attack progression) may grant additional actions or attacks 
that exceed this limit, But regardless of how high a creature's base 
attack bonus gets t can never make more than four attacks with that 
weapon using a full attack action, 

‘The limit othe base saving throw bonuses is aso a game play ive, 
Saving thiow bonuses up to 20th level progress at diferent rates 
("00d" vs. "poor" saves; see Table 3-1 on page 22 of the Player's 
Handbook), If that progression were allowed to continue, the diffrence 
between & character's base save bonuses wll eventually grow so great 
that two different situations with the same save DC would present two 
thveats of wildly differing magnitude. The difference between the good 
and poor saving throw bonuses for a 6Othlevel character, for example, 
would be 12 points (+32 versus +20), Add i the bonuses from high abi 
lity scores and magic items that a character probably has, and you can 
expect the gap to widen further. This leads to situations where a charac 
ter might succeed on a given Fortitude save wth a result of 2 o higher, 
‘but might require 2200 succeed on a Reflex save with the same DC. For 
this reason, base save bonuses dan't increase after 20th level although 
the epie save bonus increases ata fied rate forall epic characters 


Bonus Feats: The epic bard gains.a bonus feat every three 
levels higher than 20th (23rd, 26th, and soon). 

Inspire Courage (Su): The epic bards bonus when this bility 
is used increases by +1 every six levels higher than 20th (26th, 
32nd, and so on), 


EPIC CLERIC 
Jn. typical world, the epic cleric stands as one of his deity’ most| 
[elite servants. In an adventuring party,he must also stand as the 
solid center of the group, providing power and assistance to his 
‘companions 
Hit Die: ds, 
Skill Points at Each Additional Level: 2+ Inc modifier 
‘Spells: The clerics caster level is equal to his clas level, The 
clerics numberof spells per day does not increase after 20th level 
‘Turn or Rebuke Undead: Use the cleric’ class level to deter 
jmine.the most powerful undead affected by a turn or rebuke 
{check and the turning damage, just as normal 
Bonus Feats; The epic cleric gains a bonus feat every three} 
{levels higher than 20th (23rd, 26th, and so on}, 


EPIC DRUID. 
The epic druid is a mighty symbol of the power of the natural 
world, able to focus the primal forces of the elements to do her 
bidding 
Hit Die: ds 
Skill Points at Each Additional Level: 4+ Int modifier 
Spells: The druid’ caster level i.equal.to-her cass level. The 
druids number of spells per day does not increase afer 20th level 
‘Animal Companion: The druid may-have a maximum 
‘number of animal companions equal to swice her class level, as 
{normal 
Wild Shape (Su): The druid can use this. ability to take the 
{form of an animal one additional time per day every four levels 
higher than 18th (7/day at 22nd, 8/day at 26th, and.so-on), The 
druids ability to wild shape into an elemental does not improve 
Bonus Feats: The epic druid gains.a bonus feat every four 
levels higher than 20th, 


EPIC FIGHTER I 

The epic fighter is a combat machine, « master of more battle. 
‘maneuvers than any other character in the game. More than a 
‘mete sword-swinger, the epic fighter knows how to best his oppo- 
nents in any arena, 

Hit Die: dio, 

Skill Boints at Each Additional Level: 2+ 1nt modifier, 

Bonus Feats: The epic fighter gains a bonus feat every two 
levels higher than 20th (22nd, 24th, 26th, and so.on) 


EPIC MONK 
The epic monk has achieved an inner.tranguility that lesser char- 
acters cant even dream of. Her speed, power, grace, and force of 
«will are unmatched by mortal beings. 

Hit Die: ds, 

Skill Points at Each Additional Level: 4 « Int modifier. 

AC Bonus (Ex): The monk's bonus to Armor Class when unat~ 
mored increases by +1 every five levels higher than 20th (+5 at 
25th, +6 at 30th, and so on), 

Unarmed Strike: The damage fora. monk’ unarmed strike 
does not inctease after 16th level. 

‘Stunning Attack: Use the monk’ class level when determin: 
sing-the DC to xesist this attack, as normal. 

Unarmored Speed Bonus: The epic monk's speed when wear 
ig no armor increases by 10 feet every three levels higher than 
th (+70 fi, at 218, +80 ft. at 24th, and s0 on). 

Ki Strike.(Su): The monks ki strike ability does not auromati-, 
ccally.increase with class level after t6th level 


E 


‘Wholeness of Body (Su): The epic monk can cure up toxwice 
her-class level in hit points each day, as normal 

‘Abundant Step (Su): Use the monk's class level when derer- 
‘ining the effective caster level ofthis ability as normal, 

Diamond Soul (Ex): The epic monks spel resistance is equal 
to her class level +40, a5 normal 

Quivering Palm (Su): Use the monk’ class level when deter 
‘mining the DC to resist.chis attack, as normal 

Empty Body (Su): Use the monk’ class level when determin: 
{ng the duration ofthis effect, as normal, 

Bonus Feats: The epic monk gains a bonus feat e 
levels higher than 20th (25th, 30th, and so.on). 


EPIC PALADIN 
The epic paladin stands a the forefront of the battle against chaos 
snd evil in the world, shining asa beacon of hope so all who fight 
the good fight, 

Hit Die: dio, 

Skill Points at Each Additional Level: 2+ Int modifier, 

Lay on Hands (Su): Each day the epic paladin can cure a rota 
umber of poi equal o her Charisma bons (an) simes 
her class level, as normal 

Smite Evil (Su);The epic paladin adds her class level to damage 
‘with any smite evi attack, as normal. She can smite one.additional 
time per clay for every five levels higher than 20th (6/day at.25th, 
7/day at30thand 600n) 

‘Turn Undead (Su};The paladin rns undead asa cleric of two. 
levels lower. as normal, 

Spells: The paladins caster level is equal to one-half her class] 
level, as normal. The paladins number of spells per day-does not 
Increase after 20th level. 

Special Mount: The epic paladins special mount continues 10 
Increase in power. Every five levels higher than 20th (25th, 30th, 
35th, and so on), the special mount gains +2 bonus Hit Dice its 
natural armor increases by 42, is Strength adjustment increases 
by +4, and ts Intelligence increases by +1, The mouints spell resis 
ance equals the paladin class level +5 

Remove Disease (Sp): The epic paladin can use remove disave one 
additional time pet week for every three levels higher than 18th 
(r/week at 24s, 8/week at 24th, and so on), 

Bonus Feats: The epic paladin gains a bonus feat every three 
levels higher than 20th (23d, 26th, 29th, and s0 on), 


ry five) 


EPIC RANGER 


Whether cunning protector ofthe wild or cold-blooded hu 
the weak, the epic ranger is one with the wilderness, moving with 
deadly grace and keen mind through the natural world. 

Hit Die:ds, 

Skill Points at Each Additional Level: 6 + Int modifier 

Spells: The ranger's caster level is equal to one-half his class 
evel, as narmal. The ranger’. number of spells per day does not 
{increase after 20th level 

Favored Enemy (Ex): The epic ranger gains one additional 
favored enemy, nd his bonuses against one category of favored 
‘enemies go up by +2, every five levels higher than 20th (6th 
enemy at 25th, 7th enemy at 30th, and s0 on) 

Bonus Feats: The epic ranger gains « bonus feat every three 
Jevels higher than 20th (23rd, 26th, and s0.0n). 


PIC ROGUE 
‘The epic rogue is.a trickster and a thief. trap-detector and al 
tale-spinner. Herskillsare legendary and het tales of derring-do. 
‘even more so. If you listen to the stories, there's nothing she 
canitdo, 

Hit Die: d. 

Skill Points at Each Additional Level: + Int modifier. 
Sneak Attack: The epic rogue’ sneak attack damage increases 


by +td6atevery odd-numbered level tide at2tst,«12d6 ar23rd, 
and soon) 

Special Abilities: The rogue does not gain additional rogue 
special abilities after 19th level, but.can choose a rogue special 
ability from the Payers Handbook (crippling strike, defensive roll, 
improved evasion, opportunist, skill mastery, and slippery mind) 
instead ofa bonus feat. 

Bonus Feats: The epic rogue gains a bonus feat every four 
levels higher than 20th (24th, 28th, and 50 on), 


EPIC SORCERER 
The epic sorcerer has grown his natural arcane ability to mythi 
cal proportions, but the need for ever-greater power never 
bates 
Hit Die: da 
Skill Points at Each Additional Level: 2 « Inc modifiet 
‘Spells: The sorcerer’s caster level is equal to his clas level. The 
sorcerers number of spells per day does not increase after 20th 
evel The sorcerer daes not learn additional spells | 
Familiar; The epic sorcerers familiar continues to increase in 
‘power: Every two levels higher than 2oth (22nd, 24th, and so on 
the familiar natural armor bonus and Intelligence each increase 
by +. The familiar xpell resistance is equal to the master’ level + 
5. At 2ist level and again every ten levels higher than 24st, the 
familia gains the benefit ofthe Familiar Spell epic fat fora spell 
of its master choice 
| Bonus Feats: The epic sorcerer gains a bonus feat every three 
{levels higher than 2oth (23rd, 26th, and so on) 


EPIC WIZARD 
To the epic wizard, knowledge is power, and the quest for know! 
edge is never-ending, The secrets of greater magic and the ce 
ation of artifacts temp the epic wizard, who purses shese secrets 
‘across the planes 

Hit Die: di, 

‘Skill Points at Each Additional Level: 2 + Int modifier, 

‘Spells::The wizards caster level is equal to.her class level. The. 
wizard’s number of spells per day does not increase after 20th, 
level. Each time the wizard attains a new level, she learns two 
new spells of any level or levels that she can cast (according to 
her new level) 

Familiar: The epic wizard’ familiar continues to increase in 
power. Every two levels higher than. 20th (22nd, 24th, and so on) 
the familiat's natural armor bonus and Intelligence each increase 
by +1. The familiar’s spell resistance is equal to the master's level + 
5, At 21st level and again every ten levels higher than 2st, the 
familiar gains the benefit of the Familiar Spell, epic feat for a spell 
ofits master choice. 

Bonus Feats: The epic wizard gains a bonus feat every three 
levels higher than 20th (23rd, 26th, andl so on), 


CREATING CHARACTERS ABOVE 20TH LEVEL 
If you want to cteate (or allo players to create) characters above 
2oth level, use the table below to assign a value for such a charac 


ter's starting gear, 


‘Character Level Wealth___CharacerLevel__ Wealth 
Zit 975,000 3st 4,300,000 gp 
2nd 1,200,000 gp_ 32m _5,600,000 gp 
Bed 1,500.000gp 33rd 6 300,000 9 
2éth 1,800,000 gp____34th_——_7,08,000 gp 
25th -2100000gp 35th 7,990,000 gp 
2éth__ 2,500,000 gp 36th 200,000 gp 
2m -2900,000gp' 37th 9,900,000 gp 
28th,__ 3,300,000 gp 38th 110,000 gp 
25th 3.800000 gp 39th 12,300,000 gp 
30th 4,300,000 gp 40th——*13,600,000 gp 


Limiting Magic Items: Just as when you create (or allow) 
players to-cteate) characters above ist level (see page 199), you, 
‘ight wish to rule that a character above 20th level has a limited 
selection of magic items to choose from, or that he can only.) 
spend a certain fraction of his starting wealth on any single piece 
cof equipment. 

For instance, you. might decide that a newly created character 
can select any single item that represents no more.than 25% of 
that character's starting wealth, and no more than three addi 
tional items each of which is worth more than 10% of his starting. 
wealth. Thus, a newly created 22nd-level character, with a whop: 
ping 1,200,000 gp to spend, could have any single item worth no. 
‘more than 400,000 gp and could have as many.as three additional 
{tems each of which is worth no more than 120,000 gp. 


MONSTERS AS EPIC CHARACTERS 
The epic rues in this section also work for monsters with char- 
‘acter levels, sing the creature's effective character level (ECL) 
instead of just its class levels, For example, a bugbear (3 Hit Dice 
Jand +2 level adjustment) that is also.a 14th-level fighter/ ed 
evel blackguard is ECL 22 and thus gains.an epic attack and 
save bonus 
The Moruter Manual has level adjustments for many monsters 
appropriate for use as characters. Use these modifiers to estimate 
appropriate modifiers for other nonstandard, PC. races that you. 
might choose to include, 


EPIC FEATS. 
The following feats are available only to epic characters, When 
‘ever an epic character gains a new feat, t can be from among the. 
‘ones in the Hyer. Handbook or one ofthe feats described belo, 


Familiar Spell [Epicl 

Your familiar can cas a spell 

Prerequisite: Int 25 if your spelleasting is controlled by. Lntel 
ligence) or Cha 25 (i your spellcasting is contrlled by Charisma), 

‘Benefit; Choose one spell you know of sth level ar lswet such 
as chain lightning or ctl of death, Your familiar. can now cast this 
spell once per day as spel-ike ability asacasterof aleve equal t 
your easter level. You cannot bestow a spel. upon your familia 
the spell normally has a material component cost of more than 
gp, oratiy XP cost 

Special: You can gain this feat multiple times. Each time you 
take the feat, you can give your familiar. a new spel-like ability, or 
another daily use ofthe same spell-like ability. 


Great Siting [Epic] 
Your smite attacks are much more powerful than normal. 
Prerequisites: Cha 25, smite ability (from class feature or 
domain granted power) 
Benefit: Whenever you make a successful smite attack, add 
‘wice the appropriate level to damage (rather than just your lve) 
Special: You may select this feat multiple times. ts elfects stack 
(Remember that two doublings equals a tripling, and so forth.) 


Improved Elemental Wild Shape [Epic] 

You can take the form ofa larger variety of elementals than normal. 
Prerequisites: Wis 25, ability to wild shape into an elemental 
Benefit: Your ability to wild shape into an elemental is 

expanded to include all elemental creatures (not just. ai, earth, 

fire, and water elementals) of any size that you can take when wild 
shaping into.an animal. For instance. if you are-normally capable | 

‘of taking the shape of an animal of Huge size, you can now wild) 

shape into a Huge elemental creature, You gain all extraordinary 

and supernatural abilities of the elemental whose form you take. 
Normal: Without this feat, you may only take the shape of a 
‘Small, Medium, or Large ar, earth, fire, or water elemental 


Improved Favored Enemy [Epic] —— ~~ Lasting Inspication [Epic] 


Prerequisites: Five or more favored enemies Your songs continue to inspire allies long after your words have! 
Benefit: Add +1 to the bonus on Bluff, Listen, Sense Motive, faded. | 
Spor, and Survival checks and damage rolls against all your Prerequisite: Perform (any one) 25 ranks, bardic music class 
favored enemies feature 
Special: Ths feat may be taken multiple times. Its effects stack Benefit: The effects of your bardic music inspiration abilities 
[last for ten times a longaas normal after you stop singing. This has 
hhproved Metamagic [Epic] ‘no effect on inspiration abilities that have no duration after you 


|Noucan cast spells using metamagic feats more easily than normal.|. stop singing (such as inspire competence), 
Prerequisites: Four metamagic feats, Spelleraft 30 ranks, 
‘Benefit: The spell slot you must.use to cast a metamagic spellis|. Overwhelming Critical (Epic) 


Jonelevellower than normal(toaminimum of ane level higherthan Choose one type of melee weapon, such as longsword ar greataxe, 

‘normal, For instance, you could cast.a quickened spell asa spell of With that weapon, you do more damage on a critica hit 

thee levels higher than normal rather than four levels higher, Prerequisites: Str 23, Cleave, Great Cleave, lunproved Critical 
This feat has no effect on.ametamagic feat that requires a spell (weapon to be.chosen), Power Attack, Weapon Focus (weapon.t0, 

slot one level higher than normal or does not require a higher- be chosen). 


level slot. Benefit: When using the weapon you have selected, you deal 
{/-_Spocial: You can gain this feat multiple times, The effects stack,|. Jan extra 146 points of damage on a successful critical hit. Ifthe. 
[though you.cant lower the level of any metamagic spells slor.to _|yveapon’s critical multiplier is x3, add an extra 2d6 points of, 


fless than one level higher than normal [damage instead, and if the multipliers 4, add an extra 3d6 points 
‘of damage instead. (Creatures immune to critical hits cant be 

Improved Sneak Attack [Epic] affected by this feat) 
‘Your sneak attacks are mote deadly than normal Special: You can gain this feat multiple times. ts effects donot 
Prerequisite: Sneak artack +846 stack. Each sme you take the fat, applies toa new typeof weapon. 


Benefit; Add +1d6 to your sneak attack damage. 
Special: Tis feat may be taken multiple times ltseffectssack. Planar Turning [Epic] 
‘You can turn or rebuke outsiders. 


Improved Spell Capacity [Epic] Prerequisites; Wis 25, Cha 25, ability to.turn or rebuke, 
{You can prepare spells that exceed the normal limits of spell- undead ] 
casting Benefit: You can turn or rebuke outsiders as if they were 

Prerequisite: Ability ro cast spells of the normal maximum undead. An outsider has effecive turn resistance equal to half its 
{spell level in a least one spelleasting cass, spel resistance (round down), 

Benefit: When you select this feat, you gain one spell slot per 1 you can turn unidead, you turn (or destroy) all evil outsiders 
day of any level up to one level higher shan the highest level spell and rebuke (or command) all nonevil outsiders. If you can rebuke 
‘you.cin already cast ina particular class, or example, fa 2ist- undead, you rebuke (or command) all evil outsiders. and rebuke 


Teyel wizaad selected this feat, she would gain one.wizard spellstot. (or command) all nonevil outsiders. 
of any level up to 10th. The character must have the requisite abil: 
ity scare (10.+ spell level) in onder to cast.a spell atored in-such a Spell Knowledge [Epic] 


slot. if che character has.a high enough ability modifier to.gain| You add two additional arcane spells to your repertoire, 
‘one or more bonus spells for this spell level, she also gains those: Prerequisites: Ability to cast spells of the maximum normal 
bonus spells for this spell level spell level ofan arcane spellcasting class 

This feat cant grant speicasting abillty toa class that doesnt ‘enefit: You learn two newearcane spells of any level up to the 
have spelleasting ability, A character must use the spell sot in a maximum Jevel you can cast, This feat does not grant any add 
class of which she can already cast the maximum normal spell tional spell slots 
level. (For instance, a.Sth-level fanger/22nd-level sorcerer ‘Special: You can gain this feat multiple times 


couldnt add.a ranger spell slot, because she.cant cast the maxi 
mum normal spel level for ranger. She mustadd the spell lotto Terrifying Rage [Epic) 


sher sorcerer spells.) ‘While ina rage, you panic your opponents 
Special: You can gain this feat multiple times Prerequisites: Intimidate 25 ranks, rage $/day 
L Benefit: While you ae raging, any enemy that views you must 
Improved Stunning Fist [Epic] make a Will save opposed by-your Intimidate check or become: 
Prerequisite: Dex 19, Wis 19, Improved Unarmed Strike, panicked (fit has HD less than your character level) or shaken (if 
Stunning Fist {thas HD equal to or.up to-twice.your character level) for 4d6 
‘Benefit: Add +2 to he DC of your stunning atack rounds. An enemy:with Hit Dice greater than twice your chatacter 
This feat may be ken multiple times. Its effects stack, level is not affected by this Feat 
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BEHIND THE CURTAIN 

BUILDING AN EPIC PROGRESSION ‘That's why every class gets @ bonus feat progression in addition to 
The classes ofthe ORD game are balanced at levels Yst through 20th, but some class features that de accumulate or improve. For some classes, 
simply continuing the power escalation of each class beyond 20th level _ such asthe fighter, this bonus feat progression is essentially the only 
would eventualy imbalance the game system, That's because not all class class feature avallable at epic levels, so it is very rapid (one feat every 
features continue to improve or accumulate after 20th level. For example, other level). For other classes, such as the monk or rogue, ths feat 
‘many ofthe monk's special abilities are gained only ata certain leveland progression (s only part ofthe class's benefits, so it is much slower 
ever improve aftr that point. (one feat every four levels) 


‘Construction oF 4 Rop 


Filly aicentted a 


Gull Hay 
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agic items arehe hallmarky of legendary campaign, 
They ate gleaned from the hoards of conquered mon 
ater takes 

bby he chiactersthiemselwes. The'miast valuable and 


om fallen bes, and sotictitnes crafted 


coveted ofall che sorts ofresure that an adyentuter 
ould hope vo fd magic ies ea 
hie could never baveorherwise, of complement his existing caps 
Dilitios fn swondyous ways.Some magic items even have intel 
genceand grealmose NPCs in their own sight. 

Magic ffems afe divided into categories: armor, Wespons)poe 
dons; rings, scrolls staffs, wands, and wondrbus itemptn 


abilities vo a character that 


Pre -obddition, some magic Items are cursed or intelligent. Finally 
V'="few magie itemsiare of such rarity and power thar they are G0ne 
T°" sidered to belangto a category oftheir vn: artifacts: Artifactyare 


classified in tursasminor (extremely rare but not one-oF «thd 
tems) or majot(@aeh one unique and extremely potent). 

‘Armor and Shields: Magic armor (including shields) offers 

{mproved, magical protegtion tothe wearer. Some of these items 

conferabiliies beyond benef to Armor Class. For instance, 

hatter wearing a 52 breaplite of etherealnes ts nox only pro 

{ected by this tgically enhanced armor (42 enhancement bénus 
AC) but ean transform her body into ap etheteal form 

Weapons: Magic woaponsaneereated with ayariety of cofnbat 

A ‘_ altiostalways improve the attach-and damage rolls of 


sist wielder is well For example, «3 frost dunn warave adds +3 
tp ttc tolls and damage vols anil ao delsan ain! ide 
points of cold damage: 
9K Ptions: potion ei ligase ih asp ike feck 
at alfects only the drinker: Rigexanople, a potion of aseousform is 
a purplish oily liqaid in a frosted glas vial. 1¢allows character to 
dissolve intaa wispy mist and float through cracks. 


A 
ga hth afore st 


*pushiof button, aswell as become a ladder, «battering 
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Rings: ting ia ctcular metal band worn on the finger 
e+ wearer) that has a spel ike 
power (ofigha constant affect aha affects the weer). A 
Fngof hvdfishes has sbeee rubles cach of which holds the 
power ncedad te'grant the wearer a single wishywhile a 
ring of mulubililycan render its wearer inyisi 10 Unlim: 
sted nuanber of tines, 
Rods: A cod i epterlike rem with special powe 
iuikethatoFanykenowen spel. The rod flay ght 
Gxample, ein trynsform into various weapons at the 


ino mare dn two ring’ 


ranvand more 

Scrolls; A sctoll is spell magically inscribed onto 
paper or parchment so that ican be use ate. scroll 
‘of aring light allows cleric to cast scaring light once 
as abiough she had prepared the spell herself, except 
that any leyel-based effects—stich as range and 
dlamage--are based on the level ofthe serols creator, 
nov the users caster level 

Staffs: Astafl has a numbet of different (but 
often related) spell effects. For example, staff of 
illumination isa long shaft of silver, emblazoned 
with sunbursts 1 has the ability to produce light 
ina variety of forms tanging from armild dancing 
light effect to.the sttong, bright light ofa sunburst 
spell, Ainewly created staff has $0 charges, and 
each use of the staff depletes one or more of those 
charges 

‘Warids: A wand is -short stick imbued with the 
power fo cast specific spell. A wand of magic mis- 
sile isa useful weapon for a wizard or sorcerer, A 
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newly created wand has 50 charges. and each use of the wand 
depletes one of those charges, 

‘Wondrous Items: These objects include magic.jewelry, tools, 
books, clothing, and much more, They. range from innocuous 
items such as a hat of disguise, which allows the wearer to take on 

the appearance of others, to the monstrous appara of Kueh. 
:meualli,crablike construction that characters can ride within and 
Jeomtrol 


Youshould keep all the following information in mind when deal: 
‘ng with magic items, 


PLACEMENT AS TREASURE 
Including magic items as part of «treasure isa vital task of the 
| DM.Atsalsoa delicately dificult one. 1tcan be tempring to hand 
{out powerful or particularly interesting items t00 soon or too} 
{often. (A.smaller number of DMs make the opposite mistake,| 
{being too stingy.and handing out too few magic items.) A single 
‘overpowering item.can ruin a whole campaign—but ifthe PCs 
‘dont get enough magic items, chey wont be powerful enough to, 
«deal with the challenges that have been balanced for characters of 
their level, The treasure tables (pages $2~53) were designed to 
help in this regard (sce Random Magic Items, page 216). cca 
sionally however, youll want to give your players items you have 
hand-picked as especially suitable for theiecharacters. Feel free to 
do this more and more as you gain.experience.as.a DM and— 
pot importants you become fii hat the ese 
«can and cant do, 

[- Remember that magic items can and probably. will be used by 
[the SCs who own them. 1Fan ore chief has. longs in his 
rneasure hoard, most likely hell use it in that final battle with the 
PCs’ champion. Creatures such as a medusa or lammasu might 
ecable to-use certain items, such as a necklace of adaption, and 
even a dragon can drink a potion, 


APPEARANC] 
Most magic items come into the campaign as treasure found by 
the PGs, When they find a new ier, you have to describe ito 
them, Describing magic items tothe players verbally requites a 
little forethought on your part You dont want to say "You se a +2 
short swond ancl a wand of weh on.the table. That gives away too 
‘much information, Presumably, a character cant tell what bonus a 
smagicweapon hasby looking at tad ean knowa wand spell by 
its appearance. Even if eo she could identify an item in this way, 
that should be because the ability todo 30 is something that you 
have consciously decided to incorporate into your game, 

You have theee approaches to choose from when describing 

magic items 

Maic Items Appear Mundane: Magic items dont look like 

anything special. Only delet magicora suspicious, cutis, of icky 
player (see Trial and Er, below) allows a PC to discover that the 
stick he’ been using.asa backscratcher is really staff of th 
‘The benefit to this approach is that characters ate always cu 
‘examining everything, The drawback is that the characters are 
is cutiously examining everything. taking a great deal of time 
away from the action. You also run she risk of making magic seem 
dull because magic items ate nothing special ro look a. 

Magic Items Appear Distinctive: Magic items glow, pulse 
{with power,and.are covered in runes, gems, and orate workman 
|ship.1n this fashy sort of campaign, appearance usually has a 
{iicect relationship ro the power of the item. Magic swords glow, 
[and particulatly powerful magic swonds (encrusted with gems or 
‘carved entirely from a single pure gemstone) glow particularly 
bright-The item’ appearance also may bea clue to its powers. A. 
wand of burning hands could be carved from cedar or redwood with 


a fiery pattern eiched into its surface in gold leaf. Boots of spc 
might be stitched with the image of a runner on their sides. The. 
benefitof this approach is that magic items always seem grand and 
marvelous. The drawback is that they also become obvious, tothe. 
point of being ostentatious. 

“Magic Items Vary in Appearance: Magic items vary greatly in 
‘appearance, from unxematkable to exorie-looking, (This isthe 
default method. Magic items described in this chapter were an: 
dled in this way.) Sometimes great power lies hidden within 
modest housing, Other times, items indicate theit function or. 
level of power in obvious ways. This case-by-case approach has the 
benefits and drawbacks of both methods above and allows you.10 
focus your level of detail where and when you want, 


IDENTIFYING ITEMS 
When PCs find magic items as treasure, theyre going to need 10 
figure out what to do, The following methods are available 10 iden: 
{fy magic items 

‘Trial and Error: This is often the frst approach that a group of 
BCs tries once they believe they've found a magic item. I's afun 
part of any game, Without accesso spells that tell what an item, 
does, PCsare fee to experiment, This usualy entalsa PC attempt 
ing to use the tem." pur the ring on and jump up and down, fap- 
ping my arms,aplayer might say, the item happens tobe a ring 
of jumping, then the experiment (and the good gussswork) should 
be rewarded. Or, the character might put the same ting on andask 
if she feels anything, In this ese, a DM might say, "You fel ight 
headed and your stomach lurches upwand, or even “You feel pat} 
ticularly light on your feet” With items thet are normally com:| 
pletely consumed, allow for minor experimentation. sip of a 
potion, for example, might be enough to give a character a tin 
‘ling sensation and some clue to its function, 

Close study of an item might provide some information. A 
command word could be etched in tiny letters on the inside ofa 
ring, ora feathered design might hint that it allows one to fly. In. 
such a case, a DC: 15 (or maybe 20) Search check should reveal 
the clue 

You might also permit a character to attempta DC 30 Speleratt 
check or Knowledge (ateana) check:o determine ifshe can attune 
herself with the item’s power or if she remembers reading of it 
‘once in her studies. The RCs may want. to consult bards, sages, oF 
high-level spelfeastes who might be able to identify items either 
ebrough their own spell use, prior knowledge and experience, or 
research, They might know some details or rumors about an items 
history.as well. Such consultants always want something in 
for the information, of course. 

Spells: Obviously, the easiest way for chatacters to discern 
‘whether an object is magical isto use detet magic. That spell can 
also be used to find out a little about an item. When focused on 
an item, itcan determine the school ofthe spell or spells embed: 
dded within itcas well asthe strength of the aura the item gives off 
(based on the caster level) When a character uses detect magic on 
«magic item, the information you provide often serves asa clue 
toa smart player for identifying the item, Because ofthis, always 
be clearabout the school ofthe spell andthe caster level. (See the 
detect magic spell description on page 219 ofthe Players Handbook. 
for exact details) 

‘The identify and analyze dhucomer spells provide much more. 
information, See their descriptions in the Payers Hanuvok, 

DM Explanation: Eventually, you might just break down and 
sell the players what an item is. Thats okay, particularly when the 
‘tem provides a bonus on actions the PC is already. taking. The 
player ofa character using a +2short word, for example, eventually 
{notices the amount thatthe sword is helping him and can thereby 
determine its bonus, Use this option ifit becomes pain for you to 
keep mentally. adding +2 to all the character attack and damage 
rolls with shat unidentified (o him) item. 


Magic Items and Detect Magic 
‘When detect magic identifies a magic items school of magic, this 
information refers to the school of the spell placed within the po- 
tion, scroll, or wand, or the prerequisite given for the item. The 
description of each item provides itsaura strength and the school 
irbelongs co, 


For items you create, if more than one spel is given asa prerege 
Lisi, use the highest-level spell f no spells are included in-the| 


prerequisites, use the following default guidelines. 


Item Nature School 
‘Armor and protection tems Abjuration 
Weapons er offensive items Evocation 
Bonus to ability score, on sil check, et. Transmutation 


USING ITEMS 
To use a magic item, it must be activated, although sometimes act 
vation simply means putting a ring on your finger, Some items, 


{once donned, function constantly, In most cases, using an item 


requites a standand action that does not provoke attacks of oppor: 
tunity By contrast, spell completion itemisare treated like spells in 
combat and do provoke attacks of opportunity 

‘Activating a magic item is a standard action unless the item 
description indicates otherwise, However, the casting time of « 
spell is the time required to activate the same power in an item, 
whether its ascroll, a wand, ora pair of boots, unless the item 
description specifically states otherwise. 

The four ways to activate magic items are described below, 

‘Spell Completion: This isthe activation method for soll. A 
scrolls. spell that is mostly finished, The preparation is done for 
the caster, 40 no preparation time is needed. beforehand as with 
normal spellcasting, All thar’ left to do.is perform the short, 
simple, finishing parts of the spellcasting (the.final gestures, 
‘words, and so on). To use a spell completion item safely, a charac 
ret must be of high enough level in the right lasso cast. the spell 
alread. fhe cant already cast the spell, theresa chance hell make 
1 mistake (see Scroll Mishaps, page 238, for possible-conse: 
quences), Activating a spell completion item isa standard action 
and provokes articks of opportunity exactly as casting a spell does. 

Spell Trigger: Spell tigger activation is similar to spell com. 
pletion, but its even simpler. No gestures or spell finishing is. 
needed, just a special knovsledge of spelleasting that an appropr 
are character would know, and a single word thar must be spoken 
‘his means that ifa wizard picks up aspell trigger activation ters 
(such as a wand or astaff) and that item stores a wizatd spell, she 
knows how-to use it, Specifically anyone with aspell on his or het 
spell list knows how to use a spell trigger item that stotes that 
spell. (This the case even for a characterswho cant actualy cast 
spells, such asa 3rd-level paladin.) The user must stil determine 
what spell is stored in th item before she can activate it. Activa 
ing a spell trigger item isa standard action and does not provoke 
attacks of opportunity. 

‘Command Word: Ena activation method is suggested either 
inthe magic item description or by the nature ofthe item, assume 
that a command word is necsed to activate it. Command word 
activation means that a character speaks the word and the item 
tes. No other special knowledge is needed. 

‘A command word isthe key tothe item’ lock as it were. It can 
be a real word such as "Vibrant “Square,” of "Horse," but when 
this isthe case, the holder of the item runs the risk of activating 
the item accidentally by speaking the word in normal.conversi- 
tion. More often. the command word is some seemingly: nonsen: 
sical word, oraword or phrase from an ancient langage no longer 
{in common use. Activating a command syord magic item sat: 
dard action and does not provoke attacks of opportunity 

Sometimes the command word to activate an item is written 
right.on the jtem, Occasionally, it might be hidden within a pat 


tern or design engraved on, carved into, or built into the item,oF) 
the item might beara clue tothe command word, For example if 
the command word is “King,” the item might have the image.of a 
crown etched in its surface. A more difficult version of the sime 


{clue might be the name of the local king when the item was made, 


In this case, the character has to conduct some historical research 
toidentify the name, 

The Knowledge (arcana) and Knowledge (history) skills 
right be useful in helping to identify command words or deci 


.phering clues regarding them. A successfull check against DC 30, 


‘sneeded to come up with the word itself. that checks failed, 
succeeding on a.second check (DC 25) might provide some 
{insight into a clue 

‘The spells identify and analyze diwvomer both reveal command 
words 

Use Activated: This type of item simply has robe used in onder 
taactivate it. A character has to drink a potion, swing asword, 


Jinterpose a shield to deflect blow in combat; look through a ens, 
{sprinkle dust, wear a ring, or don a hat, Use activation is generally 


straightforward and self-explanatory 

‘Many use-activated items are objects thata character sears 
Continually functioning tems such as acopkof sane ora hed 
‘ena of intellect, are practically always items thatone wears. few, 
such a a peal of power, must simply. be in.the.character’s posses 
sion (on his person, not at home in a locked trunk). However, 
some items made for wearing, such aa ringof nus, must still. 
be activated. Although this activation sometimes requites a.com: 
mand word (see above), usually it means mentally. willing theact:} 
‘vation to happens The description ofan item states whether a com: 
‘mand word is needed in such a case 

Unless stated otherwise activating a use-acivated magic item is 
‘either a stndard action or not an action at all and does not pro 
voke attacks of opportunity unless the use involves performingan. 
action that provokes an atack of opportunity in itself, such as ry 
ning out ofa theeatened square while wearing magic boots 1fthe 
tue ofthe item takes time (such as drinking a potion or putting on 
or taking offa ring or hat) before a magical eect ours then use 
activation i. standard action. tf the items.acivation is subsumed 
use and takes no extra time (such as swinging a magic sword 
that has a builtin enhancement bonus), use activation is not an 
section ata 

Useaactivation doesnt mean that iEypu use an item, you auto- 
matically know what it can slo, Putting on a ring of jumping does 
‘not immediately activate it, You must know (or atleast guess) what 
the item can do and then use the item in order to activate it, unless 
the benefitof the item comes automaticaly, such from drinking 3 
potion or swinging a sword, 


SIZE AND MAGIC ITEMS 


When an article of magic clothing or jewelry is discovered, most 
of the time size shouldnt be an issue, Many magic garments are 
made toe easily adjustable, ot they adjust themselves magically 
to the wearer. As are, size should not keep overweight charac- 
ters, characters of vavious genders or characters of various kinds 
from using magic items, Players shouldnt be penalized for choos: 
ing «halfling character or deciding thet thete characteris espe 
cially ral 

‘Only say “It doesnt fit" if there’ a good reason, Cloaks made 
specifically by the selfish, selEabsorbed drow elves might fit only 
elves. Dwarves might make items usable only by dwvaré-sized and. 
ddwari-shaped. characters to keep theie items from being used. 
against them, Such items should be the exceptions. however. not} 
the rule 

Armor and Weapon Sizes: Armor and weapons that are found 
atrandom havea 30% chance of being Small (01-30), 60% chance 
‘of being Medium (31-90), and a 10% chance of being any size of 
the DM’ choice (21-100), 


MAGIC ITEMS ON THE BODY 
‘Many magic items need to be donned by a character who wants to 
employ them or benefit fom their abilities It’s possible fora crea 
ture with a humanoid:shaped body to wear as many as twelve 
items atthe same time, However, each of those items must. 
rn on (or over) particular part of the body. i 
‘A humanoid-shapedl body can be decked out in magic gear con-| 
|sisting of one item from each of the following groups, keyed. to 
hich place on the body the item s worn. 
One headband, hat, helmet, or phylactery on the head 
‘+ One pair of eye lenses or gogales.on or over the eyes 
| One amulet, brooch, medallion, necklace, periapt, or scarab 
around the neck 
+ One ves, vestment, or shirt on the torso 
* ne robe or sutofarmarar the body (vera ves vests, 
shit) 
* One belt around the waist (over a robe or suit of armor) 
+ One cloak, cape, or mantle around the shoulders (over a robe or, 
siticofarmor). 
‘One pair of bracers or bracelets on the arms or wrists 
‘One glove, paiof gloves, or pur of gauntlets on the hands 
‘One ring on each hand (or wo rings on one hand) 
‘One pair of boots or shoes on the feet 
Of course, character may carry or possessas many items of the 
same type as he wishes. He can have a pouch ful of magic rings, 
for example. But he cen only benefit ftom.two rings ata time, fhe 
puts ona thitd ring, it doesnt work. This general. rule applies to 
other attempts to “double up" on magic items-—for instance, If 
‘character puts on another magic cloak on top of one he is already 
;wearing, the second cloak’s power does not work. 
‘Some items, such as a neclac of ibs can be worn or cari 
without taking up space on a characters body. The description of 
jan jtem indicates when an item bas this property. 


g " 
SAYING THROWS AGAINST MAGIC ITEM 


‘Magic items produce spells or spell like effects. Fora saving throw 

tagainsta spell or spell-like effect from a magic tem, the DCis.10: 
the level of the spell or effect + the ability modifier of the mini 
‘muum ability score needed to cast that level of spell For example, 
‘and:-level spells save DC would be 10 + 2 (for the spell being 21 
level) +1 (or needing atleast a 12.in the relevant ability score 19 
‘asta 2nd-level spell), or total of 43. 

Stalls are an exception to the-rule. Treat the saving throw as if 
the wilder cast the spel, including caster level and all modifiers 
to save. DC. For example, if Devis the bard riggers charm peron 
from asf of charming, i wil have a save DC of 14 because Devis 
ybas a Charisma of 17, 1f Mialee the wizard triggers charm person 
from the same staf, it has a DG of 16 because her Intelligence 
score i.18 and she has the Spell Focus (enchantment) fea 

Most item descriptions give saving throw DCs for various 
‘effects, particularly when the effect has no exact spell equivalent 
(making its level otherwise difficult o determine quickly) 


DAMAGING MAGIC ITEMS. 


‘A magic item doesnt need to make a saving throw unless itis 
unattended, itis specifically targeted by the effect. or its wielder 


VARIANT: NEW MAGIC ITEMS 

Inthe same way that you can invent new spells and monsters for your 
‘campaign, you can invent new magic items. In the same way that a PC 
spellcaster can research a new spell, a PC may be able to invent anew 
kind of magic item, And just as you have to be careful about new spells, 
you need to be careful with new magic hems. 


rolls anatural-Lon his save. Magic items should always get a] 
saving throw against spells that might deal damage to them—| 
even against attacks from which a nonmagical item would nor.) 
mally getno chance.to save. Magic items use the same saving 
|throw bonus forall saves, no matter what the type (Fortitude, 
Reflex, or Will). A magic items saving throw bonus equals 2 + 
jone-half its caster level (round down). For example, lantern of 
revealing, with acasterlevel of Sth, has a Reflex save bonus of +4if 
iis aught ina fiebll,and a Fortitude save bonus of +4 ifsome-, 
lone attempts to disintegrate it, The only exceptions to this are) 
intelligent magic items, which make Will saves based on their. 
‘own Wisdom scores, 

Magic items, unless otherwise noted, take damage as nonmagi- 
cal items of the same sort. A damaged magic item continues to, 
function, but ifi is destroyed, al its magical poweris lost. _| 


REPAIRING MAGIC ITEMS. 
}Some magic items (especially magic weapons and shields) take 
|damage over the course of an adventure. Ic costs no more to tepait. 
magic item with the Craft skill than it does to repair its nonmag: 
ical counterpart. The make whole spellalso repairsadamagesd—but 
not completely broken—magic item. 


INTELLIGENT ITEMS. 
‘Some magic items, particularly weapons, have an intelligence all 
theit own. Only permanent magic items (as opposed to those with 
‘single use or those with charges) can be intelligent. (this means 
that potions, scrolls, and wands, among. other items, are-never| 
{nelligent) 

In general, less than 4% of magic tems have intelligence. Use 
them sparingly in your campaign, because they require more work | 
cn the part of both playecand DM 

See Intelligent Items, page 268, for more information. 


CURSED ITEMS 

Some items are cursed—Incorrectly made, or corrupted by out 
side forces. Cursed items might be particularly dangerous to the 
user oF they might be normal items with a minor flaw, an incom 
venient requirement, oan unpredictable nature. Randomly gen 
crated items are cursed S% ofthe time. 1f you wish to include 
faulty and/or dangetous magic items in yout campaign, s 
‘Cursed Items page 272, for more information, 


CHARGES, DOSES, AND MULTIPLE USES. 
Many items, particularly wands and staf ae limited in power by 
the number of charges they hold, Normally charged items have 50 
charges at most. I'such an item is found asa random part ofa trea 
sure, roll and divide by 2 to determine the number of charges 
Jeft (round down, minimum 1).1fthe item has a maximum num: 
ber of charges other than s0, roll randomly to determine how 
many charges are left For example, random ring of three wishes 
hha 113 wishes lf 

Prices listed are always for fully charged items. (When an item 
ated, tis fully charged.) For an item that’s worthless when 
its charges run out (which is the case for almost all. charged 
items), the value of the patially used item is proportional to the 
number of charges left. A wand with 20 charges, for example, is 


Use the magic item descriptions in this chapter as examples on 
Which to base new magic items. A new magic item neds all the infor 
‘mation that sila, existing magic items have, possibly including act 
vation type, activation time, and caster level, You should also be ready 
to determine the market value of a new magic item, even one that the 
Cs simply find, in case a character wants to sell tor duplicate it 


Worth 40% ofthe value of a fully charged wand (with SO charges), 
For an item that has usefulness in addition to its charges, only 
part ofthe itemis value is based on the-number of charges left 
(DM sdiscrecion). 

Some items, such as arrows, sticks of incense, pinches of magic. 

dust, and potions, are single-use and expendable. Such items can} 
‘often be found in sets or groups, For example, it’s common to) 
|come upon « pouch with more than.one-handful of dus of disap 
|peanane, or a flask with multiple t-ounce doses of a potion of cue. 
Tight wounds These are priced and weighted in the random tables 
as single items, but you can allow more of such items when they 
are determined, For example, if thee minor magic items are indi 
‘cated in a treasure hoard.and you get incense of meditation on the 
first roll, you might decide that all three items are sticks of 
incense, Such placement makes for mote logical hoards of trea 
sure foradventurers 


Tn the following sections, each general type of magic item, such as 
armor or potions, gets an overall description, followed by descrip 
tions of specific items. 

General descriptions include notes on activation, random 
generation, and other material. The AC, hardness, hit points, 
and break DC are given for typical examples of some magic 
‘tems. ‘the AC assumes that the item is unattended and includes 
15 penalty for the item’ effective Desterity of 0 Ifa creature 
holds the item, use the creature's Dexterity: modifier in place of 
the -5 penalty 

Some individual items, notably those tbat simply store spells 
and nothing else, dont get full-blown descriptions. Reference the 
spells description in the Mayers Handbook for. details, modified by 
the form of the item (potion, scroll, wand, and.sa.on). Assume that 
the spells cast at the minimum level required to castit,untess you 
choose to.make it higher for some reason (which increases the 
cost of the item, see Table 7-33 Estimating Magic lnem Gold Piece 
Values).The main reason to make it higher of course, would be 10 
increase the power of the spell This decision is common for spel. 
dependent on level, such as fireball, for which damage is.every 
thing, or summon monster in which duration can increase the pow 
cer of the spell dramatically 

Items with full descriptions have thete powers derailed, and 
cach of the following topics is covered in notational form atthe 
end of the description 
*+ Aur: Most ofthe time, adetet magic spell will reveal the school 

cof magic associated with a.magic item andthe strength of the 

‘ura an item emits. Ths information (when applicable) is given 

atthe heginning ofthe items notational entry in the form of a 

phrase such as Strong transmutation. See the detect magic spell 

description in the Mayers Handbook for. details. 

+ Caster Level; The next item in.a.noational entry gives the 
caster level ofthe item, indicating its relative power (ust as « 
spells caster level measures its power). The caster level deter 
mines the itemis saving throw bonus, as well as range or other 
level dependent aspects ofthe powers of the item (if variable) 
Italso determines the level that must be contended with should 
the item come under th effect of a disse magicspellor similar 
situation, This information is given in the form °CL. x where 
*CL’ is an abbreviation for caster level and "x is.an_ondinal 
umber representing the caster level itself 

For potions scrolls, and wands, the cteator can set the caster 

{evel ofan itemat any number high enough to cast the stored 

spell and.nat higher than her own caster level For example, at 

Sth level, Mialee could seribe a scroll of inviblty at caster 

level and_(making it last 3 minutes), caster level 4th. 

minutes), or-caster level Sth (5 minutes), For other magic) 
items, the caster level is determined by the item itself In this] 


‘ase the creators caster level must be as high as the items] 
caster level (and prerequisites may effectively put a higher] 
‘minimum on.the creator’ level), 

+ Prerequisites: Certain requirements must be met in order for. 
4 character to create a snagic item, These include feats, spells, 
and miscellaneous requirements such as level, alignment, and 
race or kind, The prerequisites for creation ofan item are given 
immediately following the tem’ caster level. 

‘Aspel prerequisite may be provided by a character who has 
prepared the spell (or who knows the spel. in the case of 0 
sorcerer or bard), or through the use of a spell. completion or | 
spell trigger magic item or a spell-like ability that-produces 
the desired spell effect. For each day that_passes_in.the 
creation process, the creator must expend one spell comple: 
tion item (such as a scroll) or one charge from.a spell trigger 
item (such as » wand), if either of those objects is used. t0 
supply a pretequisite 

It is possible for more than one character to cooperate in 
the creation ofan item, with each participant providing one or 
more of the prerequisites, In some cases, cooperation, may 
even be necessary, such as if one character knows some ofthe 
spells necessary to cteate an. item and. another. character, 
ows the rest 

{ftwo.or more chatacters cooperate to-create an item, they 
‘must agree among themselves who will be considered the 
creator for the purpose of determinations whete-the creator’ 
level must be known. (It generally sensible, although. not 
mandatory, for-the highestlevel.character-involved_ro_be 
considered the creator) The character designated.as the creator 
sys the XP tegulnsd co make the item. 

Typically, alist of prerequisites includes one feat and one or 
more spells (ot some other requirement in addition.o the feat. 
When two spells.at the end of alist ae separated by ot! one.of| 
those spells (s required in addition 0 every other-spell 
mentioned prior to the last two. For extmple, the presequisites 
for a ring of thee wishes ate “Forge Ring, wish or minal” mean: 
ing that either wish or miracte is required as well ax.the Forge 
Ring feat 

+ Market Price: This gold piece value, given following the 
‘word “Price,” represents the price someone should expect t0 
pay to buy the item, The market price for an item that ean 
be constructed with an item creation feat is usually equal to 
the base price plus the price for any. components (material 
or XP). 

+ Cost to Greate: The next part ofa notational entry isthe cost 
in gpand XP to create the item, given following the word 
‘Cost: This information appears only for items with compo- 
nents (nateial or XP), which make their marker pices higher 
than their base prices. The cost.to.create includes the costs 
derived from the base cost plus.the costs of the components. 
Items without components da.not.have a “Cost” entry, For 
them, the marker price and the base price are the same. The cost 
{in gp is 1/2 the market price, and the cost in XP is 1/25 the 
market price. 

‘+ Weight: The notational entry far many wondrous items ends 
with a value forthe items weight, When a weight figure is not 
given, the item has no weight worth noting (for purposes of 
determining how much ofa load a character can carry, 


MAGIC TTEM NAMES 


Spell-storing magic items—primarily potions and wands—have| 
snames that simply reflect the spel stored within them, such as.2| 
wand of fra potion of hast. tn the game world, these may be} 
replaced hy mote sophisticated or evocative.names. The straight 
forward names of spel-storing items also distinguish chem from 
more povwerfulitems with more interesting names such as the staff 
of power the rabeof the archmagi oa holy avenger sword. 


}: RANDOM MAGIC ITEM GENERATION 


Medium — Major Item 
01-10 01-10. Armor and shields (Table 7-2) 
1-20 11-20 Weapons (Table 7-3) 
21-30, 21-25. Potions (Table 7-17) 
31-40_26-35_Rings (Table 7-18) 

— 41-80 36-45 Rods (Table 7-19), 

47-81 51-65 46-85 _Scrols Table 7-20) 

— 6668 56-75 Staffs (Table 7-25) 

82-91 69-83 76-80. _Wands Table 7-26) 

92-100 84-100 81-100 Wondrous items (Tables 7-27, 


I! 7-28, and 7-29) 
RANDOM MAGIC ITEMS 


The adventurers have slain the evil lich and are plundering her 
ancient tomb, What wonders does it hold? Well, the DM has 

jalready.used Table 3-5: Teasure (page $2), some ofthe results of 

which then referred to Table 7-1: Random Magic Item Genera-| 
{tion,above (a good reason to always prepare treasure hoards ahead | 
Jof time). Chapter 3 also contains references to minor, medium, 
‘and major magic treasures, Minor magic treasures are fairly 

‘meager, medium magic treasures are the most standard (worth 

about ten to twelve times that of « minor), and major treasures are 

the greatest of haul (worth about four times as much asa medium 

treasure, on average) 

Follow this procedure to generate a magic item as part of a trea: 
jsure hoard 

4..When Table 3-5 indicates a minor, medium, or major magic 
Jrreasut, you can use Table 7-1: Random Magic Item Generation 
to determine the specific type of magic item—such as.a scroll, 
swand, or weapon, Optionally, you can soll di: On a result of 
(01-05, refer to Table 7~31: Specific Cursed Items rather than 
rolling on the standard tables, 

2. Refer to the table that corresponds to the type of item ind 
cate in step 1 These tables produce an appropriate item for each 
type (scroll, wand, wondrous item, and so on) and rating. (minor 
medlitim,ot-major). 

3, Once the type of item has been determined, roll di for spe 
cal qualities 

‘Wind or Staff If the item is a wand or stall, « 01-30 result indie 
cates that something (a design, inscription, othe like) provides. 
clue to is function, and 31-100 indicates no special qualities, 

Armor Shield Ring, od, or Wondrous lem: Ifthe item is one 
of these types. a.01 result indicates the item is intelligent, 
02-31 indicates that something (a design, inscription, ot the 
like) provides a.clie to its function, and.32=100 indicates no 
special qualities 

Ranged Weapons: 1f the item is a ranged weapon, a 01-08 result 

{indicates the item is intelligent, 6-25 indicates that something (a 
|design, inscription, or the lke) provides.a.clue ta its function, and 
+100 indicates no special qualities 

Melee Weapons: I-the item isa melee weapon, a 01-20 result 
Indicates thatthe item sheds light, 24-25 indicates that the item is 
incelligent, 26-35 indicates that the item is both intelligent and 
sheds light, 36-0 indicates that something (a design, inscription, 
or the lke) provides a clue.to its function, and 51-100 indicates no 
special qualities. 

4. Ifthe item has charges or uses roll andomly to determine 
how many charges or uses it has as described in Changes, Doses, 
and Multiple Uses above). 

Sometimes you want.to pick an item rather than generating it 
jrandomly.tn this case, simply skim through the listings until you 
find one to-yout liking, Nore that no artifacts (minor ot major) 

{appear anywhere on.the random tables. This is deliberate: You 
‘must place artifacts intentionally at appropriate places within, 
your campaign. 


ARMOR 
‘Magicarmorisa common but vita item. In general, it protects the. 
wearer toa greater extent than nonmagical armor. Magic armor | 
bonuses are enhancement bonuses, never rise above +5, and stack. 
with regular armor bonuses (and with shield and magic shield 


TABLE 7-2: ARMOR AND SHIELDS 


Minor Medium Major item Base Price 
1-60 01-05 a shield 1,000 gp 
61-80 06-10 +1 armor 1,000 gp. 
BS 1-20 shield 4,000 gp 
86-87 21-30 ——s2armor. 4,000 gp 
= 400108 shield 9,000 gp 
— 41-50 08-163 armor 9,000 gp. 
= S55 17-27 sahil 16,000 gp. 
— 56-57 28-384 armor 16,000 gp 
= — 3849S shield 25,000 gp 
i — 50-57 +5 armor 25,000 gp. 
< = = +Barmorphiel! 36,000 g0. 
= — s7anmor/biel’ 49,000 gp 
= = = +Bormorfihiel’ 64,000 gp 
= = — + 9armor/shied 81,000 gp 
= — = s10.armarfhield! 100,000 gp 
88-89 58-60. 58-60. Specific armor! ca 
90-8) 61-63 61-63 Specific shield? - 
92-100 64-100. 64-100 Special ably and rol again 


1 Armor and shields can't actually have bonuses this high Use these 
lines to determine price when special abilities. are added i. 
Exomple: A sult of +5 armor that also has the light fortification, 
special ability (+1.modifier is weated as +6 armor for pricing. 
‘purposes ands priced at 36,000 gp. 

2 Roll on Table 7=2. Specific Atmos, 

3 Roll on Table 7-8: Specific Shields, 

‘Roll on Table 7-5: Armor Special Abilities or Table 7-6: Shield 
Special Abiltes 


TaoLe 7-3: RANDOM ARMOR TYPE 


aX ‘Armor Armor Cost! 
0) Padded 1155p 
0 Leather +160 gp 
O17 Studded leather 175 ep 
Ww hain shirt. +250 gp 
33-42 Hide +165 gp 
4 Seale mall +200 gp 
4 Chainmail 300 gp 
45-57 Breastplate 350 gp 
38 Splint mail 435049 
39 Banded mail +400 gp 
Halfiplate $7800 
61-100 Fall plat. +1,650 8p 


1/Add to enhancement bonus on Table.2-2: Armor and Shields to 
determine total market price 

{All magle armocis masterwork atmar (with an armor check penalty 1 
Jess than normal) 


‘TABLE 7-4: RANDOM SHIELD TYPE 


% ‘Shield Shield Cost! 
01-10 Buckler +165 gp 
AIS Shield, light, wooden +153 gp 
16-20 ‘Shield, light, steel +159 80 
21-30, ‘Shield, heavy, wooden +157¢p.) 
31-95 Shield, heavy, steel +70 gp. 
36-100. Shield, tower +180 gp 


1. Add to enhancement bonus on Table 7-2: Armor and Shields to 
determine total market price. 

(Al magic shields are masterwork shields (with an armor check penalty 
1 ess than narmal. 


enhancement bonuses), All magic armor is. also mastexwork 
armor, reducing armor check penalties by 4 

In addition to an enhancement bonus, armor may have special 
abilities, such as the ability to resist critical hits or to_help the 
wearer hide. Special abilities count as additional bonuses for 
determining the market value of an item, but do not improve 
‘AC, A sult of armor cannot have an effective bonus (enhance-| 
‘ment plus special abiliry.bonus equivalents) higher than +10..| 
suir of armor with a special ability. must have at least a +1) 
‘enhancement bonus | 

Asuit of armor or a shield may be made of an unusual material 
Roll d's 01~95 indicates rhat the item is of a standard sort, and 
‘96-100 indicates thar itis made of a special Substance such as 
adamantine or mithral (ee Special Materials, page 283), 

‘Armor i always created so that even ifthe type of armor comes 
with boots or gauntlrs, these pieces can be switched for other 
magic boots or gauntlts, 

Caster Level for Armor and Shields: The caster level of a, 
magic shield or magic armor with a special ability is given in.the 
item description. For an item with only an enhancement bonus, 
the caster level is three times the enhancement bonus If an item 
fas both an enhancement bonus and a special ability the higher of 
the two caster level requirements must be met. 

Shields: Shield enhancement bonuses stack with armor en: 
hancement bonuses, so that a +1 heavy ste shield and +4 chainmail 
grant a total bonus of +9 to AC, Shield enhancement bonuses do 
not act as attack or damage bonuses when the shield is used in a 
bash. The bashing speci ability, however, does grant @+1 bonus 
‘on attack and damage rolls (see the special ability description), 
You could, in fact, build a shield tharalso.acted.as.a magic 
‘wespan, but the cost of the enhancement bonus on attack rolls 
would need to be added into the cost.of the shield and its 
enhancement bonus to AC, For example. a.s4 buckler with +1 
shield spikes would cost 3475 gp (15 gp forthe basic buckles, 150 
tomake itmasterwork, 1,000 forthe +1 bontst0.AG, 10 gpfor the 
spikes, 300 10, make them masterwork, and. 2,000 to. make the 
spikes a ea 

‘As with armor, special abilities built into the shield add vo the 
‘market yalue in the form of additions to the bonus of the shield. 
although they do not improve AC. A shield cannot have on effec: 
tive bonus (enhancement plus special ability bonus equivalents), 
higher than +40, A shield with a special ability must have at least a 
enhancement bonus 

Shield Hardness and Hit Points: Eich +t of enhancement 
bonus adds 2 to ashield’s hardness and +40 to its hit points. For 
‘example, a+3 hay ste! shield has hardness.16 and 50 hp. (See 
‘Table 8-8, page 158 of the Players Handbook for common shield 
hardness and hit points) 

‘Activation: Usually a character benefits from magic armor and 
shields in exactly the way-a character benefits from nonmagical 
‘armor and shields—by wearing them. tf armor ora shield has & 
special ability that. the user needs to activate (such as with an 
animated shield), then the user usually needs to utter the cam 
‘mand word (a standard action) 

Random Generation: To generate. magic armor and shields 
randomly, first roll on Table 7=2: Armor and Shields, and then 
roll on Table 7~3: Random Armor Type or Table 7=4; Random 
Shield Type as indicated, Use Table 2-8: Armor Special Abilities, 
Table 7-6: Shield Special Abilities, Table 7-7: Specific Armors, 
‘or Table 7-8 Specific Shields as further indicated. For example, 
‘on Table 7~2, rolling «.94 on the Medium column indicates a 
special ability and another tol. The second roll is a 29, indicat 
ing +2.arma.A roll of 64 on Table 75: Armot Special Abilities 
indicates electricity resistance. Finally, a oll of 44 on Table 2-3 
Random Armor Type indicates chainmail, so the result is +2 
«uainmail.of elesricity nesistance, 

‘Armor for Unusual Creatures: The cost of armor for nonbi: 


TABLE 7—5: ARMOR SPECIAL ABILITIES 


Base Price 
Minor Medium Major Special Ability Modifier 
01-25 01-05. 0)-03 Glamered 32,700 gp 
26-32 06-08 04 Fortification, light +1 bonus! 
33-52, 08-11 — Slick 3,750.9 
53-72 12-14 —__ Shadow. 73,750 gp 
73-92, 17 — Silent moves 73,750 ap 
93-96 18-19 —___ Spell resistance (13) +2 bonus! 
9720-291 05-07 Slick, improved. 415,000 gp 
98 30-39 08-10 Shadow, improved $15,000 gp 
99 40-49. 11-13. Silent moves, improved ——_-+15,000 gp 
— 5054 14-16 Acid resistance +1400 gp 
— 55-59 17-19 Cold resistance +18,000 gp 
60-64. 20-22 Electricity resistance £18,000 gp. 

= 65-69 23-25 Fire resistance 418,000 pp 
f 70-74. 26-28 Sonic resistance £18,000 gp 
15-79. 29-33. Ghost touch #3 bonus! 

if 30-84 24-25._Invunerabilty +3 bonus! 
— 85-89 36-40 Fortification, moderate +3 bonus! 
— 90-94. 4)-42_ Spel resistance (15) +3 bonus! 
— 98.99 43 wild 43 bonus! 
— 44-48 Slick, greater 133,250.59 
— = 49-53 Shadow, greater £3,750 ap 
— 54-58 Silent moves, greater £33,750 gp 

— 58-63 Acid resistance, improved +42,000 gp 

64-68 Cold resistance, improved +42,000 gp. 

— = 69-73 Electrcty resistance, improved «42,000 gp | 
— 74-78. Fire resistance, improved 142,000 gp | 
— = 19-8) Sonicresistance, improved +42,000 gp 
— 84-88 _ Spel resistance (17) +4banus' 

= = 9 Bthereainess +4900 gp 
— 99 Undead controling £49,000 gp 

— = 91-92 Fortification, heavy +5 bonus! 
— 93-94 Spall resistance (19) +S bonus’ 

— = 95 Aeid resistance, greater $66,000 gp 
= 96 Cold resistance, grater 66,000 gp 
= = 97 Electricity resistance, greater +66,000 gp 
— 958 Fite resistance, greater 86,000 xp 
— 99 Sohicresistance, greater +66,000 gp 

100 100 100.__ Rol wice.again® - 


1. Add to enhancement bonus.on Table 7=2: Armor and Shields to 
determine total market price. 

2f youl a special ablity twice. onl-one. counts, Ifyou rll two 
versions of the same special ability, use the better. 


rmanoid creatures, as well as for creatures who are neither Small 
not Mediu varies from the values given on Tables 7~3 and 74, 
as described in the Armor for Unusual Creatures sidebar on page 
123 of the Players Handbook, The cost of the masterwork quality 
and any magical enhancement.remains the same, 


Magic Armorand Shield Special Ability Descriptions 
‘Most magic armor and shields only have enhancement bonuses. 
Such items can also have one.or more of the special abilities 
detailed below. Armor ora shield with a special ability must have 
at least a +1 enhancement bons 

‘Acid Resistance: A suit of armor ora shield with this property. 
normally has.a dull gray appearance. The armor absorbs.the fist 
10 points of acid damage per attack that the wearer would nor- 
rally. take (similar tothe resist energy spel 

Faincabjuration; CL 3nd; Craft Magic Arms.and Armor, ri 
nergy; Price 48,000 gp, 

‘Acid Resistance, Improved: As acid resistance, except it 
absorbs the first 20 points of acid damage per artack 

‘Moderate abjuration; CL 7th; Craft Magic Arms and Armor, 
ress energy Brice +42,000 gp, 


TABLE 7—6: SHIELD SPECIAL ABILITIES 


Special Ability Base Price Modifier 
‘Arrow catching +1 bonus? 
Bashing +1 bonus 
Blinding +1 bonus! 
Fortification light +1 bonus! 
76-92 41-50 16-20. Arrow deflection 2 bonus! | 
|93-97 51-57 21-25. Animated +2 bonus! 
5-99 58-59 — Spell resistance (13) 42benus! | 
j-— 60-61. 26-28 Acid resistance 178,000 gp.) 
— 64-67 29-31, Cold resistance $18,000 gp 
= 68-7) 32-34 Electricity resistance $18,000 gp 
IS 35-37 Fireresistance 4+18,000 gp 
— 76-78 38-40 _ Sonic resistance £18,000 gp 
= 80-85 41-46 Ghost touch, #3 bonus! 
— 86-95 47-56. Fortification, moderate $3 bonus! 
— 96-98 57-58 Spell resistance (15) +3 bonus! 
a a +3 bonus! | 
| = = G64 Acid resistance, improved +42,000 gp 
=~ 65-69 Cold resistance, improved _+42,000 gp, 
= = 10-74 electricity resistance, improved +42,000 gp 
— 75-79 Fite resistance, improved +42,000 gp 
= = 80-84 Sonicresisiance, improved +42,000 gp 
— 85-86 _ Spell resistance (17) +4 bonus! 
= = BF Undead connraing £49,000 ap 
— $491 Fortification, heavy +5 bonus! 
= = 2-93 Reflecting +5 bonus? 
[| — 94 Spel resistance (19). +5 bonus! 
| = = 95 Acid resistance, greater +66,000 gp 
~~ 96 Cold resistance, greater 6,00 gp, 
= = 37 Electricity resistance, greater +66.000 gp 
— 98 Fire resistance, greater 166,000 gp 
= — = 98 Sonic resistance, greater 


$66,000 gp) 

100.100 100. Roll twice again® = 

|Add to-enhancement bonus on Table 7-2: Armox and Shields to 
delermine total market price. 

2H you rll. special ability twee, only one counts. fyou.rolL:wo 
versions of the samme special ability, use the better, 


Acid Resistance, Greater: As acid resistance, except it absorbs | 
the frst 30 points of acid damage pet attack 

Moderate abjuration; CL.11th: Craft Magle Arms and Armor, 
rest enemy; Price +66,000 gp. 

‘Animated: Upon command, an animated shield floats within 2 
feet of the wields, protecting her as if she were using it herself 
but freeing up both her hands. Only.ane shield can protecta ch 
acter atatime. A character with an animated shield stil takes any 
penalties associated with shield se, such as armor check penalty, 

Jarcane spel allure chance, and nonproficiency 
{strong transmutation; CL 12th; Craft Magic Arms and Armor, 
‘animate objets; Price +2 bonus. 

‘Arrow Catching: A shield with this ability attracts ranged 
weapons to itthas.a deflection bonus of +1 against ranged 
‘weapons because projectiles and thrown weapons veer toward it 
Additionally any projectile ot thrown weapon aimed at a target 
within 5 feet of the shicld’s wearer diverts from its original target 
and targets the shields bearer instead, (Jf the wielder has total 
cover relative to the attacker, the projectile orsbrown sweapon is 
not diverted.) Additionally, hose attacking the wearer with 

ranged weapons ignore any miss chances that would normally 
|apply. Projectiles and thrown weapons that have.an enbance- 
|ment bonus higher than.the shield’ base AC bonus.are not 
{diverted to.the wearer (but the shield’ increased AC bonus still 
{applies against these weapons). The wielder can activate or deac- 
tivate this ability with a command word 

Moderate abjuration; CL 8th; Craft Magic Arms and Armor. en-| 
tropic shield Price +1 bonus 


‘Arrow Deflection: This shield protects the wielder as if he had 
the Deflect Arrows feat. Once per round when he would normally 
be struck bya ranged weapon, he can make a DC 20 Reflexsave. If 
the ranged weapon has an enhancement bonus, the DC increases 
by that amount. Ifhe succeeds, the shield deflects the weapon. He 
must be aware of the attack and not flat-footed. Attempting to 
[deflect a ranged weapon doesnt count as an action, Exceptional 
ranged weapons, such as boulders hurled by giants or Melfs acd 
arrows, cant be deflected, 

Faint abjuration; CL Sth; Craft Magic Arms and Armon shield 
Price +2 bonus 

Bashing: A shield with this special ability is designed to per: 
form. shield bash. A bashing shicld deals damage as if tere a 
weapon of two size categories larger (a Medium ight shield thus 
deals 1d points of damage and a Medium heavy shield deals 1d8 
points of damage). The shield acts as a +1 weapon when.used.t0 
brash, (Only light and heavy shields can have this ability). 
| Moderate transmutation; CL sth; Craft Magic Arms and Armor, 
{bul srength; Pice-+1 bonus, 

Blinding: A shield with chs ability flashes with a brilliant ight 
‘up to twice per day upon command ofthe wielder. Anyone within. 
20 feet except the wielder must make a DC14 Reflex save.or be 
blinded for 1d rounds. 

‘Moderate evocation; CL7th; Graft Magic Arms and Atmor, sar 

ight; Price +1 bonus, 
‘old Resistance: A suit of armor ora shield with this propesty 
normally has a blush, icy hue oF is adorned with furs and shaggy. 
pelts. The armor absorbs the first 10 points of cold damage pet 
tack that the wearer would normally take (similat.to.the resist 
‘nergy spell. 

Faint abjuration; CL atd; Craft Magic Arms and Armor, ri 
covery; Price +18,000 gp, 

Cold Resistance, Improved: As cold resistance, except it 
absorbs the frst 20 points of cold damage per atack 

Moderate abjuration; CL 7th; Craft Magic Arms and Armor, 
rest energy Price +42,000 gp, 

Gold Resistance, Greater: As cold resistance, except itabsorbs 
the first 30 points of cold damage per attack 

Moderate abjuration; CL. 1th; Craft Magic Arms and Armor, 
resi nergy Price ¥66,000 

Electricity Resistance: A suit of armor or a shield with this 
property: normaly has a bluish hue and often bears a storm or 
lightning moti The armarabsocbs the frst 10 points of electsicty 
damage pet attack that the wearer would notmally take (similar to 
the resist energy spell), 

Faint abjuration; CL and; Craft Magic Arms and Armor, rss 
‘energy: Brce +18,000 gp. 

Electricity Resistance, Improves 
except it absorbs the Fist 20 points of electricity damage per attack 

Moderate abjuration; CL 2th; Craft Magic Arms and Armor, 
rest energy rice +42,000 gp, 

Electricity Resistance, Greater: As electricity resistance, 
except itabsorbs the frst 30 points of electricity damage per artack 

Moderate abjurationj CL 11th; Craft Magic Arms and Armor, 
ress energy; Price +66,000 gp, 

Etherealness: On command, this ability allows the wearer ofthe 
armor to become ethereal (asthe ethereal jaunt spel). once per day 
“The charactercan remain ethereal for as long as desired, buronce he 
returnsito normal, he cannot become ethereal again that dy 

Strong transmutation; CL 13th; Craft Magie Arms and Armor 
«there jaunt; Price +49,000 gp, 

Fire Resistance: A suit of armor with this ability normally has 
a reddish hue.and often is decorated with a draconic motif. The} 
stmorabsorbs the first 10 points offre damage per attack that the 


electricity resistance, 


‘wearer would normally take (similar to the resist energy spell) 


Faint abjuration; CL 3rd; Craft Magic Arms and Armor, resist 
‘ergy; Price +18,000 gp, 


Fire Resistance, Improved: As fire resistance, except it 
absorbs the first 20 points offre damage per attack. 

Moderate abjuration; CL 7th; Craft Magic Atms and Armor, 
rest energy; Price +42,000 gp. 

Fire Resistance, Greater: As fire resistance, except itabsotbs 
the first 30 points offre damage per attack. 

‘Moderate abjuration, CL. 11th; Craft Magic Arms and Armor, 
resist energy; Price +66,000 gp. 

Fortification: This suit of armor or shield produces « magical 
{force that protects vital areas ofthe wearer more effectively. When. 
‘critical it or sneak attack is scored on the wearer, there isa 
chance that the critical hitor sneak attack is negated and damage 
‘instead rolled normally 


Base Price 
Fotiiation Type Chance for Normal Damage Modifier 
ght 25% #Vbonus 
Moderate 73% +3 bonus | 
Heavy 100% +Sbonus 


Strong abjuration; CL 13th; Craft Magle Arms and Armor, 
limited wish or mince Price varies (see above). 

Touch: This armor or shield seems almost translucent. 
Both its enhancement bonus and its armor bonus count against 
the attacks of incorporeal creatures. It can be picked up, moved, 
and worn by incorporeal creatures at any time, Incorporeal crea 
{tures gain the armor or shields enhancement bonus against both. 
{corporeal and incorporeal attacks, and they can still pass freely, 
through solid objects 

Strong transmutation; CL 15th; Craft Magic Arms and Armor, 
‘therealnes Price +3 bonus 

Glamered; A suit of armor with this ability appears normal. 
Upon command, the armor changes shape and form roassume the 
appearance of « normal set of clothing, The armor retains all its 
properties (including weight) when glamered. Only.a.true seeing 
spell or similar magic reveal the true nature of the armor when 
disguised. 

Moderate illusion; CL 10th; Craft Magic Arms and Armor, dis 
ue sel Price 42,700 gp, 

Anvulnerability: This suit of armor grants the wearer damage 
reduetion of §/magic 

Strong abjuration and pethaps evocation (if mals used); CL 
18th; Craft Magle Arms and Armor, stonskin wish or minal; Price 
+3 bon 

Reflecting: This shield seems ike a mirror. Its sirface is com 
pletely reflective. Once per day.itcan bealled on toeflecta spell 
back at its caster exactly like the spell turning spell 

Strong abjuration; CL. 14th; Craft Magic Arms and Armor, sll 
lurning Brice »5 bonus. 

low: This armor is er lack and blurs the weater whenever 
she tes to hide, granting a +5 competence bonus on Hide checks. 

(The armor's armor check penalty still applies normally) 

Faint illusion; CL Sth, Craft Magic Arms and Armor, invisibility 

Price 3,780 gp, 

‘Shadow, Improved: As shadow, 
tence bonus on Hide checks, 
Moderate illusion; CL.101h; Craft Magic Arms and Atmos, 

Ability; rice +15,000 gp, 

‘Shadow, Greater: As shadow, except it grants.a +15 compe 
tence bonus on Hide checks 

Moderate illusion; CL 15th; Craft Magic Arms and Armor, in: 
ibility, Price 33,750 gp, 

Silent Moves: This armor is well oiled and magically con: 
{structed so that it not only makes litle sound, but it dampens 
sound araundit. itprovides a+5 competence bonis on its wearer’: 
Move Silently. checks. (The armor's armor check penalty still 
applies normally) 


xcept it grants 4 40 compe: 


Faint illusions GL 5th; Craft Magic Arms and Armor, silence: 
Price 3.250. 

Silent Moves, Improved: As silent moves, except it grants.a 
+10.competence bonus on Move Silently checks 

Moderate illusion, CL 10th; Craft Magic Armsand Armor, 
silence; Price +15,000 gp. 

[> Silent Moves, Greater: Assilent moves, except it grants a +15 
‘competence bonus on Move Silently checks, 

Moderate illusion; CL.1Sth; Craft Magic Arms and Armor, 
silence; Price +33,7S0 gp. 

Slick: slick armor seems coated at all times with slightly) 
‘greasy oil. It provides a +5 competence bonus an-its wearer’ 
Escape Artist checks. (The armor's armor check penalty still 
applies normally) 

Faint conjuration; CL 4th; Craft Magic Armsand Armor, grease 
Price +3,750 gp. 

Slick, Improved: As slick, except i grants a +10 competence 
bonus on Escape Artist checks. 

‘Moderate conjuration; CL 10th; Craft Magic Arms and Armor, 
grease; Price +15,000 gp, 

Slick, Greater: As slick, exceptit grants.a +15 competence 
bonus on Escape Artist checks 

Moderate conjuration, CL. 15th; Craft Magic Atms and Armor, 
reas; Price-+33,750 gp 

‘Sonic Resistance: A suit of armor ora shield with this prop- 
erty normally has a glistening appearance. The armor absorbs the 
fiest 10 points of sonic damage per attack thatthe wearer would | 
snormally ake (similar to the resist energy spel. 

Faint abjuration; Cl. 3rd; Craft Magic Atms and Armor, rss 
nergy; Price #18,000 gp. 

Sonic Resistance, Improved: As sonic resist 
sorbs the first 20 points of sonic damage per attack. 

Moderate abjuration; Cl. 7h; Craft Magic Arms and Armor, 
rest energy rice +42,000 gp, 

Sonic Resistance, Greater: As sonic resistance, exceptit 
absorbs the fist 30 points of sonic damage per attack. 

Moderate abjuration; CL.1tth; Craft Magic Arms.and Armor, 
roi energy Price +66,000 gp 

‘Spell Resistance: This property grants the armors wearer spell 
resistance while the armor is worn. The spell resistance can be 13, 
45,17, 0F 19, depending on the armor. 

Strong abjuration; CL 1th, Craft Magic Arms and Armor, spell 
‘esnlance; Price +2 bonus (SR.1), +3 bonus (SR 15), +4 bonus (SR. 
17),0r5 bonus (SR) 

Undead Controlling: The wearer of a suit of armor ora shield 
‘with thi property may control up 10 26.HD of undead per day, us 
the contra undea spell At davon each day, the weatet loses control 
of any undead sil under his say. Armor or a shield with thisabl 
ity appears to be made of bone: this feature is entirely decorative 
and has no other effect on the armor. 

Strong necromancy; CL 13th; Craft Magle Atms and Armor, 
control unudead Brice +49,000 gp. 

Wild‘the wearer ofa suit of armor ora shield with this ability 
preserves his armor bonus (and any enhancement bonus) while in 
‘wild shape. Armor and shields with this ability usually appear t0 
be made covered in leaf patterns, While the wearer isin a wild 
shape, the armor cannot be seen. 

Moderate_ transmutation; CL 9th; Craft Magic Armsand 
‘Armor, baleful plymorpi Price +3 bonus. | 


ice, except tab: 


Specific Acmors 
The following specific sults of armor usually are preconstructed 
with exactly the qualities described here. 

‘Adamantine Breastplate: This nonmagical breastplate! 
[ismade of adamantine, giving its wearer damage reduction 
lof2/-. 

No ura (nonmagical); Price 10,200 gp. 


Tate 77: SPECIFIC ARMORS. The negative level never tesults in actual level Joss, but it canny 
Minor Medium Major Specific Armor Market Price be overcome in any way (including restoration spells) while the 
01-80 01-25 Mithral shire Ws00gp armors worn. 

1-80 26-45 Dragonhide plate 3,300 gp Strong necramancy [evil]; CL.13th; Craft Magic Arms and 

81-100 46-57 — Even chain 4150 ge, Armor, contagion; Price 52,260 gp; Cost 26,130 gp XP 

58-67 Rhino hide 5,165 gp Dragonhide Plate: This suit of full plate is made of drag 

= 966-82) 01-10 Adamantide breastplate 10,200 gp | _[onhide, rather than mena, s0 druids can wear it, Iris otherwise 
$397 11-20. Dwarven plate 16,500.gp.| identical to masterwork full plate 

— 98-100 21-32 Bonded mail of luck 18.900 gp No aura (nonmagical); Price 3,300 gp. 

33-50 _ Celestial arm 22,400. gp Dwarven Plate: This full plate is made of adamantine, giving 


= = 51-60 Pane srmerafthe deep 24650 gp | its wearer damage reduction of 
61-75 eaiplaeofsommand 25400 gp Noaura (nonmagieal Price 165500 gp 

= S650 ital ul pate ofspeed | 26500 gp Elven Chain: This extremely light chainmail is made of very 

91-100.—Demon amor $2260 gp ‘fine mithml inks, Speed while wearing elven chain i 30 feet ft 

Medium creature, or 20 fet for Small The armor hasan arcane 

Banded Mal of Lucke-Ten 100gp gems adorn this +3 banded spell allure chance of 20% a maximum Destecty bonus of 4, 


mal. Once per week, the atmorallows its wearer w regulte that an Ba anxi an armor check penalty of -2. I is considered ight 

attack rll: made against him be reroll. He must take whatever armor and weighs 20 pounds 

‘consequences come from the second rol, since not all luck is No aura (nonmagical) Free 4,150 gp. 

{good The wearers player must decide whethee to have the attack Mitheal Full Plate of Speed: Asa fee action 
oled before damage i rolled. the wearer ofthis fine set of +1 mihnsl ful platecan 
g enchantment; CL 12th; Craft Magic Arms and Armor activa t, enabling her to act as though affected 

Wes; Price 18,300 gp Cost 10,150 gp + 700 XP by whustespell for.up to 10 rounds each day. The 


Breastplate of Command: This finely crafted «2 f duration of the haste effect need not be consecu 
breastplate radiates a powerful aura of magic. When tive rounds 
worn, the armor bestows a dignified and commands Bais. Speed while wearing a suit of mithral 
{ing aura upon its ownet, The wearer gains.a.+2 com pie |s 20 feet for Medium creatures, or 15 


petence bonus on all Charisma checks, including fer for Small. The armor has an arcane 


turning checks and Charisma-based skill check u spell failure chance of 25% a. maximum 
wearer also gains a +2 competence borus..0 is Kgl Dexterity b and an armor 
ership score (see page 106), Friendly troops sith 360 check penalty of -3. Its considered. 
feet of the user become braver then normale medium armor (see Mithea, page 284 
example, more willing than normal to follow wleNel and weighs 25 pound 

tno battle against dangerous foes), Since the effectatisgm Faint transmutation; CL. Sth, Craft 
in great part fromthe distinctiveness ofthe aIm\QB ANG y) Magic Arms and Armor, hast: Pic 
wearer cannot ide or conceal herself in any wail 26500 g 

have the effect function Mithral Shirt; This exttemely light 


Strong enchantment; CL 1sth; Craft Magtc AMOUR chin shirt is made of very fine mithral 
Armor, mask sharm monster; Price 25,400 gp; Cost 40925] links, Speed while wearing. a.mithral shirt is 30 
+850 XP. w feet for Medium creatures, or 20 feet for Small. 

Celestial Armor: This bright silver or gold + /¢0NN The armor hasan arcane spell failure chance of 


is 40 fine and light that it.can be worn undee AEA {Oa maximum Dexterity bonus of +6, and no 

clothing without betraying its:presence. 1 has 4 ani arinor check penalty. It is considered light 

mum Dexterity bonus.of +8, an. armor check peniliyigtl Ba armor(sec Mithral, page 284) and weighs 10 
2, and an arcane spell failure chance of 15% OB pounds 

sidered light armor, weighs 20 pounds, and iv allows INoatra (vonmagical) Price 1,100 gp 

the wearer to use fly on command (as the spell) One® Plate Armor of the Deep: this +1 fll pate 

per day decorated with a wave and fish motif. The 
Faint transmutation [good); CL. Sth: Craft Mage AWeuReE of plate armor ofthe deep is traced a 

Armsand Armor, creator must be good, fy Price 22409) luntemored for purposes of Swim checks, The 

ap; Cost 12:550 gp + 1,004-XP. Western breathe underwater and can con 
Demon Armor: Tis plate armor is fashioned Mersewith any-creature with a language that 

make the wenterappearto bea demon. The helmets reathes water 

shoped to look like ahorned demon head, and ia BERR sbjuration; CL 11th; Craft Magic 

wearer looks out of the open soorbsfilled mou Atmsand Armor, freedom of movement, 


This + ful plate allows the wearer fo make elo Dea ois Price 24,650 gp, Cost 17180 gp 
attacks that deal 1410 points of damage, strike as ‘00 XP. 

+1 weapons, and afflict the target.as if she bad (Rhino Hide: This +2 hide armor is made from. 
ieen struc bya contagion spell Eoriide DC 14 PMthvcetos hide. tn addition to granting a-s2 


negates). Use of contagion requires a normal enhancement bonus to AG, it has a~t armor.check 

melee attack with the claws, The ‘claws" are built peniley and deals an additions] 2d6 points of damage 

nto the armors vambraces and gauntlets, ‘9h any. successful charge attack made by the wearet., 
Thearmar bestows one negative level on any dl Sineluding amounted charge 

inonevil creature wearing it. This negative Moderate transmutation; CL 9th; Craft Magic 

level. persists as long as the armor is worn BSS Arms and Armor, bul’ strength; Price 5,165 gp; 


and disappears when the armor is removed re (Cost 2,665 gp +200 X 


‘This round heavy wooden shield has.a +3) 


‘Tasue 7-8: Speciric SHIELDS ‘Winged Shik 


‘Minor Medium Major Specific Shield Market Price enhancement bonus. Small, feathered wings encircle the shield 
01-30 01-20 — —_Darhwood buckler 205 gp Once perday.itcan be commanded to fly (as the spell), carrying 
31-80 21-45 — —__Darkwaod shield 257 gp the wielder.The shield can cary up t0 133 pounds and move at 60. 
1-95 146-70 Mithralheary shield” 91020.gp\| {feet per round, or up 0:266,pousnds and move at 40 feet per round. 
96-100 71-85_01-20 Coster’ shed 3,153 gp Faint transmutation: Cl. Sth, Craft Magic Arms and Armor, iy 
— 86-90 2-40 Spined shield 1580 gp | {Price 17,257 gps Cost 8,628 gpand 5 sp + 690 XB 
= 91-95 41-60___Lion's shield 9.170 8p 
— 96-100 61-30 Winged shield 17.257gp, WEAPONS 
= 91-100 Absorbing shield 50.170 gp.) As magic items go, magic weapons are «staple ofall campaigns. 
Magic weapons have enhancement bonuses ranging from +1 10 
Specific Shields +5. They apply these bonuses to both attack and damage rolls 
The following specific shields uswally-are preconstructed with when used in combat, All magic weapons arealso-masterwork 
‘exactly the qulites described hi ‘weapons, bur their masterwork bonus on attack rolls does not 
“Absorbing Shield; This +1 heavy sel shield is fat black and stack with theic enhancement bonus on attack rolls. 
seems to absorb light. Once. every two days, on command, it can ‘Weapons come in wo basic categories: melee and ranged. Some 
divntegmte an object shat. it touches, as the spell but requiring a. _jofthe weapons listed as melee weapons (for example, daggers). can 
melee touch attack. Jalso be used as ranged weapons. In this case, their enhancement 
Strong transmutation; CL 17th; Craft Magic Arms and Armor.| [bonus applies to either type of attack, 
Price 50,170 gp; Cost 25,70 gp + 2000 XP [in addition to an enhancement bonus, weapons may have spe 
‘Caster’s Shield; This +1 light wooden shield has a small leather ‘cial abilities, such as the ability ro lame or the ability so arack on. 
stripon the back on which a spellcaster can scribe a single spellas their own. Special abilities count as additional bonuses for de-, 
fon scroll. A spell so seribed has only half the base rw material termining the market value ofthe item, butdo-not moxfy attack 
cost (se page 287) Experience point and component costs remain _or damage bonuses (except where specifically noted), A.single 
the same The strip cannot accommodate spells of higher than 3nd weapon cannot have a modified bonus (enhancement bonus plus 
Jevel. The strip is reusable. special ability bonus equivalents) higher than.+10, A yeapon with 
‘Arandom casters shield has a S0% chance of having a single. aspecial ability must have at least a +1 enhancement bonus 
‘medium scroll spell on it, The spell is divine (01-80 on 4%) or ‘A weapon or-a.kind of ammunition.may. be made of an. 
arene (81-100), ‘unusual material, Roll d\; 01~95 indicates that the item Js of 
‘Acasters shield has a 8% arcane spel failure chance, standard sort, and 96-100 indicates that it made of x special 
Moderate abjuration; CL oth; Graft Magic. Atmsand Armor, substance such as alchemical silver oF cold tron (ace Special} 


‘Scribe Scroll creator must be at least sth evel; Price 3153 gp (plus Materials, page 283), 

the value ofthe scroll spell ifone is currently scribed); Cost 1,653, ‘Caster Level for Weapons: The caster level ofa weapon witha 

gp + 120XE. special ability is given in the item description. Foran item. with 
‘Darkwood Buckler: This nonmagical light wooden shield is. only an enhancement bonus and no other abilities the caster eve 

‘made out of datkyvood and often favored by roguesandyvizards, kis three times the enhancement bonus. 1fan item has both an 

has no enhancement bonus, but its construction material makes it, enhancement bonus and a special ability, the higher-of the «wo 

lighter than a normal wooden shield, It weighs 21/2 poundsand, caster level requirements must be met. 

has no armor check penalty ‘Additional Damage Dice: Some magic weapons deal add 
No aura (nonmagical) Price 205 gp tional dice of damage. Unlike other modifiers to damage, addi 
Darkwood Shield: This nonmagical heavy wooden shield is) tional die of damage ae not multiplied when the atacker scores a 

made out of darkwood, Ichas no enhancement bonus butitscon-| critical hit, 

struction material makes it lighter than a normal wooden shield Ranged Weapons and Ammunition; The enhancement 

Ie weighs 5 pounds and-has-no armor: check penalty, bonus from a ranged weapon does norstack with the enhance 
No aura (nonmagical); Price 257 gp ment bonus from ammunition, Only the higher of the two 
Lionis Shield: This +2 hesvystel shies fashioned to appear to enhancement bonuses applies 

be a roaring lions head. Three times per day asa free action, the ‘Ammunition fied from a projectile weapon with an enhance 

ions head cap be commanded to atack (independently of the ment bonus of +1 or higher is teated as a magic weapon for the 

shield wearer), biting with the wielder’ base attack bonus (includ- purpose of overcoming damage reduction. For example, a sling 
ing multiple attacks, ifthe wielder has them) and dealing 2d6 stone hurled from a +1 lings treated asa magic weapon. Similarly 
‘points of damage, This attack is in addition to any actions per- ammunition fired from a projectile weapon with an alignment 
formed by the wieldes, (such as.a +4 holy. longhow or a masterwork crossbow under the 
‘Moderate conjuration; CL 10th, Craft Magic Arms and Armor, effect ofthe align ayopon spell gains se alignment ofthat projec: 
summon nature’ ally LV, Price 9,470 gpi Cost 4,670 gp + 360 XP. tileyweapon (inaddition roany alignment it may already have). For 

‘Mithral Heavy Shield: This heavy shield is made of mitheal example, +1 unholy armw fired from a +2 anarchic shorttoe would 
and chus is much lighter than.a standard steel shield. thas a 5% be both evialigned and chaos-aligned (the former from its own, 
arcane spell failure chance and no armor check penalty. It weighs unholy special ability, the later from the shortbow), 

S pounds Magic Ammunition and Breakage: When a magic arto. 
No aura (nonmagieal); Price 1,020 gp. crossbow bolt, or sling bullet misses its target, there is.a SO 
Spined Shield: This:+1 heavy ste shield is covered in spines. It chance it breaks or otherwise is rendered useless. A magic arrow, 

‘acts as normal spiked shield, On command up to thsee-times per. _bolt,or bullet. that hits s destroyed, | 

day, the shields wearer can fie one of the shields spines. fired Light Generation: Fully 30% of magic weapons shed light| 

‘spine hasa.si enhancement bonuis,a range increment of 120/feet, equivalent to light spel (bright light in a20-foot radius, shadowy. 

and deals 1d10 points of damage (1920/2), Fired spines regen: light in a 40-foot radius). These glowing weapons are quite obvi- 

erateeach day. ‘ously magical. Such a weapon cant be concealed when drawn, nor 
Moderate evocation; CL 6th; Craft Magic Arms and Armor, can its light he shut off. Some ofthe specific weapons detailed 


‘magic msl; Price 5,580 gp; Cost 23 XP. below always ox never glow, as defined in their descriptions. 


740 gp 


Hardness and Hit Points: An atacker cannot damage a magic 
‘weapon that has an enhancement bonus unless his own weapon 
hast least as high an enhancement bonusas the weapon or shield 
struck. Each +1 of enhancement bonus also adds to the weapons 
or shields hardiness and hitpoints, (See Table 8-8, page 158 ofthe, 
Payers Handbook for common weapon hardinesses and hit points) | 
‘Activation; Usually.a character benefits from a magic weapon | 
{in the same way character benefits from a mundane weapon—by. 


TABLE 7-9: WEAPONS 


Minor Medium Major Weapon Bonus 
01-70 0-10 — #1 
Tt5-29 +2 
= 3058 01-20 8 
59-62. 21-38 “4 
-— = 9 6 
ee o 
saa - 
= = wo 
ae oF 
= ~ = +10! 
86-90 63468 50-63 Specific weapon! Es 
91=100 69-100 64-100 Special ability and roll again — 


1 This price i for 50 arrows, crossbow bolts, o sing bullets 

2.A weapon can't actually have a bonus higher than +5. Use these 
lines to determine pice when special abiliis are added in Example 
‘A+3 dagger that also has the speed special ability (+4 modifier see 

[able 7-14: Melee Weapon Special Abilities) is treated as a +7 dogger 
for pricing purposes and is priced at 98,000 gp. 

{a See Table 7-16: Specific Weapons 

4 See Table 7-14: Melee Weapon Special Abilis for melee weapons 
‘or Table 7-15; Ranged Weapon Special Abjities for ranged weapons 


TABLE 7-10: WEAPON TYPE DETERMINATION 

6 Weapon Type 

01-70 Corimon melee weapon (see Table 7-11) 

71-80 Uncommon weapon (see Table 7-12) 

81-100 Common ranged weapon (see Table -13) 

Taste 7-11; COMMON MeLee WEAPONS 

% Weapon Weapon Cost! 
1-04 Dagger 4802 gp 
05-14 Greatae £320 gp 
15-04 Greatsword +350 gp 
25-28 ama 1302 gp 
29-41 Longsword 0315 6p 
42-45 Mace ight 4305 gp 
(46-50 Mace, heavy 312m 
51-54 Nunchak +502 gp 
5557 Quarters? +600 gp 
58-61 Rapler +320 gp 
62-66 Scimitar +315 ap 
«7-70 Shortspear +302 gp 
m4 Siangham 4303 ap 
75-84 Sword. bastard 4335 gp 
85-89 Sword, short $310 gp 
30-100 Warane, dwarven +330 gp 


1 Add to enhancement bonus on Table 7-8: Weapons to determine 
total market pice. 

\2 Masterwork double weapons incur double the masterwork cast to 
account for each head (+300 gp masterwork cost per head fora total 

| -of-+600 gp). Double weapons have separate magical bonuses for 

{thei diferent heads Ifrandomly determined, the second head of a 

| doubie weapon has the same enhancement bonus as the main head. 
(01-50.an.d%), doubling the cost of the bonus, er its enhancement 

bonus. is one less ($1-100 on d5) and it has no special abilities, 
‘All magic weapons are masterwork weapons, 


stacking with it a weapon hasa special ability thatthe user 
needs tp activate (sch asthe sunlight power ofa sun blade), then the 
user. usually needs to.utter a command word (a standard action), 

Magic Weapons and Critical Hits: Some weapon qualities 
and some specific weapons have.an extra effect on a critical it. A 
[aming burst weapon. forexample, does extra fire damage on 8 
critical hit. This special effec functions against creatures not sub- 
{ect to critical hits, such as undead, elementals, and constructs 
‘When fighting against such creatures, roll for critical hits as you 
sould against humanoids or any other creatuxe subject ro critical) 
its. On a successful critical rll, apply the special effec, but-do 
not multiply the weapon’ regular damage. Ror example, if Jozan 
rolls a natural 20 on his atack roll against an iron. golem when 
using amaceof smiting, he rolls again. tf he sollshigh enough to hit 
the iron golemis AC, then he does not apply. double damage, 
Instead, he destroys the construct outright 


TABLE 7-12: UNCOMMON WEAPONS 


m7 Weapon, Weapon Cost) 
1-03 ‘Ave orc double? +660 gp 
04-07 Battlense 131089 
08-10 Chin, spiked 1325 6p 
2 Club 1300.89 
1316 Crossbow hand +400 gp 
7-19 Crossbow, repeating +550 gp 
20-21 Dagger, punching 4302 gp. 
2-23 falchion 2375 6p 
24-26 Fail dire? 4690 pp 
77-3) Frail, heavy +315 6p 
3235 al light +308 gp 
36-37 Gauntlet 1302 gp, 
38.39 Gauntlet, spiked #305 gp 
40-4) Ghaive +308 gp. 
cra) Greatclub 4308 gp 
44-45 Guisarme +309. 
Halberd +3106 

Halfspear +30) Bp 

Hammer, gnome hooked! +1620 5p 

Hammes light 4301 gp 

Handaxe $306 gp 

uke 1308 gp 

Lance $310 

Longspear £305 ip 

Morningstar +308 gp 

Net +320 6p 

Pic, heavy +308 gp 

Pick, light 1304 gp 

Ranseur +310 gp 

Sap +301 gp 

Seythe +318 gp 

Shuriken +301 gp. 

Sickle 1306 gp. 

‘Sword, two bladed? #700 4p 

Trident 4315 gp 

Urgrosh, dwarven? 465049 

hammer $312 gp 

98-100 Whip 4301 gp 


1 Add to.enhancement bonus on Table 7-8: Weapons to determine 
total market price 

2 Masterwork double weapons incur double the masterwork cost to 
accaunt for each head (+300 gp masterwork cost per head fora toll 
‘of +600 go}. Double weapons have separate magical bonuses. for. 
thee different heads, If randomly determined, the second head of a 
double weapon has the same enhancement bonus as the main head 
(01-50 on d%), doubling the cos ofthe bonus, or Its enhancement 

| bom is one less (51-100) and ithas no special abilities, 

‘All magic weapons are masterwork weapons, 


TaBLe 7-13: COMMON RANGED WEAPONS ‘TABLE 7=15: RANGED WEAPON SPECIAL ABILITIES J 
de ‘Weapon Weapon Cost! Base Price 
01-10 Ammunition (rol again): Minor Medium Major __ Special Ability Modifier! 

1-50_Arrows (50) +350 gp 01-12 01-08 01-04 Bane #1 bonus 
551-80. Bolts, crossbow (50) 380gp, 113-25 09-16 05-08 __Distance +1 bonus 
'5)=100_Bullets, sing (50) +380 gp 26-40 17-28 09-12 Flaming ‘ilbonus 
VIS Ate throwing: H08gp) | 41-85 29-40 13-16 _ Frost +1 bonus 
[16-25 Crossbow, heavy 4+330gp. 56-60 41-420 — Merciful +1 bonus 
26-35 Crossbow light +335 ap 61-68 42-47 17-21 Returning +) bonus. 
36-33 Dart 1300 gp 5 sp. 68-83 48-59 22-25 Shock AT bonus 
40-4) Javelin $301 gp 84-93 60-64 26-27 Seeking +1bonus 
42-45 Shortbow $530 gp 85-88 28-29 Thundering + benus 
47-51 Shortbow, compasite (+0 Str bonus) Bap 68-7) 30-34 Anarchic +2bonus 
52-6 Shortbow, compasite (+) St bonus) +450 gp = 435-39 Aalomatic 2 bonus 
57-61 Shortbow, composite (#2 Sty bonus) +525 ap — 75-79 40-49 Flaming burst, +2bonus 
62-65 Sling +300 pp — 8082 50-54 Holy +2 bonus 
66-75 Longbow #375 ap — 83-87 55-64 ey burst s2bonus 
78-80 Longbow, composite +400 gp | = 9265-74 Shocking burst +2 bonus 
[81-85 Longbow, composite (41 Str bonus) +500 gp | — 9-95 75-79. Unholy +2 bonus 
26-90. __ Longbow, compasite (+2 Str bonus) +600 gp = = Ws Speed +3 bonus 
91995 Longbow, composite (+3 Strbonivs) 17004 ~ — §5-90__Brilans energy +A bonus 
96-100 Longbow, composite (+4 Str bonus) +800 gp 100 96-100 91-100 Roll again twice? = 


1 Add to enhancement bonus on Table 7-9: Weapons to determine 
total market price 
All magic weapons are masterwork weapons. 


1 Add to enhancement bonus.on Table 7-8; Weapons to determine 
total market price. 

2 Rerolifyou get a duplicate special abiliy, an ability incompatible 
‘with an ability that you've already rolled, o if the extra ability. pus, 


‘Tape 7-14: Meee WEAPON SPECIAL ABILITIES you over the +10 limit. A weapon's enhancement bonus.and special 


{Base Price abil bonus equivalents can't total more than +10 
Minor Medium Major Special Ability Modifier’ 
01-10 01-06 01-08 Bane +) bonus Random Generation: To generuce magic weapons randomly. 
Wei? 7-12 — Defending {bonus frst roll on Table 2-9: Weapons, and then roll on Table 2=10: 
18-27 13-19 04-06 Wbonus! Weapon Type Determination, Use able 7-14; Melee Weapon Spe-| 
237 20-26 07-09 HLbonus __clal Abilities, Table 7-15: Ranged Weapon Special Abilities, ot Table 
38-47 27-31 10-12 Shock Ai bonis 7-162 Specific Weapons f indicated by the roll on Table 7-9. 
48-56 34-38 13-15 Ghost touch +1 bonus Weapons for Unusually Sized Creatures; The cost of 
57-6) 39-44 — Keen? {bonus weapons for creatures who are nelther Small nor Medim varies 
68714548 16-19 Ki Focus ‘+1.bonus from the values given on Tables 7-11, 7~12,and7-13,asdescribed 
778 49-50 —— Metifl ‘Hibonus|| under Weapon Qualities on page 114 of the Players Handbook. The 
76-82 51-54 20-2) Mighty cleaving +1-bonus.|. cost of the masterwork quality-ansl any magical enhancement 
85-87 $559 22-24 Spell toring Vbonus | remains the sam 
38-91 60-63 25-28 Throwing #1 bonus Special Qualities: Roll di the tem is a melee weapon, a 
92-98 6465, 29-32 Thundering Hibonus 01-30 result indicates thatthe item sheds light, 31~45 indicates 
96-99 66-69 35-36 Vicious ‘1 bonus that something (a design, inscription, or the like) provides a clue 
— 70-72 37-41 Anaehie 42bonus tothe weapons function, and 46-100 indicates no special qualities 
= 42-46 __ Axiomatic 42 bonus If the item (sa ranged weapon, 2 01-15 result Indicates that 
- 47-49 Disruption? Hibons something (a design inscription, or the like) provides clue othe 
— 50-54 Flaming bust. 42 bonus weapons function, and 16-100 indicates no special qualities 
- 55-59, ley burst bonus 
= 60-64 Holy. #2bonus Magic Weapon Special Ability Descriptions 
= 65-69 Shocking burst, Fboris, In addition to enhancement bonuses, veapons can have one ot 
= 70-14. Unholy *2bonus more of the special abilities detailed below. A weapon with a spe 
- 75-78 Wounding $2bomis cia ability must havea leasta+4.enhancement bonus 
- — 78-83 Speed +3 bonus ‘Anarchic: An anarchic weapon is chaotically aligned and in 
= = 86 Blane energy {bonus fused with the power of chaos. Itmakes the weapon chaotaligned 
— 7-88 Dancing +4 bonus and thus bypasses the corresponding damage reduction, It deals 
— = 8590 Vorpal {Sbonis an extra 2d6 points of damage agains all of lawful alignment. 1 
100 96-100 91-100___Rollagain twice — bestows one negative level on any lawful creature attempting 00 


1 Add to enhancement bonus on Table 7-9: Weapons to determine 
total market price. 

2 Piercing or slashing weapons onl. Reta if randomly generated fora 
bludgeoning weapen. 

3 Bludgeoning weapons only. Roll {randomly generated for a 

piercing orslashing weapon, 

[4-Rerollfyou.get.a duplicate special ability, an ability incompatible 
with an ability that you've already rolled, or if the extra abilty puts 


you ovecthe +10 limit. Aweapon’s enhancement bonus and special. | 


abllty bonus equivalents cant total more than +10 


wield icthe negative level remains as long as the weapon is in 
hand and disappears when the weapon is no longer wielded. This 
negative level never results in actual level loss, but it cannot be 
‘overcome in any way (including restoration spells) while the) 
‘weapon is wielded, Bows, crossbows. and slings so crafted bestove) 
the chaotic power upon their ammunition, 
‘Moderate evocation [chaotic]; CL 7h; Craft Magic Arms and 
‘Armor, chaos hammer, creator must be chaotic; Price +2 bonus 
‘Axiomatic: An axiomatic weapon is lawfully aligned and 
infused with. the power of law. itmakes the weapon lavaligned 


and thus bypasses the corresponding damage reduction, It deals 
an extra 2dé points of damage against all of chaotic alignment. It 
bestows one negative level on any chaotic creature attempting to 
wield it. The negative level remains.as long as the weapon is in 
hand and disappears when the weapon is no longer wielded, This 
negative level never results in actual level loss, but it cannot be 
‘overcome in any way (including restoration spells) while the. 
sweapon is wielded. Bows, crossbows and slings so crafted bestow 
the lawful power upon their ammunition 
Moderate evocation (lawfull: CL 7th: Craft Magic Arms and] 
‘Brmor, onder wnat, creator must be lawful Price +2 bonus. 
Bane: A bane weapon excelsatattacking one type ar subtype of 
‘creature, Against its designated foe, its effective enhancement 
‘bonusis +2 better than its normal enhancement bonus (so. +1 long 
sword isa3 longswond againstits foe), It deals an extra 2d6 points of 
damage against the foe. Bows, crossbows, and slings so crafted 
sbestow.the bine quality-upon their ammunition, To randomly 
{determine a weapons designated foe roll on the following table. 


Designated Foe 
Aberrations. 
Animals 
Constructs 
Dragons 
Elemental 

Fey 

Giants 
Humanoids, aquatic 
Humanoids, dwar 
Humanoids, elf 
Humanoids, gnol 
Humanoids, gnome 
‘Humanoid, goblinold 
Humanoids, halfling 
Humanoid, human 
Humanoid, eptilian 
Humanoid, ore 


Monstrous humanoids 
Ooues 
Outsiders, 
utsiders, chaotic 
‘Outsiders, earth 
‘Outsiders, ei. 
Outsiders, fie 
‘Outsiders, good 
Outsiders, lawful 
Outsiders, water 
Plants 

Undead. 

Vermin 


‘Moderate conjuration; CL sthi Craft Magic Arms and Armor, 
‘unvmon monster Price +4 bonus. 

Brilliant Energy: A brilliant energy weapon has its significant 
portion—such as its blade, axe head, ot arrowhead—transformed 
into light, although this does not.modify the item’ weight. It 
always gives of ight asa torch (20-foot radius). A brillant energy 
‘weapon ignores nonliving matter. Armor bonuses 10 AG (inelud- 
{ng any enhancement bonuses to that armor) de not count against 

jit because the weapon passes through armor, (Dexterity, deflee: 
{tion, dodge, natural armor, and other such bonuses still apply) A 
brilliant energy. weapon cannot harm undead, constructs, and 
{objects This property can only be applied to melee weapons, 
thrown weapons, and ammunition. 

Strong. transmutation; CL 16th; Craft Magic Arms and Armor, 
seas form continual flame; Price +4 bonus 


Dancing: Asa standard action, a dancing weapon can be loosed 
to attack on its own. It fights for 4 rounds using the base attack 

onus ofthe one who loosed it and then drops: While dancing, t 

‘cannot make attacks of opportunity, and the person who activated. 

its not considered armed with the weapon. In all other respects, 
[itis considered wielded orartended by the creature for all manew 

vers and effects that target items (such as the sunder action or a 
heat metal spell). While dancing, it takes up the same space as the 
activating character and can attack adjacent foes (weapons with, 
reach can attack opponents up to 10 feet away), The dancing, 
‘weapon accompanies the person who activated iteverywhere, 
whether she moves by: physical or magical means. If the wielder 
who loosed it has an unoccupied hand, she can graspitwhile itis 
attacking anits own asa free action; when so retrieved the weapon. 
cant dance (attack oni own) again for 4 rounds. 

‘Strong transmutation; CL 15th; Craft Magic Arms and Armor, 
{animate objets; Price +4 bonus 

Defending: A defending weapon allows the wielder to transfer 
some or all ofthe swords enhancement bonus to his AC asa bonus 
that tacks with ll others, Ata fie action the wielder chooses how 10 
allocate the weapon's enhancement bonuis atthe start of is ten 
before using the weapon,and the effec to AC ass uni bis nextrurn 

Moderate abjuration; Cl. 8th; Craft Magic Arms and Armor, 
shield or shi of ath Price-11 bonus 

Disruption: A weapon of disruption isthe bane ofall undead 
‘Any undead creature struck in combat must sueceed.on a DC 14 

Will save or be destroyed. A weapon of distuption must be a 
‘bludgeoning weapon, (If you roll this property-randomly for. 
piercing or slashing weapon, reroll) 

Strong conjuration: CL. 14th Craft Magic Atms and Armor, 
ha: Price +2.bonus, 

Distance: This property can only be placed on a ranged 
‘weapon. A weapon af distance hus double the range increment of 
other weapons ofits kind 

Moderate divination; CL 6th; Graft Magic. Arms and Armor, 
lairadince/clairvoyanc; Price +4 bonus, 

Flaming: Upon command, a flaming weapon is sheathed 
fire. The fire does not harm the wieldet. the effect remains until 
another command is given A flaming weapon deals an exten 146 
points of fire damage on a successful hi. Bows, crossbows, and 
slings so crafted bestow the fite.energy.upon their ammunition. 

Moderate evocation; CL 10th, Craft Magic Arms and Armor and 
flame bad, lame strike, or final rice +4 bonus. 

Flaming Burst: A flaming burst weapon functions asa flaming 
weapon that also explodes with fame upon striking a successful 
critical hit. The fre does not harm the wilde. tn addition tothe 
extra fire damage from the flaming ability (see above), a flaming 
‘burst weapon deals an extra 1di0 points of fre damage on a suc 
cessful ertial hit. tFthe weapons critical multiplier is 3, add an 
extra 2410 points offre damage instead, and if the multiplier is 
> add an extra 340 points of fire damage. Bows, crossbows, and 
slingsso crafted bestow she fie energy upon their ammunition 
Even ifthe laming ability isnot active, the weapon still deals is 
extra fine damage on a successful critica hi 

‘Strong evocation; CL. 12th; Craft Magic Arms and Armor and 
flame blade, flame srke or fireball; Price +2 bonus 

Frost: Upon command, frost weapon is sheathed in icy col. 
The cold does not harm the wielder. The effect remains until 
anothet.command is given. A frost weapon deals an extra 1d 
points of cold damage on a successful hit. Bows, crossbows, ad 
slings 20.crafted bestow the cold energy upon their amsaunition.| 

Moderate evocation; CL ath; Craft Magic Arms nd Atmos, cll 
‘meta of ice storm; Price +1 bonus, 

Ghost Touch: A ghost touch weapon deals damage normally 
against incorporeal creatures, regardless ofits bonus, (An incor 


|poreal creatures SOX chance to avoid damage does not apply to 


‘attacks with ghost touch weapons) The weapon can be picked up 


and moved by an incorporeal creature at anytime. Amanifesting 
ghost can wield the weapon against corporeal foes. Essentially, a 
ghost rouch weapon counts as either corporeal or incorporeal at 
any given time, whichever is more beneficial to the wielder. 

Moderate conjuration, CL 9th; Craft Magic Arms and Armor. 
plane shif; Price +1 bonus. 

| Holy: A holy weapon is imbued with holy power. This power 
| makes the weapon good-aligned and thus bypasses the correspon: 
ding damage reduction, It deals an extra 2d points of damage] 
against all of evil alignment. Ic bestows one negative level on any. 
vil creature attempting to Wield it.The negative level remains as 
Hongas the weapon isin hand and disappears when the weapon is 
no longer wielded. This negative evel never results in actual level 
los, but ft cannot be overcome in any way (including rstoat 
spels) while the weapon is wielded. Bows, crossbows, and slings 
so crafted bestow che holy.power-upon their ammunition, 

Moderate evocation {good}; CL 7th; Craft Magic Arms and 
Armor holy smi, ereator must be good Price +2 bonus. j 

Icy Burst: An icy burst weapon functions asa frost weapon that 
also explodes with frost upon striking a successful critical hit. The 
frost does not harm. the wielder. In addition to the extra damage 
from the frost ability, an icy burst weapon deals an extra 1d10 
points of cold damage on a successful ertical hit. Ifthe weapon's 
critical multiplier is x3, add an extra 2dt0 points of cold damage 
instead, an if he multiplier i x4, add an extra 3410 points. Bows, 
‘xossbows, and slings so crafed bestow the cold energy upon their 
ammunition, Even if the frost ability is notactive.the weapon still 
deals its extra cold damage on a successful eitical ht 

‘Moderate evocation; CL 10th; Craft Magic Arms and Armor, 
chill metal or iestorm: Price +2 bonus 

Keen: This ability doubles the threat range of a weapon, For 
|instanee, if itis placed on a longsword (which has a normal threat 
range of 19-20), the keen longsword scores.athreat.on.a.17~20. 
‘Only piercing or slashing weapons can be keen, (If you roll this 
property randomly for an inappropriate weapon. reroll) This ben 
efit doesnt stack with any other effect that expands the threat 
range ofa weapon (such as the keen.elge spell or the Improved 
Critical fea, 

‘Moderate transmutation; CL 1th; Craft Magic Arms and Armor, | 
een ed Price +1 bonus 

‘Ki Focus: The magic weapon servesas channel forthe wielders 
foallowing her to use her special kiattacks through the weapon as 
if they were unarmed attacks. These attacks include the monk’ 
stunning attack, kittie, and quivering palm, as well asthe Stun 
‘ing Bist feat, Only. melee weapons ean have the ki focus ability. 

‘Moderate transmutation; CL ath; Craft Magic Arms and Armor, 
creator must bea monk; Price +1 bonus. 

Merciful: The weapon deals an extra 1d6 points of damage, nd 
all damage it dealsis nonlethal damage. On command, the weapon 
suppresses this ability until commanded resume it Bows, cros 
bows.and slings so crafted bestow the merciful effect upon their 
ammunition, 

Faint conjuration; CL sth Craft Magic Arms and Armor, cue 
light wounds; Price-+4 bonus 

‘Mighty Cleaving: A mighty cleaving weapon allows awielder 
swith the Cleave feat to make one additional cleave attempt in 3 
round. 

Moderate evocation; CL Sth: Graft Magic Atms.and Armor, 
divine ower, Price +1 bonus 

Returning: This special ability cn-only be placed on a weapon 
that can be thnown. A returning weapon flies through the a back 
othe creature that threw it. Itrenutns.to the thrower just before the 
{crear extn (and is therefore ready to use again in that turn) 

Catching a returning weapon when it.comes back is.a free 
‘action. Afthe character cant catch it, orf the character has moved, 
since throwing it, the weapon drops to the ground in the square 
from which it was thrown, 


“Moderate transmutation; CL 7th; Craft Magic Arms and Armor.) 
Iclekinesis Price +1 bonus | 

Seeking: Only ranged weapons can have the seeking ability. 
“The sweapon veers toward its target, negating any miss chances. 
{that would otherwise apply, such as from concealment. (The 
swielder sil hasto aim the weapon a the right square. Arrows mis 
Hhakenly shot into an empty space, for example, do not veer and hit 
invisible enemies, even they are nearby) 

Strong divination; CL. 12th; Craft Magic Arms and Armor, true 
_scing; Price +4 bonus. 1 

Shock: Upon command, a shock weapon is sheathed in crack 
ling electricity, The electricity does not harm the swielder. The 
effect remains until another command is given. A shock weapon 
dealsan extra td points of electricity damage on. successful hit 
Bows, crossbows, and slings so crafted bestow the electricity. 
‘energy upon their ammunition 

Moderate evocation; CL 8th; Craft Magic Arms and Armor, cll 
Tlightning or tightning bl Brice +4 bonus. 
| “Shocking Burst: A shocking burst weapon functions asa shock 
sweapon that also explodes with electricity upon striking a success 
ful critical hit. The electricity does not harm.the wieder. In.addl- 
tion to the extra electricity damage from the shock ability, a shock: 
ing burst weapon deals an extra idt0 points of electricity damage 
ona successful critical hit the weaponi critical multiplier is 3, 
add an extra 2410 points of electricity damage instead, and if the 
‘multiplier is x4, add an. extra 3410 points. Bows, crossbows, and 
slings so ctafied bestow the electricity energy-upon their ammuni:| 
tion. Even ifthe shock ability is not active, the weapon still deals 
{ts extra electricity damage on a successful critical hit. 

Moderate evocation; CL 10th; Craft Mogic Armsand Armor. cal 
lightning or lightning tlt Peice +2 bonus. 

‘Speed: When making full atack action, the wielder of aspeed 
weapon may make one extra attack with it. The attack uses the 
Wielders ull base attack bonus plus any modifiers appropriate 10 
the situation, (This benefit is not cumulative with similar effects, 
such asa haste spell.) 

Moderate transmutation; CL 7th; Craft Magic Arms and Armor, 
fase; Price +3 bonus, 

Spell Storing: A spell storing weapon allows a spelleaster 10 
store a single targeted spell of up to 3 level in the weapon. (The 
spell must have a casting time-of standard action.) Any time the 
weapon strikes a creatuireand.the creature takes damage from it 
the weapon can immediately cast the spell on that creature as @ 
fee action if the wielder desires. CThis special ability is an excep- 
tion to.the general rule that casting a spell from an item takes at 
least as long as casting that spell normaly) Inflict serous wounds, 
‘contagion, blindness, and hold person are all common choices for the 
stored spell, Once the spell has been cast from the weapon, a spel: 
caster can cast any other targeted spell of up to 3ed level into it 
The weapon magically impartsto she wielder the name of the spell. 
currently stored within it, Arandomly rolled spell storing weapon, 
hasa Sofi chance ro havea spel stored in it already 

Strong evocation (plus aura of stored spell); CL 12th; Craft 
Magic Arms and Armot creator must be a caster ofa least 12th 
level; Price +1 bonus. 

‘Thundering: A thundering weapon creates #cacophonots roar 
like thunder upon striking a successful critical hit The sonic energy | 
does notharm the wielder. A thundering weapon deals an extra 1d8, 
points of sonic damage on a successful critical hit. Lethe weapons 
critical multiplier is 3,add an extra 248 points of sonic damage 
‘instead, and if the multiplier is 4, add an extea3d8 points of sonic| 
damage. Bows, crossbows, and slings so ctafted bestow-the sonic. 
‘energy upon their ammunition, Subjects dealt. critical hit by-a 
thundering weapon must makea DC 14 Fortitude sae or be dea 
ened permanently. 

Faintnecromancy;CL sth Craft Magic Arms and Atmor, bind- 
tnes/denfnes rice +4 bonus, 


‘Throwing: This ability can only be placed on-amelee 
‘weapon, A melee weapon crafted with this ability gains a range 
increment of 10 feet and.can be throvn.by.awielder proficient 
in its normal use, 

Faint transmutation; CL Sth; Craft Magic 
Arms and Armor, magicsone Price +1 bonus. 

Unholy: An unholy weapon is imbued 
‘with unholy power. This power makes the 
‘weapon evikaligned and thus bypasses the 
corresponding damage reduction. It deals 
an extra 246 points of damage against.all of 
‘good.alignment, 1 bestows one negative 
level on any good creature attempting 
wield it, The negative le 
as the weapon is in hand and disappears 
when the weapon is nalonger wielded. This 
negative level never results in actual level 
loss, but it cannot be overcome in any way 
Gncluding restoration spells) while the 
‘weapon is wielded, Bows, crossbows, and 
slings so crafted bestow the unholy power 
tupon thelr ammunition, 

Moderate evocation (evil; CL 7th; Craft 
Magic Arms and Armor, unholy blight, creator 
rust be evi; Price +2 bonus 

Vicious: When a vicious weapon sttikes 
an opponent it creates a flash of disruptive 
energy that resonates between the opponent. 
and the wielder. This energy deals an extra 
2d6 points of damage to the opponentand. 
1d6 points of damage to the wielder. Only 


melee weapons can be vicious 


‘Moderate necromancy; CL 3th; Craft Magic 
‘Arms and Atmos, enervation; Price +4 bons, 

Vorpal: This potent and feared ability 
allows the weapon to sever the heads of 
those it strikes. Upon a roll of natural 20 (ol 
lowed by a successful rol to canfitm the crt 
{cal hit) the weapon severs the opponent's 
head (if it has one) from its body. Some crea 
(ues, such as many aberrations and all oozes, 
have no heads, Others, such as golems and 
uundead creatures other than.vampires, are 
not affected by the loss of their heads. Most 
other creatures, however. die when theit 
heads are cut of The DM may-have.to.make 
judgment calls about this sword effect. A 
vorpal weapon must bea slashing weapon. (if 
you roll this property randomaly for-an inap 
propriate weapon, reroll) 

Strong necromancy and transmutation; CL 48th; Craft Magic 
‘Arms andl Armot ctl of death, keen eis Price +5 bo 

‘Wounding: A wounding weapon deals 1 point of Constitution 
damage from blood loss when ichits a crearure. A critical hit does 
not multiply the Constitution damage, Creatures immune t crit 
cal hts (such as plants andl constructs) are immune to the Const 
tution damage dealt by this weapon. 

Moderate evocation; CL 10th; Craft Magic Arms-and Armor, 
Mondenkanen’s won Price 42 bonus 


Flame tongue 


Specific Weapons 
“The following specific weapons usually are preconstructed with 
‘exactly. the qualities described here. 

‘Adamantine Battleaxe: This nonmagical axe is made out of 
‘adamantine, As a masterwork weapon, it has a +1 enhancement 
bonus onattack rolls 

No.aura (nonmagical); Price 3,010 gp, 


‘Adamantine Dagger: This nonmagical dagger is made out of 
adamantine.As a masterwork weapon, ir has a +1 enhancement 
onus on attack rll, 

Noaura nanmagical, Price 3,002 gp. 

“Assassin's Dagger: Tis wicked looking, curved +2 dagger pro- 
vides a +1 bonus to the DC ofa Fortitude sve forced by the death 
attack ofan assassin 

Moderate necromancy: CL 9th; Craft Magic Atms and Armor 
say living rice 18,302 gp, Cost 9302 gp +720XR 

Dagger of Venom: This black +1 dagger has. a serrate 
allows the wieldec to use a poson effect (asthe spell. save DC 14) 
‘upon a creature struck by the blade once per day. The wilder can, 
decide to use the power after he has struck. Doing so is.a free 
action, but the pois effect must be invoked in the same round 
that the dagger strikes, 

Faint necromancy; CL. Sth; Craft Magic Armsand Armor oion: 
Price 6302 gp, Cost 4,302 gp + 320 XP 

Dwarven Thrower: This weapon commonly functions asa 
warhammer, In the hands of a dwarf, the warhammer gains an 
additional +4 enhancement bonus (Vora rotal enhancement bonus 
cof +) and gains the returning special ability Icean be hurled with 
1 30-foot range increment, When hurled, it deals an extra 248 
points of damage against giants or an extra 148 points of damage 
gains any other target. 

Moderate evocation; CL. 10th; Craft Magic Arms and Armor, 
creator must bea dwar oft last toth level Price 60.312 gp, Cost 
30,312 gp +2,400.XP. 

Flame Tongue: This is» 1 flaming burs longawond. Once. pes 
day; the sword can blast forth a fiery ray at any targetswithin 30 feet 
asa ranged touch attack, The tay deals 4dé points of fire damage 
ona successful hit 

‘Moderate evocation: GL. 12th; Craft Magic Arms 
and Armor, xorching mand flame blade, lame strike 
ot frtll; rice 20715 gp, Cost 10,515 gp + 816 XB. 

Frost Brand: This +3 frost gratwvond sheds light 
asa torch when the temperature drops below Oi 
‘Ar such times it cannot be concealed when draveay 
‘nor can ts ight be shut off. Its wielderis protest 
from fire; the sword absorbs the fist 10 points 
of fie damage each round thatthe wieldet 
would otherwise tke 

A frost bund extinguishes all nonmagl 
cal fires nitsarea. Asa standant action ita 
also dispel lasting fire spells such as wall fig 
but not instantaneous effects such os finial 
meteor swarm, and flame strike, though you ail 
succeed oma dispel check (1420 +14) agains 
spell to dispelit. the DC to dispel such spell 
4 the caster level ofthe fire spel. 

Strong evocation; CL 14th, Craft Magic ARM 
ani Armor, storm, dpe map otto 

75 gp and S50 


| 


cames.i.+5 holycoli iron longseond in the hand 
a paladin. 

{It provides spell resistance of 5 + the palais 
Jevel to the wielder and anyone adjacent to het 
also enables the wielderto use greater dispel ma 
(once per ound.as.a standaed action) atthe clas 
Jevel of the paladin. (Only. che are dispel is poss 
sible, not the targeted dispel or counterspell ver 
sions of greater dispel magic) 

‘Strong abjuration. CL 18th; Craft Magic Arms 
and Atmor, holy aura creator must be good; Price 
120,630 gp: Cost. 60,630 gp + 4,800.XP 

Javelin of Lightning: This avelin becomes a Hy avenger 


ws 


546 lightning bolt when theown (Reflex DC 14 half). Iris con: 
sumed inthe attack. 

Faint evocation; CL sth; Craft Magic Arms and Armor lightning 
tol Price 1,500 gp; Cost. 750 gp + 30 XE. 

Life-Drinker: This 1 gnatave is favored by undead and con: 
structs, who do not suffer its drawback. A lifedrinker bestows 160 | 
negative levels on its target wtbenever it deals damage, just a if ts 
target had been struck by.an.undead creature. One day after being| 
strick, subjects must make a DC 16 Fortitude save foreach negative 
level or lose a characte level 

“Each time a ifedrinker deals damage 10a foe it also bestows one 
negative level on the wielder. Any negative level gained by the 
wielder in this fashion lass fort hour. 

Strong nectomancy; CL.13th; Craft Magic Arms and Armor, 
‘nervaton; Price 40,320 gp. Cost 20,320 gp + 1,600 XR 

Luck Blade: This +2short won gives its possessor a +1 luck bonus 
‘on all saving throws, ls possessor also grins the power of good for- 
rune, usable once per day. This extraordinary ability allows is pos 
sessorto reroll one roll that she just made, She must take the result. 
the reroll, even ifits worse than the orginal roll, In addition, a luck 
lade may contain upto three wishes (when randomly rolled, luck 
ade holds 1d4~ wishes, minimum 0), When the last wish i use 
the sword remains +2 short won sul grants the +1 luck bomus, and 
stil grant its reroll power. 

‘Strong evocation; CL 17th; Craft Magic Arms and Armor, wish 
‘or mince; Price 22,060 gp (0 wishes), 62.360 gp. wish), 102,660 gp 
(2 wishes), 142,960 gp (3 wishes; Cost 11,030 gp + 882 XP (0 wishes), 
31,180 gp-+ 2,494 XP (1 wish); 51,580 gp 44,106 XP (2 wishes), 
71,480 gp + 5,718 XP (3 wishes) 


‘TABLE 7-16: SpeciFIC WEAPONS 


Minor Medium Major Specific Weapon. Market Price 
OS = = Sheep arow 1326p 
16-25 — Screaming bo. 26) wp 
26-45 — Silver dagger, masterwork 322 gp 
4665 — Cold iron longsword, 

masterwork 2305p 

66-75 01-09 — Joel of lightning 11300 gp 
76-80. 10-15 —__‘Sleyng arrow 2.282 gp. 
31-50 16-24 = — —Adamantine dagger 3,002 ap 
91-100 25-33 —__Adamantine battlease. 3,010. gp. 
— M437 = Sloyingarow (reoter) 4,057 gp 
— 36-40 Shatenke 4315 pp 
= MAE ger of venom 8302 8p 
47-51 — Trident of warming 10.115 gp 

— 5287 “Asossin’s dogger 10302 ge 
—SBe62 Shifters sorow 12,780 gp 
= 666 TWdent of fh command 18,650 gp 
eT Flanve tongue 20,715 gp 
— 179 ‘ck bade (0 wishes) 221060 gp 
= 00-86 Sword of subtlety 22.310 gp 
= 375) ‘Sword ofthe planes 22.315 99 
— 92-35 Nine lit stealer 23.057 gp 
— 96-98 Sword ofifestealing 25,715 90 
— 98-100 Oathbow 25,600 gp 
es ‘Mace of teror 38,582 gp 
— Lufedrinker. 40,320 gp 
= = Sylvan scimitar 47315 5p 
—— Rapier of puncturing 50.320 gp 
Sn un blode 50335 ep 
= Frost brood 54,475 ap 

——— Dwarven thrower 60312 gp 

= ‘Luck bade (1wish) 62,360 gp 

ee Mace of siting 75312 ap 
eee Usk blade (2 wishes) 102.660 gp 
= - Holy avenger 120,630 gp 
—— Luck blade (3 wishes) 142,960 gp. 


Tarmor, disintegrate; Price 75.312 gp; 


‘Mace of Smiting: This +3 adamantine heavy mace hasa-48 
enhancement honus against constructs, and any critical hit dealt] 
twaconstruct completely destroys it (no saving throw), critical. 
hhicdealr to an outsider deals x4 damage rather than x2 

Moderate transmutation: CL. 11th; Craft Magic Armsand 

‘ost 39,312 gp + 2,880 XP. 

Mace of Terror: On.command, this «2 heavy mace eauses the 
‘wieder clothes and appearance to transform into an illusion of 
darkest horror such that ling creatures ina 30-f00t cone become 
panicked as if by a fearspel (Will DC 16 partial). They take.a-2| 
morale penalty on saving throws, and they fle from the wielder, 
The wilder may use this ability up to three times per day. 

Strong necromancy; CL 13th; Craft Magic Arms and Armor, 
Jer; Price 38,552 gp, Cost 19,276 gp + 1,542 XP 

‘Masterwork Cold fron Longsword; This nonmagical long: 
sword i crafted out of cold iron. Asa masterwork weapan,ithasa 
‘enhancement bonus on attack rolls 

No aura (nonmagical); Price 330 gp. 

Nine Lives Stealer: This longsword always performs as a2. 
Jimgsword, bur it also bas the power to daw the life force from an 
‘opponent. Itcan do this nine times before the ability isos. Atha 
point, the sword becomes a simple +2 longauonl (vith ahintof ei, 
bout i) A eritcal hit must be dealt forthe swords death-dealing 
bility to function, and this weapon has.no effect on creatures not 
subject to critical his The viesim is entitled toa DC. 20 Fortitude 
save toavoid death Lthe save is successful, the swotds death: dal: 
{ng ability does not function, no use of the ability is expended, and 
normal critical damage is determined. This sword is evil and any) 
‘good character attempting to wield ic gains two negative levels 
These negative levels remain as long a6 the sworn is in hand and 
disappear when the sword is no longer wielded. These negative 
levels never result in actual level loss, but they cannot be overcome 
imany way (including nsloration spells) while the sword wielded 
Strong necromancy [evill;CL 13th; Craft Magic Armsand Armor, 
ger of death; Price 23,087 gp; Cost 11,528 gp 5 sp + 922XP. 
Oathbow: Of elven make, this white +2 composite langlow (+2 

« bonus) whispers "Swift defeat ro my enemies" in Elven when 
nocked and pulled. Once per day, ifthe fier swears aloud to slay 
her target (a fee action), the hows whisper becomes the low shout 

‘Swift death to those who have wronged me." Against such a 
sworn enemy, the bow has.a.+S.enbancement bonus and arrows 
launched from it deal an additional de points of damage (and 4 
‘critical hit instead of the normal 3). However, the bow is 
treated.as only.a masterwork weapon against all foes otber than 
the sworn enemy, and the wielder takes a1 penalty on attack 
rolls with any weapon other than the oathbouw. These bonuses and 
‘penalties last for seven days or until the sworn enemy is slain ot 
destroyed by the wielder of the-oathbow, whichever comes first. 

Te oufikow may only have.onc sworn enemy at a time, Once 
the wielder swears to slay a.target,.he cannot make ¢ new oath 
‘un he as slain chat target or seven days have passed. Even ifthe 
wielder slays the sworn enemy on the same day that he makes the 
cath, he cannot activate the oathhows special power again until 24 
‘hours have passed from the time he made the oath, 

‘Strong evocation: CL 15th; Craft. Magic Arms and Armor, cre 
stor must be an elf Price 25,600 gp; Cost 13,100 gp + 1.000 XP. 

‘Rapier of Puncturing: Tree times per day, this +2 wounding 
‘pierallows the wielder to make a touch attack with the sweapon 
that deals 1d6 points of Constitution damage by draining blood.| 
(Creatures immune to critical hits are immune to the Cansttition| 
damage dealt by this weapon. | 

Strong necromancy: CL. 13th; Craft Magic Arms'and Armor) 
harms Price 50,320 gp, Cost 25,320 gp +2000 XB. t 

‘Screaming Bolt: One ofthese +2 lt screams when fited, fore 
ingall enemies of the wielder within 20 feet ofthe path of the bolt 
sosuccess ona DC.14 Will save orbecome shaken This sa mind- 
affecting fear effect. 


Faint enchantment; CL Sth; Craft Magic Arms.and Armor, 


loom; Price 267ep; Cost 128 gp and 5 sp +10 XP. butthe DC1o void the death effect is 23, 
Shatterspike: Wielders without the Improved Sunder feat use 


der feat add a.+4 bonus (including the swords +t enhancement. 
bonus) to the opposed soll when attempting to stike a foes weapon. [ing arrow); Cost 1.144 gp S-sp-+ 91 XP (slaying arrow) of 2.03 


460 XP, Weight 4 Ib Faint enchantment: CL Sth; Craft Magic Atms and Armor. sep 
‘Shifter’s Sorrow: This 11/+1tworbladed sword hus blades of Price 132 gp; Cost 69 gp 5 p+ 5 XP. 

alchemical silver-The weapon deals an extra 2d6 points of damage Sun Blade: This sword isthe sizeof a bastard sword. Hovweves 

against any creature with the shapechanger sur sun blade is wielded as ft were a short sword with respect rasveight 
‘When. shapechanger ora creature in an alternate form (such. and ease of use. (In other words, the weapon appears to all viewers 

‘asadruid using wild shape) is stuck by the weapon, it must make} to be a bastard sword, and deals bastard sword damage, but the 


{aDc.1s Will save or etuen to its natural form, jsvielder fels and reacts.as if the weapon were a short sword.) Any 
Stong transmutation; CL. 13th; Craft Arms and Armor, ball) individual able to use ether a bastard sword or a short sword! with 

polymorph Bice 12.780 gp Cost 6780 gp + 480 XP; Weight 10 Ib.| proficiency is proficient in the use ofa sun blade, Likewise, Weapon 
Silver Dagger, Masterwork; This masterwork alchemical 


Focus and Weapon Specialization in short sword and bastand sword 

silver dagger is nonmagical. Asa masterwork weapon, it has. +1 apply equally, but the benefits of those feats donot stack. 
enhancement bonus on attack rolls. tn normal combat, the glowing golden blade of the weapon is. 
No aura (nonmagical); Price 322 gp. ‘equal oa +2basandswonl, Against evil creatures its enhancement 
bonus is:+4, Against Negative Energy Plane creatures or undead 


feat Designated Type or Subtype creatures, the sword deals double damage (and 3 on a critical hit 
0-05 Aberrations {instead of the usual. x2), 
|, 06-08 Animals 


The blade also has a special sunlight power. Once pet day. the 


10-16 Constructs welder can swing the blade vigorously above her head while 
2. Dragons speaking a command word, The sunblade then sheds a bright yellow 
24-27 Elemental radiance that i like full daylight. The radiance begins shining ina 
2-2 


10-foor radius around the sword wilder and, 


ds outward. tS 


339 feet per round for 10 rounds thereafter, ro create a globe of light 
40 with a 60fo0t radius, When the wielder stops swinging the ral: 
Dery Humanoid, dart ance fades to a dim glow that persists for another minute before 
444 Humanoid, af Aisappearing entcey. All un blades are of good alignment.and any 
45 Humanoid gol col cteature attempting to wield one gains one negative level The 
4 Humanoid, gnome ‘negative level remains as long as the sword is.in hand and disap 
47-49 Humanoid, gobinoid pears when the sword is no longer wielded, This negative level 
50 Humanoid, halling ‘never results in actual level. Joss, but it cannot be overcome in any 
sist ‘Humanoid, human ‘way (including restomtion spells) while the sword is wielded. 
58-57 Humanoid, reptilan Moderate evocation; CL. 10th, Craft Magle Arms and Armor, day 
58-60 ‘Humanoids, ore light xeator must be good Price $0338 gp, Cost 25,338 yp + 2,000 XP, 
61-65 Magical beasts ‘Sword of Life Stealing: This black iron +2 longywonl bestows @ 
66-10 Monstrous humanoids negative level when it deals critical hit The sword » 

Ooxes dé temporary hit points each time a negative level is bestowed on 

Outsiders, alr another. These temporary hit points last for 24 hours. One day 

Outsiders, chaatic after being struck, subjects must make a DC 46 Fortirude save for 

Outsiders, earth each negative level or lose a character level. 

Qutsiders, ei 


‘Strong nectomancy; CL 17th. Craft Magic Arms and Armor, 
‘onervations Price 25,715 gp; Cost 12,857 gp and § sp + 1,029 XP. 

‘Sword of the Planes: This longsword has an enhancement 
bonus of +4 on the Material Plane, but on any Elemental Plane its 
enhancement bonus increases 10.42. (The +2 enhancement bonus 


Outsiders fire 

Outsiders. good 
‘Outsiders awl 
Outsiders, water 


Plants also applies on the Material Plane when the weapon is used 
Undead against elementals) It operates as a +3 longswond on.the Astra 
Vermin Plane or:he Ethereal Plane or when used against opponents native 

to either of those planes. On any other plane, or against any. out: 
Slaying Arrows'This +{armwis keyed soa particulartype or sub- sider, it functions asa. +4 lngwonk, 

Jorpe of creature. fit strikes such a ceanure, the target must make a Strong evocation; CL 1th; Craft Magic Arms and Armor, slane| 

JDC 20 Fortitude save or die (or, in the case of unliving targets, be shi: Price 22.315 gp; Cost 11,157 gp and S sp +893 XP. 

destroyed) instantly. Note that even creatures normally exempt Sword of Subtlety: A +1 short sword with ain, dull gay blade,| 


[fiom Fortitude saves (undead and constructs) are subject to.this|_|this weapon provides.a +4-honus on its wielder’ attack and 
attack. When keyed toa living creature, this isa death effect (and, {damage rolls when he is making a sneak attack with it 

thus death wand protects target) To determine the type or subtype |_Maderate illusion: CL 7th Craft Magic Arms and Armor, bur 
of creature the arrow is keyed to, roll on the previous rable. Price-22.310 gp, Cost 11,185 gp +892 XP. 


‘A grealerslaying arrow functions just like a normal slaying armn) 


Strong necromancy; CL 13th; Craft Magic Arms and Armor, 
espe as a +4 longsusond only, wielders with the Improved Sun- finger of death (slaying.arro) or heightened finger of death (greater: 


slaying arrow); Price 2.282 gp (slaying arr) oF 4,087 gp (gnaterslay= 


If successful, Shatterspike deals 1d8+4 points of damage plus the P (greater slaying ama). 

\wielder’s Strength modifier to the target weapon (the target Sleep Arrow; This-+1anmw {s painted white and has white 
weapons hardness must sill be overcome with each hit). Shattespike| fletching. If ir strikes. a foe so that it would normally deal damage, 
‘can damage weapons with an enhancement bonus of +4 orlower.| jt instead bursts into. magical energy that deals nonlethal damage, 

‘Strong evocation; CI. 13¢h; Ste13,Craft Armsand Armor, Fower, (in the same amount as would be lethal damage) and forces the | 

‘Anxack, Improved Sunder, shatter, rice 4,315 gp; Cost 2,315 gp + target to make a DC. 11 Will save or fll asleep 


Sylvan Scimitar: This «imilar when used outdoors ina tem: 
perate climate, grants its wielder the use of the Cleave feat and 
deals an extra ids points of damage 

Moderate evocation; CL 11th, Craft Magic Arms and Armor 
Aivine power ox creator must be a 7eh-level druid Price 47,315ep% 
(Cost 23,657 gp and 5 sp 1.893 XP. 

‘Trident of Fish Command: The magical properties ofthis +1 
rent with a -foot-long haft enable its Welder to charm upto 14 
HD of aquatic animals (Wall DC 16 negates, animals geta +S bonus 
ifcurrently under attack by.the wielder or his 


allies), no two of which can be more-than 30 feet 


apart. The wielder can use this effect up to 


three times per day. The wielder can commu 


using a speak 
making the 
saving throw are free of control, but they 
will not approach within 10 feet ofthe tt 
dent. The trident can be used up to three 
times per day. 

Moderate enchantment; CL. 7th Craft 
Magic Arms and.Armor, spk with ant. 
mals; Price 18,650 gpi Cost 9,325 gp 

XP. 

Trident of Warning: A weapon of 
this type enables ing wielder to deter 
mine the location, depth, kind, and 
‘number of aquatic predators within 680 
feet, trident of warning must be grasped 

n order for the character 
nation, andl it 
wand to sean a hemisphere with 
a radius of 680 feet, The weapon is other 


swith animals spell, Anim 


and pointed i 
using it to_gain.such infor 
requires 1 


wise a +2 trident, 

Moderate divination; CL 
Magic Arms and Armor, 
Price 10,415 gp; Cost 5,057 gp and s sp+ 
40s. vw 


POTIONS AND OILS 

A potion 1s a magic liquid that produces its 
effect when imbibed. Magicoils are similar ro 
potions, except that oils are applied externally 
rather than imbibed, A potion of oil can be used only once. Ir ea 
duplicate the effect of a spell of up.ta 3rd level that has a casting 
time of less than -minute. 

Potions ate like spells cast upon the Imbiber. The characte 
taking the potion doesnit get wo make any decisions about the ef 


th; Craft 
cate create 


fiact—the caster who brewed the potion has already done so. Fo 


example.a always designed to pro 
{ect against a specific energy type chosen by the creator, not the 
drinker. The drinker of potion i both the effective target and the 
‘aster of the effect (though the potion indicates the caster level, 
the drinker still controls the effect such as with levitate 

The petson applying an oils the effective caster, but the object 
is the target. When a.character applies ol of speak with dead, the 
characteris the one asking the questions 


Physical Description: A typical potion or.cil consists of 1 


ounce of liquid held in a ceramic or glass vial fitted with a tight 
stopper. The id container is usually no more than.1 inch 
wide and 2 inches high. The vial has AC.13, hit point, hardness 1, 
‘and a break DC of 12. Vials bold 1 ounce of ligud. 

Adentifying Potions: In addition to the standand methods of 
Jidentfication, PCs.can sample from each container they find to 
attempt.to determine the nature of the liquid inside. An expeti: 
enced character learns to identify potions by memory—for 
example, the last time she tasted a liquid that reminded her of 
almonds, itsurned ot ‘You can. 


oper 


im of cure maerate wound 


-wand players who keep records of potion sampling by always 
ving the same type of potion taste the same—or you can cross 
them up by.occasionally having the almond-flavored potion be 
her than.a potion of ure madenste 
‘Activation: Drinking.a potion or applying an ol requires no spe 
ial skill. The user merely removes the stopper and swallows the 
potion oF smears on she ol. The following rules gavern potion and 
Drinking potion arusing an oil on an item of gear isa standard 
‘action. The potion or oil takes effect immediately 
Using potion or oll provokesattacks of opport 
nity. A successful attack (including grappling 
attacks) against the character forces a.Concen 
casting aspell). Ifthe char 
cannot drink the 
y may directan attack of op 
oil container 
rather than against the character A successful 
attack ofthis sortcan destroy 1 
page 165 ofthe Payers Handbo 
‘Acreatute must be able swallow. potion ot 
smear on an ol, Because ofthis incorporeal cre: 
utes cannot. use potions oo 
‘Any corporeal creature. can imbibe a potion, 
ie potion must be swallowed. Any. corporeal 
ture can use an ol 
“Acha 
nconsclous creature as afl: 
fckling the liquid down the-creature’ 
Aikewise.it takes a fullound action. apply-an. 
ll to an unconscious creature 
| Random Generation: To 
and olls randomly oll on T 


tration check (asf 
acter fails this check, 9 
potion. An ene 

portunity against the potion 


ter can carefully administer potion to 
und action, 
hroat. 


generate potions. 


17: Potions 
and Oils (ee the following page). 


Potion Descriptions 
Because standant potions are simply.spels in 
liquid form, refer to the spell description in 
the Players Handbook forall pertinent details 
The caster level for a standa 
‘minimum caster level needed to cast the spell 
unless otherwise specified) 


war 


RINGS 


‘Rings bestow. magical powers upon thelr wearers. Only a rare few 
have charges, Anyone can use a ring, 
‘A character can only effectively wear two magic rings, A third 


magic ting doesn't work if the.svearer is already wearing two 


magic rings 

Physical Deser 
though exct 
vast majority of rings.are forged from metal 
metals such as gold, silver, and platinum. A ring has AC 13, 2 hit 
points, hardness 10, anda break DC of 26 

Activation: Usually, a ting’s ability is activated by. a command. 
won! (a standard action that does not provoke attacks of apport 
nity) oF it works continually, So 
tion methods, according to their descriptions 

Random Generation: To generate rings randomly, roll on 
Table 7-18: Rings (see page 231) 

Special Qualities: Roll dj. A result of 01 indicates the ring s 

3 indicates that something (a design, inscription, or 

the like) provides a clue tits function, and 32100 indicates no spe: 
lligent items have, extra abilities and sometimes 
‘extraonlinary, powers and special purposes. Use Table 7~30: Item 
Intelligence, Wisdom, Charisma, and Capabilities as indicated if 
ring s intelligent. Rings with charges can never be intelligent 


on: Rings have no appreciable weight. Al 
sexist that are crafted from glass or bone, the 


‘usually precious 


3¢ tings have exceptional activa 


‘Taste 7-17: POTIONS AND OlLs 


Minor Medium Major Potion or Oi Market Price 
01-10 = — Cure ight wounds (pation) 50 gp 
1-13 — _ Endure elements (potion) 50 9 
V5 = — Hide from animals (potion) SO gp 
16-17 —__—__ de am undead (potion). 50g. 
119 = — — Jump (potion) 508 | 
‘Mage armor. (pation) 50gp 
Monic fag (potion) Sop 
Mogicstone (al) S0gp. 
Magic weapon (ll) 50 a9 
as without ce. (potion) 50 gp 
Protection fom alignment) (potion) 50 gp 
Remove fear (potion) 50 gp 
Sanctuary (ation) 50gp 
‘Shield of fth +2 (potion) 50 gp 
Shilllogh (il) 50 sp 
Bless weapon (ol) 10 gp | 
Enlarge person (potion) 250 gp 
Reduce person (potion) 230 gp 
‘id (potion) 300.89 
Barskn 2 (potion) 300 gp 
Bears endurance (potion) 3005p 
Blu (potion) 300 gp 
Bull's strength (tion) 300 gp 
at's proce (potion), 300 gp 
Cure moderate wounds (potion) 300 gp 
Darkness (ll), 300 gp 
Darkvson (potion) 300 gp 
Delay poion (potion). 300 gp 
Eagle's plandr (potion) 300 gp 
Fors cunning (potion) 300 gp 
Anvil (potion o ll) 300 gp 
Lesser restoration (potion) 300 gp 
Levitate (pti oto) 300 ap 
Maairection (potion) 300 gp 
‘Owl's wider (potion) 300 ep 
Protection fom arrows 300 gp 
10/mage (potion) 
Remove paralysis (potion) 300 gp 
94-96 45-46 — Resist energy (type) 10 (potion). 300.gp 
97 41-48 14. Shield of fat +3 (potion) 300 gp 
98-99 49 _— Spider cmb (potion) 300 gp 
100 50.15. —_Undetctoble alignment (potion) 300 gp 
= $}__16_Barkshin 48 (potion). 600 gp 
= SZ W-AN Shield of fath-+4 (potion) 600 up 


Ring Descriptions 
Rings are some of the most covered and generally useful magic 
{items Standard rings are described below. 
‘Animal Friendship: On command, this ting affects an animal 
asthe wearer had cast charm animal 
Faint enchantment, CL 3rd} Forge Ring, charm animal; Price 
10,800 gp. 
Blinking: On command, this ring makes the wearer blink, as 
with ee blink spell 
Moderate transmutation Lh Forge Ring, blink Price 27,000 gp. 
Chameleon Power: Asa free action, the wearer ofthis ring can 
again the ability to magically lend in with the surroundings. This 
provides a +10 competence bonus on her Hide checks.ASa stan- 
slard action, she can also command the ring to utilis the spel is 
| guise selfas often as she wants 
Faint illusion; CL 3nd; Forge Ring, diguise sel, invisibility: Price 
{ia700gp. 
Climbing: This ting is actually « magic leather cord that ties 
‘round.a finger. It continually grants the wearer a +5 competence, 
bonus on Climb checks. 


Resist energy (type) 20(potion) _700-gp. 
— 56-60 21-28 Cure seriou wounds (pation) 750 gp 
— 6 29 _Dayigh (ol), 7308p, 
— 62-64 30-32 Displovement (potion) 7508p 
— 6 33 Flame arow (cil) 7303p 

| = 66-68 34-38 Fly (potion) 750 gp 
— 68 39 Gaseous form (potion) 750 gp 
= 70-7) — Greater magic fong +1 (potion) 750 gp 
— 72-73 —__ Greater magic weopon +1 (oll) 730 gp. 
= 4-75 40-4) Hoste (potion) 7508p, 
— 76-78 42-44 Heroism (potion) 750 gp, 
= 79-80 45-46. Keen ede (ol) 750 ep 
— B47 Mogie circle ogains (alignment).750 gp. 

(potion) 
= 8-83 — Magic vestment +1 (oi) 7504p 
— 84-86 48-50 _ Neutralize poison (potion) 750.¢p 
= R748) 51-52 Nondetection (potion) 7504p 
— 89-91 53-54 Protection from energy (ype) 750.gp 
(potion) 
— 92-9) $5 Rope (potion) 150ee 
— 94 56. Remove blindness/deafnes 750-89 
(potion). 
= 95 $7 Remove curse (potion) 750° 
— 96 58 Remove disease (pian) 7509p 
= 9738 Tangues (potion) 750.69 
— 98-99 69 Water breathing (potion) 750.59 
— 10061 Water walk (potion) 78089 | 
— = $263 _Borkskin +4 (potien, 300 gp 
= = 4 Shield of faith + (potion) 900 Rp | 
— 65. Good hope (potion) 1,050 
= = 66-68 Resist energy (ype) 30 (potion) 1,100 gp 
— 68 _arkskin +5 (potion) 11200.gp. 
= 70-13 Greater mogic fang +2 (potion) 1,200 gp 
— 74-77 Greater mae weapon +2 (ol) 1,200 gp 
= = PRET Mogicvestment +2 (ol) 1,200 gp 
— = 82 Protection from arrows 1,500 gp 
15/moie (pation) 
ease Greater magic fang +3 (potion) 1,800 gp 
a Greoter magic weapon +3 (ol) 1,800 gp 
oe ‘Magic vestmen +3 (oll) 1/800 gp 
oS Greater magicfang,+4 (potion) 2,400 gp 
=a Greater magic weopon +4 (ol) 2.40049 
- ‘Magic vestment.+4 (ol) 2,400 gp 
<i Greoter mogicfng +5 (potion) 3,000 gp 
- 99 Greater mogic weapon +5 (ol) 3,000 gp 
= = 100 Magic vestment +5 (ol) 3,000 gp 


Faint tansmutatation; CL Sth: Forge Ring, creator must have § 
ranks inthe Climb shill; Price 2.500 gp, 

Climbing, Improved: As climbing, except it grants a +40 com 
ppetence bonuis on its wearer’ Climb checks 

Faint transmutation; CL Sth; Forge Ring, creator must have 10 
tanks in the Climb skill; Price 10,000 gp 

Counterspells: This ring might seem to be a ring of spell stor 
ing upon first examination. However, while it allows a single 
spell of 1st through éth level to be cast into i, that spell cannot 
be cast out of the ring again. Instead, should that spell ever be 
cast upon the wearer, the spell is immediately countered,as a 
counterspell action, requiring no action (or even knowledge) on 
the wearers part. nce so used, the spell cast within the ring is 
gone, A nev spell (or the-same one as before) may. be placed in 
icagain. 

Moderate evocation; CL 11th; Forge Ring, imbue with spell abi 
ity, Brice 4,000 gp. 

Djinni Calling: One of the many rings of fable, this “genic” 
ting is most useful indeed. It serves asa special gute by means of 
Which a specific djinni can be called from the Elemental Plane of 


Air, When the ring is rubbed (a standard action), the call goes out, ‘Creatures from the plane to which the ring is attuned who] 
and the djinni appears on the next round. The djinni faithfully attack the weater take a1 penalty on thelr attack rolls. The ring 


‘obeys and serves the wearer of the ring. but neverformorethan 1 wearer makes applicable saving throws from the extraplanar crea 
hour per day. Ifthe djinni of the ring is ever killed,the ring _turesatfacks with a +2 resistance bonus, He gains a ++ morale bo-, 
‘becomes nonmagical and worthless. See the Monster Manual for! _|nus on allatack ros against sich creatures, Any weapon he uses 
details ofa djinnis abilities. [bypasses the damage reduction of such creatures, regardless of any 

Strong conjuration; CL 17th; Forge Ring, gale; Price 125,000 gp.] qualities the weapon may.ar-may.not have 

Elemental Command: All four kinds of elemental command) The weater of the.ring is able to converse with creatures from, 
rings are very powerful. Each appears to be nothing more than}, the plane to which his ring is attuned. These creatures recognize 
a lesser magic ring uncl fully activated (see below), buteach|. that he wears the ring. They show a healthy respect forthe wearer 
has certain other powers as wellas the following common| if alignments are similar. If alignments are opposed, creatures feat 
properties the wearer if he is strong. If he is weak, they hate andesite roslay 

Elementals of the plane so which the ring is attuned cant him. Fear hatred, and respect are determined by the DM. 
attack the wearer, or even approach within 5 feet of him, If the The possessor of a ring of elemental command.takes a saving. 
wearer desires, he may forego this protection and instead attempt__throw-penaltyas follows: 
to charm the elemental (as charm monster, Will DC 17 negates). If 
the charmattempe fuls, however, absolute protection is lost and | lement__ Saving Throw Penalty 
no further attempt at charming can be made. | Jair =2 against eath-based effects 

[Seah ~2 agnnst.acoreleccity based effets 
Taste 7-18: Rings: Fire -L against water: or cold-based effects 
Minor Medium Major Ring Market Price || Water -2 agaist firebased eects 
01-18 — Protection +1 2,000 gp 
19-28 — Feather fling 2,200 gp __Inadiition tathe powers described above, each specific ring gives 
2936 — — = Suatenance 2500 gp) ts wearer the following abilities according tots kin, 
3th a Cimbing 2,500 gp 
ng of Elemental Command (At) 


45-52 — = Jumping 2500 gp 


53-60 — ‘Swimming 2,500 gp. + Feather al (unlimited use, wearer only) i 
61-70, 01-05 Countespels (4000 gp). Resist energy (electricity) (unlimited use, wearer only) { 
71-75 06-08 — Mind shielding 8,000 gp + Gust of wind (owice per day) 

76-80 0-18 — Protection 2 $000gp + Wind wall (unlimited use) 

B)-85 19-23, — Fave shield $500 gp + Aurwulk (once perday, wearer only) | 
86-50 24-28 — Rom 860099) + Chain lighinng(once per week) 

— 29-34 — Climbing, improved 11,000 gp The ring appeatsco bea rng of feather falling until a certain con: 
= 3540 — Jumping improved 10.000 gp! dition is met, such as having the ring immersed in boly water, 
— 4-46 ‘Swimming. improved 10,000 gp single-handedly slaying an air elemental, or whatever. the DM. 
91-93 47-5) — Animal fendship 10400 gp determines necessary to activate is full potential. 1k must be reac 
94-96 50-56. 01-02 _Eneny resistance, minor 12,000 gp tivated each time a new wearer acquires it 

97-58 57-61 — Chameleon power 12,700 ep 

59-100. 62-66 —__Woter walking 15,000,g0.|. Ring of Elemental Command (Earth) 

GPT 08-07. Protection +3 18000 gp | + Meld mio sone (unlimited use, wearer only) 

— 72-76 08-10 _ Spell stonng. minor 18.000 gp... + Sofie earth or sone (unlimited us), 

= TR VAS lowisiility 20.000 4p + Stoncshape twice per day). 

— 82-85 16-19. Wieardy () 20.000gp + Stoneskin once per week, wearer onl) 

— 86-90 20-25 Evasion 250009) + Ausswll (twice persweek). 

— 91-83. 26-28. Xray sion 25,000 gp + ‘Willofstone (once per day) 

— 94-97 29-32 Blinking 27,000 gp The ring appears to be a ring of meld. into stone until the DM- 
— 98-100 33-39 Energy restonce, majr 28000,gp established condition is met. 

— = 4049. Protection +4 32,000 gp 

— = _$0-55._ Wizardry (I) 40,000 gp Ringof Elemental Command (Ein) 

— = 56-60. Freedom of movement 40,000 gp) Resist energy (fie) (as major ring of energy resistance [fir]) 
~~ 61-63 _Energy resistonce, greater 444,000 go *_Buming hands (unlimited use) 

— = 6465 Friend shield (par) 50,000 gp) + Flaming sphere (tice. per day) 

—_ — _66-70_Protecton +5. 50,000 gp +_‘Pynofehnics (twice perday) 

= = 174 Shooting sas 50,0006) + Willoffie (once per day) 

~~ _75-78_ spell storing 50,000 gp + _Elamestrike (twice per week). 

= = 80.83 Wizorary i) 70,000 26 The ting appears to be a major ring of etergy resistance fir) nt 
— 84-86 _Telehiness 75,000 gp _the DMLestablished condition is met. 

— = 87-88 Regeneration 90,000 ge 

— 89 Tiree wishes. 97950 gp __Ringof Elemental Command (Wate) 

= = 90-92. Spal turing 98.280 eo + Waler walk (unlimited use) 

— = _ 93-94 _ Wizardry (8) 100,000 gp. {+ Createsoster-nlimited use) 

— = 85 inn cling 125000ep > Wier beathing (unlimited use) { 
| — 35 Elemental command ai) 200.000 gp. _.* Wall ireonce per day) t 
= 7 Elemental command fan)» 200.000 gp |__|> ce siorm (vice per week 

== 38 Elemerta cammand (fre) 200,000 gp, + Contr water twice per week) 

98 elemental command (water) 200,000 gp |. |_The-ting appears to be a ring of water walking until the DM. 


100 Sell storing. major 700,000 gp_| established condition is met, 


Strong conjuration; CL 15th: Forge Ring, snmon.monser Vall 
appropriate spell; Price 200,000 gp. 

Energy Resistance: This reddish iron ting continwally pro- 
tects the wearer from damage from one type of enetgy—acid, 
cold, electricity fire, or sonic (chosen by the creator ofthe item, 
determine randomly. if found as part of a treasure hoard), Each | 
time the wearer would normally take such damage, subtract the 

|ring’ resistance value from the damage deat. 
[A minor ving of energy resistance grants 10 points of resistance. A. 
majocringofenergy resistance grants 20 points of resistance, A grater 
fring of energy resistance grants 30 points of resistance. 
| Paine (minor or major) of moderate (greater) abjuration; CL 3rd 
(minor), 7th (major), or ttth (greater Forge Ring, resist energy 
rice 12,000 gp (minor), 28,000 gp (major), 44,000 gp (greater. 
Evasion: This ring continually grants the wearer the ability 10 
avoid damage as if she asl evasion, Whenever she makes a Reflex 
saving throw to determine whether she takes half damage, a suc 
Jcessful save results in no damage, j 
[Moderate transmutation; CL 72h; Forge Ring, jump; Brice) 
{25.000 gp, 

Feather Falling: This ring is crafted with a feather pattern all 
around its edge, tacts exactly like a eather fll spell, activated im: 
mediately i the wearer falls mote than 5 fet. 

Faint transmutation; CL st; Forge Ring, feather fll; Price 2,200 gp 

Force Shield: An iron band, this simple ring generatesa shield 
sized (and shield-shaped) wall of ce rhat stays with the ring and 
«can be wielded by the wearer as fit were a heayy-shleld (+2 AC). 

[his special creation has no armor check penalty.or arcane spel 
Jfailure chance since iis weightless and encumbrance-free, It can 
tbe activated and deactivated at willas.a free action, 

Moderate evocation; C1. th; Forge Ring, wal fone Pic 8,800 gp. 

Freedom of Movement: This gold ring allows.the weater 0 
‘actasi continually under the effect ofa fresom.of movement spell 

Moderate abjuration; CL. 7th; Forge Ring, feslom of movement; 
Price 40,000 gp. 

Friend Shield: These curious rings always.come in pairs. A 
friend shied ring without its mates useless Either wearer of one of 
2 pai ofthe rings can, at anytime, command his or herring tocast| 
s shield other spell with the wearer of the mated ring as the.recip:| 
ent. This effect has no range limitation. 

Moderate abjuration; CL 10th; Forge Ring, shield other; Price 
50,000 gp (For a pat) 

Invisibility: By activating this simple silver ring, the wearer 
«an benefit from snvisihiity a the spel. 

Faint illusion; CL 3rd; Forge Ring, invisibility; Price 20,000 gp. 

Jumping: This ring continually allows the wearer to leap about, 
providing +5 competence bonus on all is Jump checks 
,_..Faint transmutation; CL 2nd; Forge Ring, creator must have 5 

{ranks in the Jump skill; Price 2,500 gp. 
| Jumping, Improved: As jumping, except it grants a y10 com: 
[petence bonus of its wearer's Jump check. 
‘Moderate transmutation; 7th; Forge Ring, creator must have 
10 ranks in the Jump skill Price 10,000 gp. 
Mind Shielding: This ring is usually of fine workmanship and 
‘wrought from heavy gold. The wearer is continvally immune to 
detect thought discern iesand any arterop to magically discern her 
alignment. 
Faint aburation; CL 3rd Forge Ring, nondtction: Price 8,000 gp. 
Protection: This ring offers continual magical protection in 
[the form of a deflection bonus of +1 1045 t0 AC. 

Faint abjuration; CL Sth; Forge Ring, shield of faith, caster must 
{be ofa level atleast three times greater than the bonus ofthe ring: 
Price 2,000 gp (ring +1); 8,000 gp {ring +2); 18,000 gp (ring +3): 

000 gp (ring. +4) 50,000 gp (ring +). 

‘Ram: The ring ofthe ram isan ornate ring forged of hard metal, 
‘usually iron or an iron alloy Ir has the head of a ram (or a billy 
_gout)asits device. 


“The wearer can command the ring to give forth a ramlike force, 

manifested by avaguely discernible shape that resembles he head 
ofaram.oca goat. This force strikes a single target, dealing 1d6 
points of damage if charge is expended, 2d6 points if 2 charges 
Jare used, or 3dé points if3 charges (the maximum) are used, Treat 
[this as a ranged attack with a S0-foot maximum range and no 
{penalties for distance, The ring is useful for knocking opponents 
‘off parapets or ledges. among other things. 

‘The force of the blow is considerable, and those struck by the. 
ring are subject toa bull rush if within 30 feet of the ring-weatet| 
(The ram has Strength 25 and is Large.) The ram gains a +1 bonus 
‘on the bull rush attempr if 2 charges are expended, or +2 if 3 
charges are expended 

‘In addition to its atack mode, the ring of the nam also has the | 
powertoopen doors as ft were a character with Srength 25.1F2 
charges are expended, the effec is equivalent to a character with 

{surength 27.13 charges are expended, the effect is that of char 
Jacter with Strength 29, 

| A newly created ring has $0 charges, When all the charges are 
Tespencled, the ring becomes a nonmagica item. 

Moderate transmutation; CL. 9thi Fonge Ring, bul strength ele 
ines Price 8,600 gp, 

Regeneration: This white gold ring continualiyallows living 
wearer to healt poinc of damage pet level every hou rather than 
every day. (Chis ability cannot be aided by the Heal skill) Non 
Jethal damage heals ata rare oft point of damage per level every s 
‘minutes, Ifthe wearer loses a limb, an organ, or.any.other body 
part while wearing this ring, the ring negeentes as the spell tn} 
either case, only damage taken while wearing the ring is regener 
ated. 

Strong conjuration; Ch. 15th; Forge Ring, regenerate; Price 
90,000 gp. 

‘Shooting Stars: Ths ring has two modes of operation, one for 
being in shadowy darkness ot outdoors at night and a second one 
when the wearer is underground or indoors at night 

During the night under the open sky or in areas of shadow or 
darkness, the ring of shooting sarscan perform the following func 
tions on command. 

+ Diancing lights (once per hous) 

+ Light (wice pee night) 

+ Ball lightning (special, once pex-night) 
+ Shooting les (special three per weld 

The frst special function, ball lighining, releases one ro four 
bulls of lightning (ring wearer's choice). These glowing globes 
resemble dancing light, and the ring wearer controls them in the 
same fashion (see the dancing light spell description in the Mayer's 
Handbook). The spheres have a 120-foot range and a dutation of + 
rounds. They can be moved at 120 feet per round. Each sphere is 
about 3 feet in diameter, and any.ctearure who comes within S 
feet of one causes its charge.to dissipate, taking electricity 
damage in the process acconding tothe number of balls cteated 


Number of Balls 
A lightning balls 
3 lightning balls 
lightning bas 
1 ightnng bal 


Damage per Ball 
146 points of damage each 
246 points of damage each 
536 points of damage each 
4446 points of damage 


Once the bull lightning function is activated, the balls can be 
released at any time before the sun rises. (Multiple balls can he| 
released in the same round) | 
The second special function produces zhtee shooting stars. that 
can be released from the ring each week, simultaneously or oneat 
atime. They impact for 12 points of damage and spread (as afr 


{full n.aS-foor-madius sphere for 24 points of fire damage, 


‘Any creature struck by a shooting star rakes full damage from 
“impact plus fll fire damage from the spread unless it makesa DC 13 


Reflex save. Crearures not struck but within.the spread ignore the 


mpact damage and take only half damage ftom the fre spread on 3 
succesful DC 13 Reflex save. Range is 70 feet, at the end of which 
the shooting tar explodes, unles it strikes a creature or object before 
that. A shooting sar always follows a straight line, and any. creature i. 
its path must makeasave or be hit bythe project. 

Indoors at night, or underground, the ring of shooting stars bas 


+ Spur shower special, once per day) 

The spark shower is flying cloud of sizzling purple sparks that 
fan qu from the ring fora distance of 20feetinan arc 10 feet wide 
Creatures within cis area take 248 points of damage each if not 
‘wearing metal armor or carrying a metal weapon, Those wearing 
‘metal armor and/or carrying a metal weapon take 4d8 points oF 
damage 

trong evocation; CL 12th; Forge Ring, light faerie fie, fireball, 
lightning tlt Price $0,000 gp. 

Spell Storing, Minor: minor ring ofl storing contains up 
thee levels of spells chat the wearer can cast Each spell has 
level equal tothe minimum level needed ro cast that ape 
User need not provide any material components ot focUss OF 
pay an XP cost to cast the sell and there sno areane 
failure chance for wearing armor (because them 
wearer need not gesture). The activation time forthe 
ring is same as the casting time forthe relevant spe 
wth a minimum oft standard action. 

For axandomly generated ring, treat it aa 
‘serol to determine what spells are stored init 
(Gee the Scrolls section later in this chapter, If 
you roll a spell chat would pur the ring over the 
three-level limit, ignore that rol the ring has no. 

J more spells in it. (Not every newly discovered ring 
need be fully charged.) 

Aspellcaster can cast any spells ino the rng, so long as 
the total spell levels donot add up to more than three. Mi 
magic versions of spell take up storage space equal to thelr #pall 
level modified by the metamagic feat. A spelleaster 
can use a scroll to put a spell nto the minor ring of 
spell ring 

‘wizard could cast. wo magic mise spells and a.mage ormor. 
spel into the ring (1 4 +4.» 3).She could then give the ring toa 
diruid, who casts the mage armor spell from the ring and chen pus 
‘calm animal spell into the ring. The druid could give the sing toa 
barbarian, who could use all she spells but could not replace ony 

“The ring. magically imparts to she wearer the names o all spells 
currently stored within it 

Faint evocation; CL. Sth; Forge Ring. 
Price 1,000 ap 

Spell Storing: As the minor rngof sll storing, except it holds 
‘up tafive levels of spells 

‘Moderate evocation; CL. 9th; Forge Ring, imbue with sel aby 
Price $0,000 gp. 

Spell Storing, Major: As the minor ring of ll storing except t 
holds up ten levels of spell. 
Strong evocation; CL 171 

Price 200,000 gp. 

Spell Turning: Up to three mes pet day on command this 
simple platinum bund automatically reflects the nextnine levels 
of spells cast a the wearer, exactly. as if sll turning had been cast 
upon the wearer. 

Strong abjuration: CL 13th; Forge Ring, spell turnings Price 


ith spell ability: 


Forge Ring, imbue with spell ability 


{28260 gp. 

Sustenance: This ring continually provides its wearer with 
life-sustaining nourishment. The ring also refreshes the body and. 
rind, sa thatits wearer needs only sleep 2 hours per day to gain 
the benefit of & hours of sleep. The ring must be worn for a full 


week before ichegins to work. Ifit is removed, the owner must. 
wear itforanother week to reattune it to himself | 

“aint conjuraion; CL. sth; Forge Ring, create fod and waters Price 
2,500.50. | 

Swimming: This ilversing has a wave pattern etched inta the 
band, Ircontinually grants the wearer a +5 competence bonus on 

wim checks 

Faint transmutation: CL 2nd; Forge Ring, creator must have 5 
ranks in the Swim ski: Price 2,500 gp. 

‘Swimming, Improved: As swimming, except it grants 8 +10. 
‘competence bonus an its wearers Swim checks, 

Moderate transmutation; CL 7th; Forge Ring, creator must have 
10 anks inthe Swim skill Price 10,000 gp. 

‘elekinesis: This ring allows the caster 1o.use the spell tlckine 
‘icon command 

Moderate transmutation; CL 9th; Forge Ring, elekimens Price 
75,000 gp. 

Mhree Wishes: This ring is set with three rubies. Each ruby 

stores a wish spel, activated by the ring, When a wish 

is used, shat ruby disappears Fora randomly gem 

exated ring, roll 1d3.t0 determine the remaining. 

number of rubies. When all.the-wishes are used, 
the ring becomes a nontnagical. tem, 

Strong evocation (if mincleis used), CL 20th 

¢ Ring, wish or mini, Price. 97,980 gps Cost 

AAA7S gps 15918 XP 

Water Walking: This ring. set with an opal, 
Allows the wearer to continually.utilizethe effects of 

the spell water walk, 

Moderate transmuta 
water walk; Price 15,000 gp. | 
Wizardry, This special ring comes in four kinds (ring 

dry fring of wiry ring of wry UH, ang 

iy Vall of them useful only to arcane spelleasters The 
PWearers arcane spels per day are doubled for one specific spel. 

ILA ringof wicandry I doubles tst-level spell a rig wiaanry 

PW doubles 2nd-level spells, a ring of wicandry LL doubles Sr-level 
ila ring of wisenry TV doubles 4th-level spells. Bonus spells 

From high ability scores or school specialization are not doubled 

‘Moderate (wisaniry 1) oe strong (wizalry H-LV) (no school) CL. 
Aaah (1), t4eh (1), 17¢h (HAD, 20th AV); Forge Ring, limited wish 
Price 20,000 gp (1), 40,000. gp LL, 70,000. gp (11), 100,000 gp (1V 

XRay Vision: On command. this ring gives Its possesvor the 
abiliyo se into and through solid matter. Vision range is 20 fet, 
with the viewer aeing as If he were looking at something in 
‘normal light even if there is no illumination. (For example, if the 
wearer looks into a locked chest, he can see inside even if there’ 
no light within.) X-ray vision can penetrate foot of stone, 4 inch 
of common metal, or up 10.3 feet.of wood or ditt. Thicker sub 
stances ora thin sheet of lead blocks the vision, 

Using he ring is physically exhausting, causing the weater 1 
point of Constitution damage per minute after the first 10 min- 
tes of use in a single day 

‘Moderate divination; CL 6th; Forge Ring, true seeing; Price 

00 8p. 


CL 9th Rorge King, 


RODS. + 


Rods ate sceprerlike devices that have unique magical powers and 
ddo not usually have charges. Anyone can use a tod. | 
Physical Description: Rods weigh approximately $ pounds | 
They range from 2feet 10 3 feet long and are usually made of iron] 
‘ot someothex metal, (Many as.noted in theit descriptions, can} 
function as hight maces or clubs due to thei sturdy constriction.) 
‘These sturdy. items have AC.9, 10 hit points, hardness 10, and a 
{break DC of 2 
‘Activation: Details relating to 10a use vary from item to tem 
See the individual descriptions for specifics. 


Random Generation: To generate rods randomly, soll on Table 
7-19: Rods, 

Special Qualities: Roll ds, A 01 result indicates the rod is 
intelligent, 02-31 indicates that something (a design, inscrip 
tion, or the like) provides a clue.to its function, and 32-100) 
indicates no special qualities, Intelligent items have extra abil 
ties and sometimes extraordinary powers and special purposes. 
|LUse-Table 7-30: Irem Intelligence, Wisdom, Charisma, and 
[Capabilities as indicated if a rod is intelligent. Rods with] 
charges can never be intelligent. 


TaBke 7-19; Rops 


Medium Major Rod. Market Price 
01-07 = Metamagtc, Emig, lser 3,000 gp 
08-14 Metamagte, Erte, lester 3,000 gp 
15-21 Metamagic Silent, lesser 3,000 gp 
22-28 —___Immavable. 5,000 gp 

| 2935 Metamagic, Empower, eser 9000 gp | 
|. 36-42 —_ Meta and miner detection 10.500 gp 
| 43453 01-04 Gancalation 11,0 gp 
54-37 08-06 Metamagi, Enlonge 1,000 gp 
58-61 07-08 Metamagic, Emend 11,000 gp 
62-65 09-10 Metamagic Silent 11,000 gp 
66-71 1114 Wonder 12,000 gp 
72-79 15-18 Python 13,000 gp 
80-83 Metamaglc, Maximize, lesser 14,000 ap 
44-89 19-2) Flame extinguishing 15,000 gp 
90-97 22-25 Viper 19,000 up 
— 26-30 Enemy detection 23,500 gp 
= 31-36 Metamagic, Enlarge, greater 24,800 gp 
— 37-42. Metamagc, Extend, greater 24,500 gp 
48-48 Metamagi, Silent, greater 24500 gp 
— 48-53. Splendor 25,000 gp 
SAS Withering 25,000 gp 
98-89 58-64 Metamagic, Empower 32,500 gp 
— 65-69. Thunder ond lighining 33,000 gp 
100_70-73 __ Metamagic, Quicken, ser 35,0008p 
= 77 Negation 37,000 gp 
— 78-80 Absorption 50,000 gp, 
= Be Paling 50,000 gp 
— 85-86 Metamagic, Maximize 54,000 gp, 
= 8788 Rules 0,000 gp 
— $9.50 Secu, 61,000 gp 
9-82 Condy might 70,000 gp 
— 93-94 Metamagc, Empower, greater 73,000 gp 
95-96 Metamagte, Quicken 75,500 pp 
— 97-98 Aleriness 85,000 gp 
= 39 Metamagle, Marimize, greater 121,500 gp 

[=~ 100 Metamagic. Quishen. grater 170,000 gp 


Rod Descriptions 
‘Although all redsare generillysceprerlike, thei configurations and 
abilities ran the magical gamuit, Standard rods are described below. 
Absorption: This rod acts as.a magnet, drawing spells or spell 
{ike abilities nto iselfThe magicabsorbed must be a single-target 
spell ora ray directed at either the character possessing the rod or 
her gear The rod then nullifies the spells. effect and stores is po- 
tential until the wilder releases this energy. in the form of spells 
of her own, She can instantly detecta spell’ level as the rod 
{absorbs that spells energy. Absorption requires no.action on the 
Jar of the user the rod isin hand atthe rime. 
| A running total of absorbed (and used) spel levels should be 
‘{kceps. Zor example, .rod that absorbs a 6th-level spell and a 3rd 
evel spell has otal of nine absorbed spell levels The wielder of 
the rod.can use captured spell energy to cast any spell she has, 
prepared, withour expending the preparation itself. The only} 
resttictions are that the levels of spell energy stored in the rod) 


‘must be equal to or greater than the level ofthe spell the wielder 
‘wants.to.cast, that any material components required for the. 
spellbe present. and thatthe rod be in hand when casting. Con=, 
tinuing the example above, the rod wielder could use the nine 
absorbed spell levels ro cast one th-level spell, or one Sth-level 
[and one 4th-level spell, or nine tst-level spells, and so on, For 
\casters such as bards or sorcerers who do not prepare spells, the 
rod’ energy can be used to cast any spell of the appropriate level 
or levels that they know. 

‘A odo absorption absorbs a maximum of fifty spel evelsand can. 
thereafter only discharge any remaining potential it might have.| 
“The rod cannot be recharged. The wielder knows the rods remain: 
ing absorbing potential and current amount of stored energy. 

‘Amore specific example: Jozan the cleric uses a brandnew mdf 
saborptian. to nullify the effect ofa suggestion spell cast at him by. 
sorcerer. The tod has now absorbed three spell levels and can 
absorb forty-seven more. Jozan can cast any 1st, 2nd>, or Inlevel 
spell he has prepared, without loss ofthat preparation, by sing the 
{stored potential ofthe rod. Let’ assume he casts hold pero back at 
the sorcerer who just attacked him. Ths spells 2nd level for himy 
so the rod still holds one spel level of potential, can absorb forty 
seven more,and has disposed of two spell levels permanently, 

‘To determine the absorption potential remaining in a newly 
found rod, roll. and divide the result by 2. Then soll. ds again 
‘On a result of 71-100, half the levels alteady absorbed by the rod 
ae stil stored within. For example, ithe firs roll determines shat 
the rod has thirty-four levels of absorption potential remaining, 
that means the rod has absorbed sixteen levels’ worth. of spells. | 
Half of sixteen is eight, so there’ « 30% chance that it sill holds | 
eight absorbed spel levels ready for use | 

Strong abjuration; 1.1 th; Craft Rod ll ung: rice 50,000 gp. 

Alertness: This rod is indistinguishable from a +1 light mac. It 
has eight flanges on its macelike head. The rod bestows a +1) 
Insight bonus on initiative checks. If grasped firmly, the tod 
‘enables the holder rouse detect evi detect go, detect chaos detect la, 
detect magi discern Kes ight or see invsblity, Each different use sa 
standard action 

UF the head ofa roof alertness is planted in the ground, and the 
possessor wll ito alertness (a standard action), the rod senses any 
‘creature within 120 feet whe intends to harm the possessor. Atthe 
same time, the rod creates the effect of a payer spell upon all erea- 
tutes friendly to the possessor in.a 20-foot radius. Immediately 
thereafter, the rod sends forth a mental alert to these friendly cree 
‘tunes, warning them of possible danger from the unftiendly crew 
ture or creatures within the 120-foot radius. These effects last for 10 
‘minutes an the rod can perform this function once pet day 

Last the rod can be used to simulate the casting of an animate 
objects spell, utilizing any eleven (or fewer) Small objects located 
roughly around the perimeter ofa S-foot-radius circle centered on 
the tod when planted inthe ground, Objects remain animated for 
11 rounds. The rod can perform this function once per day. 

Moderate abjuration, divination, enchantment, and evocation; 
CCL 11th; Craft Rod, alarm, detect chaos detect evil, detect goo, detet 
Te detect mags discern lies, light, sce invisibility, prayer, antmate 
objects Price 85,000 gp. 

Cancellation: This dreaded rod isa bane ro magic tems forts 
touch drains an item ofall magical properties. The item touched. 
must make a DC 23 Will save o prevent the rod from draining it. 
If a creature is holding it atthe time, then the item.can.use the 
holders Will save bonus in place ofits own ifthe holder is better 
In sich cases, contact is made by makinga melee ouch attack ral. | 
‘Upon draining an item, the rod itself becomes britle and cannot] 
‘be used again, Drained items ae only restorable by wish or mini 

{Ata sphen-of annihilation and a dof cancellation negate each other, 
nothing can restore either of them) 

Strong abjutation; CL 17th; Craft Rod, Mondenkainen’s dijune 
tion; Price 11,000 gp. 


Enemy Detection: This device pulses in the 
and points in the direction of any creature or creatutes hostile to 
the bearer ofthe device (nearest ones first). These creatures can be 
invisible, ethereal, hidden, disguised, or in plain sight. Detection 
range is 60 feet. Ifthe beater of the rod concentrates for a full. 
round, the rod pinpoints the location of the nearest enemy.and. 
Indicates how many. enemies are within range, The rod can be 
used three times each day, each use lasting up to 10 minutes, Acti: 
varing the rod is « standard 
action, 


Moderate divination; CL 
Loth; Craft Rod, true seeing: Price 
23,500 gp, 


Using mutiple 
S teen 
¢ 
Flailing: Upon the command of 
its possessor, the rod activates, changing, 
from a normal-seeming rod to.a +3 dire 
flail The dite fai is a double weapon, which 
‘means that each of the weapon’ heads can be 
used to attack (see the weapon description on 
page 117 of the Players Handbook), The wielder can 
gain an extra attack (with the second head) 


‘of making all attacks at a2 penalty (as ifshe had the 
Two-Weapon Fighting 

‘Once per day the wielder can us to cause 
the rod to grant her a +4 deflection bonus to Armor Class 
and a 44 resistance bonus on saving throws for 10 minutes, 
The rod need not be in weapon form to grant this bene 

Transforming i into a weapon or back into sod 


Moderate enchantment; CL. 9th; Craft Rod, Craft 
Magic Arms and Armor, bls; Price 50,000 gp. 
Flame Extinguishing: This rod can extinguish. 


edium 


‘or smaller nonmagical fires with simply a touch (a stan 
dard action). For the tod to be effective against other 


sorts of fires, the wielder must expend 1 or.more of 
th 


ods charges 

Extinguishing a Large or larger nonmagical 
‘oF a magic fire of Medium or smaller 

such as 


f+ flaming weapon or a hur: 
‘ng hands spell), expends.1 charge. Con: 
rinual magic flames, such as those of a 

weapon or a fire creature, are sup: 
pressed for 6 rounds and flare up 
ogaln after that time, To extinguish an instantaneous fie spel, che 
rod must be within the area of the effect and the wielder must 
have used a ready action, effectively countering th 

When applied to Large or larger 
caused by fireball, flame strike, or wall of irs extinguishing the 
flames expends 2 charges from the rod. 

Lf the device is used upon. fire creature (a melee touch attack} 
it deals 6dé points of damage to the cr 
charges 

A rod of flame extinguishing has 10 char 
charges are renewe: 


ie spell 
magic fites, such as those 


ture. This use requires 3 


when found. Spent 


xy day. s0 that a Wielder can expend up t 
10 charges in any.24-hour period, 

Strong transmutation; CL 12th; Graft Rod, pyroechnis Price 
15,000 gp. 

Immovable Rod: This rod isa flat iron har with a small burton 
con one end, When the button is pushed (a move action). the r 
does not move from where itis, even ifstaying in place defies grav 
ity Thus, the avner can lift or place the rod wherever he wishes, 
push the buston, and let go, Adventurers have found the iimon 

be od useful for balding ropes, barring doors, and all sorts of 
her utilitarian asks, Many adventurers have found it useful to 
ave more than one, Several immovable ads can even make 
ladder when used together (although only rwo are needed), An 
‘minauable can support upto 8,000 pounds before falling tothe 


ground. fasreature pushes against an immouabler 
30 Strength check to move the rod upto 10 fe 
round 
Moderate transmutation; CL loth; Craft Rod, levitate; Price 
5,000 gp. 
Lordly Might: This a has functions that ae spell-ike, 
and ican lsobe used asa magic weapon of various 
sorts Itlso has several more mundane uses. The 
rodaflndly might is metal chicker than other 
rods, with a flanged ball. atone endl and six 
studlike buttons along its Jengzh, (Pushing 
any of the rod's buttons is equivalent 40 
drawing a weapon.) It weighs. 10 pounds 
The following spell-lke functions ofthe od 
can each be used once per. da. 


must make 
asingle 


+ Hold person upon touch, ifthe wielder 
so commands (Will DC 14 negates), The 
wielder must choose to use this power and 
then succeed on a melee touch attack to activate 
the power, fhe artack fall 
+ Fear upon all enemies viewing it ifthe wielder so 
lesites (10-foot_ maximum. range,-Will DC. 16 
partial), Invoking shis power isa standard action 
* Deal 2d4 hit points of damage to an opponent on 
1 successful touch attack. (Will. DC. 17 
half) and cure. the wielder of alike 
amount of damage. The wielder. 
must choose couse this pawer 
bef 
servo. 


the effect is lost 


The following weapon func 

tions ofthe rod have no limicon the 

umber of times they can be employed 

‘Tas normal form, the rod ean be seas 
light mace 

When button 1 is-pusheds herd 

SO comes «+1 flaming kngsonlA blade 

springs from the ball, th the ball (wef 

‘wots lk The seeapon lengthens to an 


wide blade springs forth atthe ball. and the whole lengthen 
tos feet 
+ When button 3 is pushed. the sod becomes a +3 shortypear 
‘ot+5 lanpywar The spear blade springs forth, and the handle 
can be lengthened up to 12 feet (wielder’s choice), for an 
overall length of from 6 fet to 15 fet. At 
its Sfoat length, the rod is suitable for 
alance 
The following other funetions of the rod also 
have no limit on the numberof times they can be employed 
+ Climbing pole/ladder. When button 4 is pushed, a spike that 
can anchor-in_granite is extruded from the bal, while the 
other end sprouts. three sharp-hooks. The tod lengthens to 
anywhere between $ and 50 fest in a single round, stop 
when button 4s pushed again. Horizontal bars three inches 
Jong fold out from the sides, 1 foot apart, in staggered progres 
sion. The rod is fiemly-beld by the spike and hooks and.can 
beat up t0.4,000 pounds. The wielder ean retract.the pole by 
pushing burton s 
+The ladder function can be used to force. open. doors. ‘The 
‘wielder plans the rod’ ase 30 feet or less from the portal robe} 
orced. and in line with it, then pushes button 4. The force 
exerted hasa Strength modifier of +12, 
“When burton 6s pushed, the rod indicates magnetic north and 
ives the wielder a knowledge of his approximate depth b 
neath she surface o height above it 


Strong enchantment, evocation, nectomancy,and kransmuta- 
tion; CL 19th; Craft Rod, Craft Magic Arms and Armor, inflict 

light wounds, bull's strength, flame blade, hold person, fear; Price 

70,000 gp. 

Metal and Mineral Detection: This rod pulses inthe wielder's 
hand and points the largest mass of metal within 30 fet, How) 
ever the wielder can concentrate on a specific metal or mineral 
\(gold, plasinum, quart, beryl diamond, corundum, and so on). £1 
the specific mineral is within 30 feet, the rod points to any places} 
itis located, and the rod wielder knows the approximate quantity 
as well. If more than one depositof the specified metal or mineral 

{isswithin range, the rod points to the largest cache first, Each oper- 
ation requires fullround action, 

Moderate divination; CL 9th; Graft Rod, locate object; Price 
10,500 gp. 

Metamagic Rods: Metamagic ods hold the essence ofa meta 
magic feat but do-not change the spell slorof the altered spell. All 
{the-rods described here are use-acivated (bur casting spells ina 
{thteatened area still draws an attack of opportunity). A caster may 
Jonly use one metamagic rod on any given spell but i is permiss: 
ble to combine arod with metamagic feats possessed by the rods 

Wilder: In this case, only the feats possessed by the wielder adjust 
the spell slot of the spell being cas 

Possession of a metamagic rod does not confer the associated 
feat on the owner, only the ability to use the given feat a specified 
number of times per day. A sorcerer still must take a fullround 
action when using a metamagic rod, ust. asf using 9 metamagic 
[feathe possesses 

Lesser and Greater Metamagic Rods; Normal metamaglc rods can 
oe used with spells of 6th level or lower. Lesser rods can be used 
|svith spells of Sed level or lower, while greater rods can be used. 
[with spells of ath level o lower, 

Metamagic, Empower: The wielder can cast up to three 
spells per day that are empowered as though using the Empower 
Spell fea, 

Strong (bo school); CL 17th; Craft Rod, Empower Spell Pice 
91000 gp (lesser, $2,500 gp (normal), 73.000 gp Cgreater 

Metamagic, Enlarge: The wielder can cast up to thiee spells 
per day that are enlarged as though using the Enlarge Spell feat. 

Strong (no school); CL. 17th; Craft Rod, Enlarge Spell; Price 
3,000 gp (lesser) 11,000 gp (riormal),24,500 gp (greater. 

Metamagic, Extend: The wielder can cast up to thtee spells! 
per day that are extended as though using the Extend Spell Feat 

Strong. {no school), CL. 17th; Craft Rod, Extend Spell: Price 
3,000 gp (lesser) 14.000 gp (normal) 24,500 gp (greater 

‘Metamagic, Maximize: The wielder can cast. up to choee spells 
perday thatare maximized ns though using the Maximize Spel feat. 

Strong (no school); CL. 17th; Craft. Rod, Maximize Spell 
[Price 14,000 gp (lesser), 54,000 gp (normal), 121,500 gp (greater), 
|_-Metamagic, Quicken: The wielder can cast p10 three spells 
per day that are quickened as though using the Quicken Spel fea. 

‘Strong (no school}; CL.17th; Craft Rod, Quicken Spell Price 
35,000 gp (lesser) 78,500 gp (normal), 170,000 gp (greater). 

‘Metamagic, Silent: The wielder can cas up to three spells per 
«day without verbal componentsas though ising the Silent Spell eat 

Strong (no school) CL.17th Craft Rod, Silent Spell; Price 3,000 
ap (lesser), 11,000 gp (normal), 24,500 gp (gzeate) 

Negation: This device negates the spell or spelllike function 
‘or functions of magic items. The wielder.points the sod ar the 
‘magic item, and a pale gray beam shoots forth so souch the target 

device. artackingasa ray (a ranged touch attack). The ray functions 
{asa greater dispel magicspell, except itonly affects magicitems. To 
{negate instantancous effects from an item, the rod wielder needs 
ta have used a ready action, The dispel check uses the rod’ caster 
evel (15th). The target item gets no saving throw, although the 
rod can negate artifacts (even minor artifacts). The rod can func 
tionshree times per day. 


‘Strong varied: CL 15th; Craft Rod, dsgel magic, and limited wis 
‘or mime; Price 37,000 gp. 

Python: This rod is longer than normal rods. Irs about 4 fee 
Jong and weighs 10 pounds It strikes asa +1/+1 quarters. Lthe 
user throws the rod tothe grounel (a standard ation), it grows to 

Thecome a giant constrictor snake (see page 280 of the Monsier 

Manual for complete staistics) by the end of the round. The 
python obeys all commands of the owner, (In animal form, it 
retains the +1 enhancement bonus on attacks and damage pos 
sessed by the rod form.) The serpent returns to-rod form (a ful: 
round action) whenever the wielder desires, or wheneverit moves 
farther than 100 feet from the owner. IF the snake form is.slain,it 
returns to red form and cannot be activated again for shige days. 
python no. only functions if the possessor is good, 

Moderate transmutation; CL 10th; Craft Rod, Craft Magic Arms 
and Armor, lf polymorph creator aust be gor Price 13,000 gp, 

Rulership: This rod looks like a royal scepter worth atleast 
{5.000 gp in materials and workmanship alone. The wielder can. 
{command the obedience and fealty of creatures within 120 feet 
{owhen she activates the device a standard action), Creatures total: 
ing 300 Hit Dice can be ruled, buteneatures with Intelligence 
scores of 12 or higher are entitled t0.a DC.16 Will save to negate 
the effect, Ruled creatures obey the wielderas if she were their 
absolute sovereign. Sul, ifthe wielder gives. a.command.that is 
contrary tothe nature ofthe creatures commanded, the magic is 
broken. The rod can he used for $00 total minutes before crus 
bing to dust. This duration need not be continuaus. 

Strong enchantment; CL 20th; Craft Rod, mas. sharm monster} 
Price 60,000 gp; Cost 27,500 gp + 2,200 XP 

Security; This item creates a nondimensional space.a pocket 
paradise. There the rods possessor and as many as 199 other.crea 
tures can stay in.complete safety for a period of time, up to 200, 
days divided by the suumber of creatures affected. Thus, one crest 
ture (the rods possessor) can stay for 200 days, four creatures can 

stay for $0 days, or group of sixry creatures can stay for 3days. All 
fractions are rounded down, s0 that group numbering more 
100 can stay forone day only and a group of 204 or more cannot be 
affected by the rod. 

In this pocket paradise, creatures dontage, and natural healing 
take place at twice the normal. rate. Eresh water and food (fruits 
and vegetables only) are in. abundance, The climate ts comfortable 
for all creatures involved. 

Activating the rd (a standard action) causes the wielder and all 
creatures touching the.rod to be transported instantaneously ro 
the paradise. Members of large groups can hold hands or other 
wise maintain physical contact, allowing all connected creatures 
{na circle ora chain to be affected by the rod. Unwilling creatures 
seta DC.17 Will save 1 negate the effect. If such a creature suc- 
ceeds on its save, other creatures beyond that point ina chain can 
still be affected by th rod 

‘When the rods effect expires ors dispelled all the affected crea 
tures instantly reappearin the location they occupied when the rod 
wis activated. If something else occupies the space tha a traveler 
would be returning to, then his body is displaced a sufficient dis 
tance to provide the space required for reentry. The rods possessor 
‘can dismniss the effect whenever he wishes before the maximum 
time period expires, but the rod can only be activated once perce. 

Strong conjuuration; CL. 20¢h; Craft Rod, gate; Price 61,000 gp, 

Splendor: The possessor of this rod gains a +4 enhancement] 
bonus to her Charisma score for as long as she holds or carries the] 

[item. Once per day the rod creates and garbs herin clothing ofthe | 
finest fabrics plus adornments of furs and jewels. i 

Apparel created by the magic ofthe rod remainsin existence for 

12 hours. However, ifthe possessor attempis to sel or give away. 
{any-part.of it to.use it fora spell component, or the like, all the 
[apparel immediately distppears. The same applies ifany of i is 
forcibly taken from her. 


The value of noble garb created by the rod ranges from 7,000 t0| 
10,000 gp (1d4+6 x 1,000 gp)—1,000 gp forthe fabric alone, 5,000 
gp forthe furs, and the rest forthe jewel trim (maximum oftwenty 
gems, maximum value 200 gp each), 

In addition, the rod hasa second special power, usable once pe. 
‘week, Upon command.it creates a palatial tent—a huge pavilion, 
cof sill 60 feet across, Inside the tent are remporary furnishings 
and food suitable to the splendor of the pavilion and sufficient, 


entertain as many as one hundred persons. The rent and its trap, 


pings last for one day. At the end of that time, the rent andall. 
‘objects associated with it (including any items that were taken out 
[ofthe tent) disappear 

‘Strong conjuration and transmutation; CL-121h; Craft Rod, 
eagles splendor, fabricate, major creation; Price 25,000 gp. 

‘Thunder and Lightning: Constructed of iron set with silver 
rivets this rod has the properties of a +2 light mace, ts other magi 
cal powers areas follows. 

+ Thunder: Once pet day, the rod can strike asa +3 light mace and. 
the opponent struc 


asa fee ation, and it works if the wielder strikes an opponent 
within t round 

+ Lightning: Once por day, when the wielder desires short spark 
of electricity can leap forth when the rod strikes an opponent to 
deal the normal damage fora 42 light mace(1d6+2) and an extra 
2d points of electricity damage. Even when the rod might not 
Score a normal hit in combat, if the roll. was good enough to 
‘ouintasa successful melee touch attack hit,then the 246 points 
of electricity damage still applies. The wielder activates this 
power as a free ation, and it works if he strikes an. opponent 
within t round. 

+ Thunderclap: Once per day asa standard action, the welder can 
‘ase the rod to give out a deafening noise, justas.a shout spell 
(Fortitude DC: 16 partil, 246 points of sonic damage, target 
sleafened for 6 rounds) 

* Lightning Stoke: Once per day as a standard action, the welder 
‘an cause the rod to shoot out a 5-footavide lightning bolt (946, 
points of electricity damage, Reflex DC 16 half) roa range of 
200 feet 

+ Thunder and Lighinng: Once per week a 9 standard action, the 
‘wilder of the rod can combine the thundercap described above 
swith a lightning bolt asin the lighting stoke. The thuinderelap. 
affectsall within 10 fer of the bot, The lightning stoke dels de 
points of elesteicity. damage (count rolls oft or 2as toll of 3, for 
‘range of 27 0 $4 points), and the thunderclap deals 26 points of 
sonicdamage.A single DC 16 Reflex sae applies for both effects. 
Moderate evocation; CL 9th; Craft Rod, Craft Magie Arms and 

Armor, ihtning bl shout; Pice 3,000 gp. 

Viper: This rod strikes asa +2 heavy mace, Once per day, upon 
‘command, the head ofthe tod becomes that ofan actual serpent 
for 10.minwtes, During this period.any.successful strike with 
the rod deal ts usual damage and also poisons the creatuce hit 
the poison deals Adio paints of Constitution damage immedi 
ately (Fortitude DC.14 negates) and another td10 points of 
Constiution damage 4 minute later (Fortitude DC 14 negates 
The rod only functions if ts possessor is evil 

Moderate necromancy; CL 10th: Craft Rod, Craft Magic Arms 
and Armor, poion, ceator must be evil Price 19,000.gp. 

‘Withering: A rl of witheringacts as. light macethat deals no 
hit point damage, Instead, the wielderdeals 144 points ofStength 
damage and 1d4 points of Constitution damage to any-creatire 
she soches with the rod (by making.a melee touch attack) JE she 
Scores ctitical hit, the damage from that hit i permanent ability 
drain. In either cas, the defender negates the effect witha DC.17 
Fortitude save. 

Strong necromancy, CL 13th; Craft Rod, Craft Magic Armsand 
Armor.cmlagion; Price 25,000 gp. 


is stunned from the noise of the rods 
impact (Fortitude DC 16 negates). Activating this power counts 


‘Wonder: A milf wonder isa strange and unpredictable device] 
thatrandomly generates any number of weird effects each timeit| 
is. used. (Activating the tod isa standard action.) The usual effects 
areshown on the able below; but you may alter any of these asyou| 
sce fit for your own campaign. Typical powers ofthe rod include 

[the following. 


4% Wondrous Effect 


01-05 Slow eeature pointed at for 10 rounds (Wil OC 15 
regates), 

(06-10 Faerie fre surrounds the target. 

VAIS Deludes wieder for 1 round int believing the rod 
functions as indicated by a second de rll (0 save) 

16-20 Gust of wind, but at windstorm force: see Winds, page 95. 
(Fortitude OC 14 negates), 

21-25 Welder learns target's surface thoughts (as with detect 
thoughts) for 14 rounds (oo save), 

26-30 Stinking cloud at 30-8. range (Fortitude OC 15 negates) 

31-33. Heavy rainfalls fr 1 round in 6. rads centered on rod 
wieder 

34-36 Summon an animal—a thing (01-25.on 4%), elephant 
(26-50), oF mouse (51-100), 

37-46 Lghining bot (70 ft long, $f. wide), 66 damage 
(Reflex OC 15 hall) 

47-49. Steam of 60 large buterfles pours fom and fsters 
around for 2 rounds blinding everyone including wd) 
within 25 A (Reflex DC 14 negate) 

50:53 Enlarge person within 60 fof rod (Foriude C19 
negates), 

54-58 Darkness, AO/Rcdlamete hemisphere, centered 30, away.-| 
from rod 

59-62 Grass grows in 16ssq-ft. area before the rod, or grass 
isting there rows o ten times normal size 

63-65 Turmetheral any nonliving object of up to 1,000 Ib. mass 
And upto 30 cu. tn size 

66-69 Reduce wilder to 1/12 height (no save). 

70-79. Fireball at target or 100 straight ahead, 6d damage 
(Rifles OC 13 hal), 

0-84 Invisibility covers rod welder. 

85-87 Leaves grow from target. if within 60, of rod, These last 
24 hours 

188-50 10-40 gems, value 1 gp each, shoot forth ina 30-A-tong 
stream, Eich gem deals 1 point of damage to any creature 
init path: Roll 5d forthe numberof hits and divide them 
among the avaiable targets 

9-95 Shimmering colors dance and play over a 40by 30-8 
‘ea in front of rod, Creatures therein are blinded for 146 
founds (Fortitude DC 15 negates) 

96-97 Welder (50% chance) or target (50% chance) turns 
permanently blue, green, of purple (no sve) 

98-100 — Flesh o stone (or sone to lsh target's stone already) if 


target is within 60 ft (Fortitude DC 18 negates) 


Moderate enchantment; CL. 10th; Craft Rod, confusion, creator 
must be chaotic, Price 12,000 gp. 


SCROLLS 
‘A scroll is.a spell (or collection of spells) that has been stored.in 
written form, A spell on.a scroll can be used only once. The srit:| 
{ng vanishes from the scroll when the spell is activated. Using-2| 
scrolls basicaly like casting a spell | 
Physical Description: A scroll isa heavy-sheet of fine) 
vellum or high-quality paper. An area the size of a piece of 
modern-day notebook paper (about $ 1/2 inches wide and 11 
‘inches long) is sufficient to hold one spell. The sheet is rein- 
forced at the top.and bottom with strips of leather slightly 
ongec than the sheet is wide. A scroll holding more than one 


spell has the same width (about 8.1/2 inches) butisan extra foot 
‘or so long for each extra spell. Scrolls that hold three or more 
spells are usually fitted with reinforcing rods at each end rather 
than simple strips of leather. A scroll has AC 9,1 hit point, hard 
ness 0, and a break DC of 

‘Toprotect it from wrinkling or tearing, a scroll is rolled wp from 
both ends to form a double cylinder. (This also helps the user un-| 
{roll the scroll quickly) The scrolls placed in a tube of ivory, jad 
leather, metal, or wood. Most scroll cases are inscribed with magic 
symbols (se the arcane mark spell, page 201 of the Players Han: 
took), which often identify the owner or the spells stored on the 
{scrolls inside. The symbols often hide magic traps such as glyph of 
‘warding o fie tap spell, 

Activation: To activarea scroll. a spelleaster must read the spell 
written on it, Doing so involves several steps and conditions. 

Decigher the Writing: The writing on a scroll must be deciphered 
eforea character can use itor know exactly what spell it contains, 
Thisrequites rad magic spell ora successful Spellcraft check (DC. 
}20.+- spel evel { 
{" Decipheringa sero ro determine its contents does not activate is 
‘magic unless it isa specially prepared cursed scroll A character can 
decipher the writing on a scroll in advance so that he o she ean prov 
‘eed directly 10 the next step when the time comes to use the scroll 

‘Activate the Spell: Activating a seroll requires reading the spell 
from the scroll. The character must be able to see and read the 
writing on the scroll 

Activating a scroll spell requires no material components or 
Tocus. (The creator ofthe scroll provided these when scribing the 
scroll) Note that some spells are effective only when cast on an 
{tem or items (for example, Drawmi)snstant summons sre). 
In such a case, the scroll user must provide.the item when acti 
vating the spell. Activating «scroll spell subject to disruption 
just as casting a normally prepared spell would be (see Cast a 
Spell, page 140 ofthe Players Handbook), Using a scroll is like cast 
{ng.a spell for purposes of arcane spell failure chance (such as 
from armor) 

To have any. chance of activating a scroll spell the scroll user 
must meet the following requiremen 
+ The spell. must be of the. correct type (arcane_or divine). 

Arcane spellcasters. (wizards, sorcerers, and bards) can only 

tse serolls containing arcane spells, and divine spellcasters 

(levies, druids, paladins, and rangers) can only use scrolls 


TaoLe 7-20: ScRoLt TyPES, 


96 roll Type. 
01-70 Arcane 
7-100 Divine 


TABLE 7-21: NUMBER OF SPELLS ON A ScROLL 


Scroll Type ‘Number of Spel 
Minor scroll 13 spells 
Medium scroll 14 spells 
Major sel! 1d6 spells 


‘TABLE 7-22: SCROLL SPELL LEVELS: 


Minor Medium ‘Spell Level_Spel's Caster Level! 
O45 = = 0 Vst 
06-50 — — Ist Ist 
5is95 01-05) Ind ard 
56-100 06-65 — 3d. Sth 
= 6695 01-05 ath ah 
|= _96-100__ 06-50 ___sth 3th. 
f= — 570th Mth 

tT. — 71-85 Th 13th 
= — 8695 th 15th 

= = 95-100 Sth 1th 


1 These.numbers assume thatthe creator isa cleric, druid, or wizard 


Jon the scroll, according ro Table 7. 


‘containing divive spells. (The type of scroll a character creates 
is also determined by his or her class. For example, clerics 
create scrolls of divine spells, wizards create scrolls of arcane , 
spells, and so forth.) 

+ The user must have the spell on his or her class list (sce the spell 
lists in Chapter 14 ofthe Player's Handbook for which classes.can 
cast which spells) 

+ The user must have the requisite ability score (for example, 
Intelligence 15 for awwizard casting a Sth-level spell) 

If the user meetsall she requirements noted above, and her 
‘aster level is atleast equal tothe spells caster level she can auto 
matically activate the spell without a check, Léshe meetsall three 
tequirements but her own caster level is lower than the scroll 
spells caster level, then she has to make a caster level check (DC. 
= scrollicasterlevel + 1) 0 cast the spell successfully. LFshe fails, 
she must make a DC § Wisdom check to avoid a mishap (see. 
Scroll Mishaps, below). natural roll oft always fails, whatever 
the modifiers 

Determine Effect: A spell successfully activated from a scroll 
‘works exactly like a spell prepared and cast the normal way: Av 
sume the scroll spells caster level is always. the minimum level 
required to cast the spell for the character who scribed the scroll. 
(usually twice the spells Jevel, minus 1), unless the caster specif 
cally desires otherwise, For example, a 10th-level cleric might 
want to create a cure critical wounds scroll acastr level 10th rather 
than the minimum for the spell (caster level 2th), in onder to get 
‘more benefit from the scroll spell. This scroll wauld, however, be 
smore costly to scribe.) 

The writing for an activated spell disappears from the scroll. 

Séeroll Mishaps: When.a mishap occurs, the spell on the scroll has 
a reversed or harmful effect. The DM determines what sort of mis: 
hap occurs, either by deciding on a certain effec ofthe circum: 
stances of the encounter or adventure or by choosing from the 
possibilities given below 
* A surge of uncontrolled magical energy deals 1d6 points. of 

dlamoge per spel! level tothe sero user. 

+ Spell strikes the seroll user or an ally instead ofthe intended 
target, or a random target nearby if the scroll user was the 

intended recipient 

Spell takes effect at some random location within spell range. 

Spells effect on the.target-is contrary.ro the spells normal 

effect. For example, a frball might produce a blast of nondam: 

aging cold or release a burst of healing energy 

+ Thescroll user suffers some minor but bizarre effect related to 
the spell.in some way. For example, a fireball might cause 
smoke to pout from the user's ears, a fly spell might turn the 
users arms i lainuulience/ clair 
‘yan spell might cause the users eyes and ents to grow to ten 
times their normal size, Most such effects should last only as 
Jongasthe original spells duration, or 2d10 minutes fr instan- 
taneous spells, 

+ Some innocuous item or tems appear in the spells area. For 
example fireball might.cause-a.rain of lit torches to fall in 
the target tea; a feather fall spell might produce a cloud of 
feathers; a jassval spell might cause a (nonfunctional) door 
to appeat. 

+ Spell has delayed effect. Sometime within the next 1di2 hous, 
the spel activates Ifthe scroll user was the intended recipient, 
the spell kes effect normally. the user was not the intended | 
recipient, the spell goes off in the general direction ofthe orig 
inal recipient ox target up tothe spell maximum range. ifthe 
target has moved away. i 
Random Generation: To generate scrolls randomly first roll) 

‘on Table 7-20, Scroll Types to determine whether the spells are 

‘arcane or divine. Then randomly determine how many spels are 

21: Number of Spells on a 

Scroll, Far.each spell, rll on Table 7-22: Scroll Spell Levels to 


nonfunctional wings, ot 


‘TABLE 7-23: ARCANE SPELL SCROLLS 


Oteve Arcane Spells 
4% Spell Market Price 
01-04) acd selash Tgp S5p 
05-08 arcane mark 12 gp 5 5p 
(8-13. dancing lights aap sp 
V7 daze 12gp Sp. 
18:24 desea magic T2ep5s. 
25-28 dtet poison 12gp55p 
29-32 diuptundeod 2 Bp 55. 
B37 fore 12g sp 
38-42 host sound 12 ep 55p 
43-44 know direction W2pp ssp 
45-50. ight 12.8955 
51-32 lullaby 12 gp5sp 
53-57 mage hand 12gp5 sp 
58-62 mending 129 559, 
63-67 mesoge Wap 5sp 
68-72 opancos I2gp 5p 
D7? prestidgiotion “V2.8 5p 
78-8) ry offs. 12.5.5, 
42-87 read mop 1apssp 
38-94 restonce gp 5.ip 
95-96. summon instrument 12.895 5p 
97-100. touch offaigue. 12.4955, 
‘stLevel Arcane Spells 
Market Price 
Bm 
04-05 animate rope 25-4p 
06-07 buming hands 25 ep 
08-09 cause fear gp 
10:12 charm person yp 
13-14 chil ouch 25gp, 
15-16 color sproy ap 
17-19. comprehend languages 25 gp. 
20 confsion lesser 309 
21 cure ight wounds 50 gp 
22-24 detect secret doors 2 
25-26 detect. undead ap 
20-29 diguise self 25 — 
30-32. endure elements 25 gp 
33-35. enlarge person 25 ep 
36-37 cme 254 
38-40. expeiious retreat asap 
4) feather fall 254 
42-43 geese 2540 
44-45 hold poral 2p 
46-47 hyprotiom 2 
48-49 deny 125 gp 
50-5}. jump 2569 
52-54 mage amor 25 ep 
58-56 magic mile 25 6p 
57-59. mage weopon. Bap 
60-62 mount 25 pp 
63-64 Nystu's megie oun 25 gp 
85-65 obscuring mst 25 ep 
67-74 protection fiom chaos) 25 gp. 
sl/golow 
78-76 rapofenfecblement 25 gp 
77-78. reduce perio Bap 
79-80 remove feor 50 sp 
3-42 shield. Bap 
83-04 shocking rp ep 
35-86 lent. image 25 gp 
87-88 sleep 25 ep 


39-90. summon monster | gp 
91-93 Tenser's lating dk 2 ep 
94-95 tye strike 25 gp 
96 undetectable alignment 50 ep 
97-98 unseen sevont 25 gp 
99-100) ventiloquism 25 ep 
And.Level Arcane Spells 
5 Spel Market Price 
0) animal messenger 200 gp 
(02 animal trance 200 gp 
08 arcane lock W758 
(04-06 bear's endurance 150 gp 
07-08 blindness/deafness 1505p 
99-10 blur 130 gp. 
TAS bulls strengih 1508p 
14 calm emotions 200 gp 
15-17) cat's gmce 150.9 
18-19 command undead 150 gp 
20 continua flame 200 ep 
21 cure mederate wounds 200 gp. 
22 darkness 1505p 
23-25 darysion 1S0gp 
26 daze monster 150 gp. 
27 deley poion 200 gp 
28-29 detect thoughts 150g 
30-31. diguie self 130 gp. 
32-34 eagle's splendor 130 gp 
35 ental 200 gp 
36-37 foe life 180 gp. 
38-39 floming sphere 150 gp, 
40 fogcloud 130 gp 
41-43. for's cunning 130 gp. 
44 ghoul touch 150¢p 
45-46 _plterdus, 150 gp, 
47 gust find 1509 
48-49 _ hypnotic potern 130.g9, 
50-52 invisibility 1908p 
53-55 knock 150 gp 
36 Leomunds trap 200 gp 
57-58 levitate 150.89 
59 locate object 150 ep 
60. magic mouth, 160.gp 
61-62 Mel? acid arow. 150g 
63. minor image 150. 
64-65 mior image 1509 
66 misdirection 150gp 
67 obscure object 1508p 
68-70 owl's wisdom 150 gp 
71-13 protection fiom arrows 150 gp 
74-75 pyrotechnics 150g 
76-78 rest energy 150 gp 
rope tick 150.gp 
seare 150 gp 
scorching ray 150 gp 
sce invisibility 1505p 
shatter 130 gp 
silence 200 8p 
sound burst 200 gp 
spectra hand 180 gp 
spider climb 150 gp 
summon monster 1808p 
summon swarm 150 gp 
Teshe's hideous Joughter 150 gp 
touch of idiocy 150 gp 
web 15089 
whispering wind 150p 


rd.teve Arcane Spells 
9% __ Spel Market Price 
01-02 arcane sight 375 gp 
03-04 blink 375 gp 
05-06 caroudience/ 
laimoyance 375 6p 
07__cuneserious wounds 525 gp, 
08-10 doylght 525 ep 
11-12 _ deep sumer 375 gp. 
13-15 pel mage 315 ep 
16-17-_dplacement 3154p 
18 eaplosive runes 375 ep 
19-20. fireball 305 gp 
21-22 flume row 375 6p 
23-25 fi 375 gp 
26-27 gostous form 375 gp 
28-29. geile repose 375 gp 
30 plbress 525 gp 
31. good hope 525 gp 
32-33 halt wndeod 375 9p 
34-36 haste 375 gp 
37-38 heroism 375 gp 
38-40 hold peron 375 gp 
41 illsry spt 425 pp 
42-44 invisibly phere 375.59 
A547 heen edge 375 ap 
48-49 _Leomund!s tiny hut 375 gp. 
50-51 lightning bolt a75.0p 
52-59 magiccile agaist choos/_ 375 gp 
‘vil/good/law 
60-62 mopie weapon, greater 375 gp 
€3-64 mojo image 375 gp 
65-66 mondetection 405 99 
67-68 phantom steed 375 pp 
68-71 protectionfrom enemy 375 9p 
72-73 rage 375 gp 
14-75 roy of exhaustion 3750p 
76. sculpt sound 525 gp 
77 secret poge 3756p 
78 sepia sroke sig 875 gp 
79. sink tem 375 6p 
80-81. sleet storm 375 gp 
82-83 slow 375 up 
14 speak with onimols 525 gp 
85-86 stinking cloud 375 ap 
87-88 suggestion 375 gp 
419-90 summon monster 375 6p 
91-93. tongues 375 gp 
94-95 wumplrc touch 375 9p 
95-98 water breathing 73.90. 
984100. wind wal 375 89 
AthcLevel Arcane Spells 
9% Spal Market Price 
01-02. animate dead 1,050 gp 
03-05 _arcone ay 700 gp 
06-07 bestow cure 700 gp 
(08-10 charm monster 700 gp 
M13 confusion 700 gp 
14-15 contagion 700 gp 
16-17 crushing despir 700 gp 
18 cureertial wounds 1,000 gp 
19 detect ening 700 gp 
20-23 dimension door 700 gp 
24-26 dimensional anchor 700 gp 
27-28 eneration 700 gp 
28-30 enlarge penion, mass 700.g6 


3-32 
33.34 
3537 
3839 
40-42 
4 
446 


4748 
49-50 
S152 

} 33-55 
56-57 

38 
59-60 
61 
a 
63-64 
55-66 
67-68 
6-70 
7 
ns 
176 
” 
a79 
80-8) 
82-83 
4-85 
6 
87-88 
39-9) 
92-93 
94-96 
97-59 
100 


Evard’s block tentacles 700 gp 
fer 700.9 
‘ie shield 700 gp 
‘fre op 725 gp 
‘freedom of movement 1,000 gp 
eas, lesser 700g 


lobe ofinvulnerabilty, 700 gp. 
esr 


haluciotaryterain 7005 
ice stom 700 gp. 
ior walt 700 
Inosibly,preote 700 gp 
Leomund!s secure sheller 700 gp 
locote creature 700 gp 
minor creation 700 gp 
modify memory 1,000 gp, 
rewtlice pion, 1,000 gp 
Oiiuke's resent sphere 700 gp 
shantasmal ler 700 ep 
polo 700 gp 
‘rainbow pattern 700 ep 
Ray's mnemonic eahancer 700 gp 
‘uduce person, moss 700 | 
remove cuce 700 gp, 
pel wermin 1,000 gp 
seri 70 gp 
shadow conjration 700 gp 
shout 700 gp, 
sold og 700 
speak wih plans 1,000 gp 
stone shape 700 gp 
stoneskin 9504p 
summon monster'V 70059 
wal of fre 700 gp 
woll flee 700 ¢p 
zone of lence 1.000 gn 


Sth-Level Arcane Spells 


Sp Market Price 
animelpowth 1125 gp 
bale pobmerph-1,)28 gp, 
Sig's inerposing hand 128 
big 1,125 gp 
beak enchantment 1125 gp 
loud 1125 gp 
cone of old 1125 6p 
contact other plone 1,125 gp 
ure ight wound, mass 1,625 gp 
diamisal 1.128 4p 
lige mop pecker 1828 g0 
slominae person 1,125 gp 
‘deo 128 gp 
Jobrcare 1.125 gp 
ose vision 1375 ap 
fecbiemind 1.125 gp 
ol moster 1925 gp 
Leomund's secret chest 1,125 gp 
magi jar 1125 gp 
majaccreation 1125p 
mind fog 1125 4p 
mime orcoro 1.125 gp 
Mordenkainens fitful 1125 gp 


‘hound 

Mondenkainen's private 1,125 gp 
sanctum 

nightmare 1125 ep, 


54-57_opetland flight L125 gp 
38-60 _posswall 11125 gp 
61__permanency 10,125 gp" 
62-63 penstent image 125 gp 
64-65 planar binding leser 1,125 gp 
66-57 ping eves 1025 ep 
68-69 _Rary’s telepathic bond 1,128 gp 
70-71 seeming 1025 gp 
72-74 sending 1125 gp 
75-76 shadow evocation 125 ep 
71sang of elscor. 1,625 gp 
78-79. summon monster V—,128 gp 
80 symbol of pain. 2,125 gp 
BY symbol of sleep 2.125 gp 
82-83. telekinesis 1125 gp 
84-88 teleport 1125 6p 
183-90 _vonsmute mua 0.r¢k 1,125 gp 
91-92. tvansmute rock fo mud 1,125 6p 
93-95 wall of force W125 ep 
96-98 wall ofstone 125 gp 
99-100. waves of fatigue 125 gp 
includes experience point cost up to 2,000 
XP, 
[sthLevel Arcane Spells 
dX Spel Market Price 
01-02 ocd fo 1,650'¢p 
03-05 onolyze dveomer 1,650.gp 
96 animate objects 2,400 gp 
07-09 antimag fl. 1,850 gp 
10-12 ber’ endurance, moss 1,650 gp 
13-14 _Bighy'sforefl hond 1,650 gp 
VS-17 bull's strength, mass 1,650 gp. 
18-20 _cor's grace, mass 1,650 gp. 
21-23. chain lighting 1,650 ep. 
24-25 circle of death 2,150.ep 
26 contingency 1650 gp 
27-28 control water 1,650 gp 
29 crete undead 2,350 gp 
30 cure moderate wounds. 2.400 gp. 
31-33 disintegrate 1,650 up 
34-37 diye magi peater 1,650 gp 
38-40 cagle'ssplender, mass 1,650 gp 
4-42 eyebite 1,650 6p 
43 find the path 2,400 gp 
44-45 flesh to stone 1,650 gp 
46-48 fox'scunning moe 1,650 gp 
49 geas/quest 1,650 gp 
50-82 globe of invulnerability 1,650 gp 
53 guards and wards 1,650 gp 
54 heroes fost 2.400 gp 
55-56 heroism, greater 1,650 gp 
57 legend lore 1,900 gp 
S8-$9_ mislead, 1,850 gp 
650 Mordenkiinen’é 1/650 up 
Iucubration 
61-62 move earth 1,550 gp 
63-64 Otiuke's freezing sphere 1,650 ep 
55-67 owlewisdom, mass 1,650 gp 
{68-59 permanent image 1,680 gp 
70-71 planar binding 1,650 gp 
72-73 programmed image 1.675 gp 
74-75 repulsion 1,650 gp 
76-18 shadow walk 1,650 gp 
73-81 _ stone to fesh 1,850 gp 


suggestion, mast 


1,650 gp 


summon monster V1 


150 gp 


symbol of fear 2.550 gp 
symbol ofperwosion 650 gp 
Sympathetic vibration 2,400 gp 
Tener worsformation 1,950 gp 
true seeing 11800 gp 
undeat 0 death, 2.150 gp 
ve 11650 gp 
wall of on 1.700 gp 
Spell Market Price. 
arcane sigh, preter 2,275 gp 
banishment 2275 gp 
Bighy's grarping hond 2,275 gp 
onto| undead 2275 gp 
‘contra weather 2,275 gp 
‘delayed blostfreboll 2,275 gp 
Drowmi)sinstont 3.275 gp 
summons 
ethereal unt 2275 gp 
Singer of death 22275 gp 
forcecoge 23775 gp 
‘hold person, mass 2.275 gp 
‘sanity 2.275 gp 
invsbiloy, moss 2.275 6p 
limited wish 3,775 gp! 
Merdenkainen's 2,275 gp 
‘mognificent mansion 

Mordenkainen's sword 2,275 gp 
phase door 2275 gp 
plane shift 2,275 gp 
power word blind 2275 gp 
prismatic spray 2,275 gp 
project imoge 2.280 gp 
reverse gravity 22275 gp 
serving preter 2275 ap 
sequester 2275 gp 
shodow conjuration, 2.27559 

treater 

simulaerum 7,275 pp! 
spell turning 2275 4p 
stole 2275 5p 
summon monster VII. 2.275 4p 
symbol ofstunning 7,275 gp 
symbol of weakness 7,275 gp 
teleport object 2.275 gp 
teleport, greater 2295 gp 
vision 2775 6p 
waves of exhaustion 2.275 4p 


1. Assumes no material component in 
‘excess of 1,000 gp and no XP cost in 
cexcess of 300 XP. 

2 Assurmes no XP cost in excess of 1,000 gp. 


BhLevel 


Arcane Spells 
Spall Market Price 
‘entipathy 3000 gp 
Blghy’s clenched ft 3,000 gp 
binding 4500 go! 
harm monster, mass 3,000 gp 
lone 4,000 gp 
rece greoter undead 3,000 gp 
demand 3,600 gp 
dimensional lock 3,000 gp 
idscer location 3,000 gp 


27-29 horrid wilting 3,000 gp 88-90 sunburst 3,000 gp 50-53. Mordenkainen' 3825 ep 
30-32 incendiony cloud 3,000 gp. 9) symbol of death 45,000 gp diunesion 
33-35 ron body 3,000 gp 92 symbal ofimanity _$,000gp. 54-58 power word kill 3,825 gp 
36-38 maze 3,000 gp, 93-94 sympathy 4500 Ep 58-62. prismatic sphere 3,825 gp 
35-41 mind blonk 3,000 gp 95-98 temporal stosis 3,500 gp 8-66 refuge 3.825 ep 
42-44 momensofpresclence — 3,000,gp, 99-100" trap the soul 13,000 gp! $7-10._ shades 3,825 gp. 
45-48 Otlluke's teekineic —3,000.gp,. 1 Assumes a creature of 10 HD or less. 71-76 shapechange 3.825 gp 
sphere T=79__sol bind 3,825.gp 
49-51) Otto's iesisible dance 3,000 gp _9th-Level Arcane Spells 0-83. summon monster (X 3,825 gp 
52-54 plonar binding. greater 3,000 gp. 4%_ Spell Market Price 44-46 teleportation circle 4,825 gp 
55-57. polarray 3,000 gp 01-03 astra projection 487059 7-91 timestop 3,825 gp 
538-60. polymoyph ony object 3,000 gp. 04-07 _Bighy’s crushing hand 3,825 gp 92-95 wall ofthe bonshee 3,825 gp 
61-63 power word stun 3,000 gp 08-12 dominate monster 3,825 gp 96-39 weird 3.25 gp 
64-66 prismatic wo 3,000 gp 13-16 energy dain 3825 gp 100 wish 28,825 gp! 
167-70. protection from spells 3,500 gp V7-21 etherealness 3825 gp ——_}.Assumes.no material component cost in 
71-13. prying eves, eater 3,000 gp 22-25 foresight 3825 gp ‘cess of 10,000 gp and no XP cost in 
74-76 scintillating pattern 3,000 ep 26-31 freedom 3825 gp excess of $000 XP, 
77-78. screen 3,000 gp 32-36 gute 3,825 gp. 
79-81 shadow evocation, greater 3,000 gp 37-40 hold monster, mass 3,825 gp 
82-84 shout, greater 3,000 gp 41-44 _imprionment 3825 gp 
35-87. summon momter Vill 3,000 gp 45-49 meteor swarm 3.825 ep, 


dlotermine its level and then on the appropriate subtable of Table 
7-28: Arcane Spel Scrolls or Table 7-24: Divine Spell Scrolls to 
determine the specific spell 

All the spels described in the Players Handbook are represented 
‘on Table 7-23 and Table 7~24, Each scroll appears on list accord 


cred the default because bards typically donit involve them: 
selves in scribing scrolls). Examples: Tashas hideous laughter, 
suggestion 

Likewise, some divine spells are differentin level forclercsand 
druids than they are for paladins and rangers. Such spells appear 
con Table 7-24 atthe 


ing.to the level ofthe spell scribed into it. el appropriate to. cleric or druld (consi 
Several arcane spells are diffetent.in level for sorcerers and ered the default because paladins and rangers typically don't 
‘wizards than they are for bards, Such spells appear on Table. involve themselves in scribing scrolls), Examples: read muagl lose 
7-23 at the level appropriate toa sorcerer or wizatd (consid> restoration, reduce animal 
TAnLE 7-24; DIVINE SPELL ScROLLS 36-37 detect snares ond pts 28 gp) | 05-06 _barksin 150 gp 
O-Level Divine Spells 38-39 detect undead 25gp, 07-09 bear erdiance 180 gp 
4% Spel Market Price. 40-41. divine vor 23gp, 10-12. bull's strength 150 gp 
01-07. create woter W2epSsp, | 42-43 doom Bap, 1A calmemotions 150 gp 
08-14 cure minor wounds_12,gp.55p). | 44-48 endure elements, igo, 15-17. sats grace 150 gp 
1S-22 detect maple W2epSsp. | 49-50 entangle ap 18 chil meal 130 gp 
23-29 detest poison. LagpSsp. 51-52 entrap shield 25 yp 19-20. conseerme 200 gp 
30-36 flre Tgp Ss 5354. foene fe gp 21-24 care moderate wounds 130 5p 
37-43. guidance Lagpssp 55-56. goodbem, 2 gp, 25-26. darkness 150 gp 
4-50 inflet minorwounds 12 gpSsp S758. hide fiom animals 25 ep 27 death bell 150 gp 
| 31-57_Anow direction T2gp sp _$8-60._hidefiom undead 25 ap! | 28-30. delay poson 130 gp 
58-65. light Yep Ssp 61-62. inflight wounds 2Sep | 31-32 desecrate 200 gp 
| 6-72. mending Vagpssp 63-64 jump 25 gp 33-35__eople's splendor 150 gp 
73-78 puriffod and dink V2.gpSsp 65-66. lonpstidar ep 36-37) ental 1509 
80-86 read mopie W2gpSsp 67-68 magic fng 25 gp 38-39. find traps 150 gp 
37-53 resstonce W2gpSsp 69-72 mopiestone 25 ep 40 fue op 175 9 
94-100 virtue 12gp5 5p 73-74 mai weopon 25 gp —|1-42_flome bade 150 
75-78 obscuring mist 25 up 43-44 flaming sphere 150 ap 
79-80 poss without trace 2 gp | 45-46. fog cloud 150 gp. 
Markat Price 81-82. produce flame 25 ep 47 pele repose 150 ap 
100g 81-86 protection fom chaos/ 25 gp 48 gus ofvind 150 4p 
2 gp ul /goadiow 49 haat metal 150 gp 
259. 87-88 remove fear Be —_50-51_ hd animal 150 gp 
07-09 bless weter 50g 89-80. sanctuary 25 gp S254 hold peson 150 gp 
10. bless weapon WOOg 91-92 shield af faith 25g ——_55-56._inflt moderte wounds 150 gp 
\1-12_ calm onimols gp, 93-94 shilelogh 25 gp 57-58 mokewhole 1305p 
13-14 cause fear 25 ep, 95-95 speak with aii 25s 59-61 ows wisdom 150 gp 
15-16 _ charm animal %gp 97-38 summon monster! 2 ep 62 reduce onimol 180 
1719 command 25 sp 99-100) summon nature's aly 25g 63-64 remove paras 130 gp 
20-21__camprthend Janguoges 25 gp 65-67 sis energy 1308p 
22-26. cur light wounds 2S up ndsLevel Divine Spells €8-70_ restrain, lesser 130 gp 
27-28_ cure water 50 gp 9% Spal Market Price 71-72. shatter 1809 
28-30 deathwatch 25 5p 01 animal mesenger WSOgp TTA. shield other 130 gp 
31-32_detect animals or plonts__23 5p 02 animal trance 1S0gp 7576" silence 1808p 
33-35 detect chooy/ail/goodjlow 25 yp. 03-04 augury V5 6p 


71 snare 150 gp 
78 sofien earth ond stone 150.gp 


73-80 sound bunt 150 gp 
81 speak with pons 150 
82-83 spider cmb 150 ap 
84-85. spirtuol weapon 150 gp 
35 status 150 gp, 
87-88 summon monsteril 130 gp 
88-90 wmmon notre’ oly |_ 150 gp, 
91-92 summon swam 150 gp 
93. ee shape 1505p, 
94-95 undetectable alignment 150 7 
96-97 _worp wood 150 gp, 
98 wood shope 150 gp 
98-100 zone of uh 150g 

ndsLevel Divine Spells 
43% Spall Market Price 
1-02 animate dead 625 gp 
03-04 bestow ane 373 4p, 
95-06 bindnes/defres 395 ap 
07-08,_calighining 3754p, 
08-10 contagion a8 ap 
11-12 continual fame 425.6) 
13-14 create food and water 475 4p 
15-18 cure serious wounds 375.4, 
19 davon 375 9 
20-21 _doyiht 75g 
22-23 deperdariness 5 ep 
24-25 diminish plants 2754p 
26-27 dip! moe 375 ep 
28-29. dominate nimal 3734p 
30-31 glyph of wording 3758p 
32 heal mount 5. ap, 
334 helping hond 75 4 
35-36 inflet serious wounds 78. gp. 
37-38. lnvsbilty purge 75 49 
3940 locate object 7h ap, 
AVA moglceleogontchaos/ 375 gp 

ulfod/iow 
47-48_mogi fang, geaer 375. gp 
49-50 mage vestmen 37549 
| 51-82. meld into stone or 
533-55. neualize potion 375 §p 
56-87 obscure object 378 ap 
58-59. plan rowth 3758p 
@-62 prover 375 gp 
63-64 protection fm enepy 378 40 
65-65 quench 375 gp 
67-69. remove blindness/deafress 375 gp 
70-71 remove cus 375 gp 
22273 remove dase 75 
74-76 earng light 5 ap 
77-78 set storm 3756p 
78-80. snare 375 gp 
8)-83 speak with dead 3789p 
34-85 _speok with pants Sap 

86-87 spike growth 375 ep 
88-89 stone shape 73gp, 
90-31 summon monster 375 ep 
92-93 _ummon nature's aly 375 gp 
94.96. woterbeothing 375 9 
97-38_woter walk 375 

29-100 wind wal 37S ep 


4th-Level Divine Spell 
ax 
01-05 


Sth-Level Divine Spel 


Spell Market Price. 
sr wale 7003p 
‘ntiplant shell 7005p 
blight 700 gp 
break enchantment 700 gp 
command plonts 700p 
control water 700 gp 
ure criteal wounds 700 8p 
death ward 700 gp 
dimensional anchor 700 8p. 
lscer lis 700 gp 
‘dismisal 700.ge 
divination 725 gp 
divine power 700 gp 
freedom of movement 700 gp. 
ilomt vermin 700 ep 
holy sword 700 gp 
‘ibue with spell obility 700 gp 
Infliet cricol wounds 700 gp 
‘mogic weapon, greater 700 gp 
nnordetection 750 gp 
plonar aly eser 11200 gp 
poson 700 gp 
reinearmate 700g 
repel vermin 700 gp 
restoration 800 gp 
rusting grasp 700 gp 
sending 700 gp 
sgellimmuniy 700 gp 
spike stones 7008 
summen monster ¥___ 700 gp 
summon nature's oly IV 7009 
tongues 700 gp 
tree wide 7080 
Spell Market Price 
‘animal growth 1125p 
ftonement 3625 gp 
awaken 2375p 
baleful polymorph 1,125 gp 
‘break enchantment 1,125 gp 
calllighteing storm 1.125 gp 
command, greater 1,125 6p 
sommune 1,625 gp 
commune with nature 1,125 gp 
contol winds 1125 gp 
cure light wounds, mass 1.125 gp 
clipe chaos/e/ 

geod/low 125 gp 
‘lsrupting weopon 1,125 gp 
flame sirke 1125 gp 
hallow 6,125 ap! 
fcestorm 125 gp 
“nfl light wounds, mass 1,125 gp 
Insect plague 125 gp 
mack of ustice 125 gp 
plone shift 1125 gp 
‘aise dead 6125 gp 
righteous might 1125 gp 
serving 1025 ep 
slop living 1125 gp 
spell esstonce 1025 ep 
stoneskin 12375 gp 


summon monster V 


1125 ep 


1 
% 
3 
0-82 
33-85 
86-89 
30-8), 
92-94 
95-97 
98-100 


summan nature's oly V_ 1.125 gp 
symbol of pan 2125 gp 
symbol of sleep 2,125 gp 
transmmute mud to rock 1,125 8p 
ransmute rock to mud 1,125 gp 
ewe seeing 1375 ep 
sunhalow 5,125 gp! 
wal offre 1125 ep 
wall of tone 1125 ep 
wal of toms W125 ep 


1 Allows for a spel of upto 4th level to be 
tied to.the hallowed or unhallowed are, 


(6th-Level Divine Spels 
%___ Spell Market Price 
01-03. onimate objects 1,650 gp 
04-06 _ontif shell 1650 gp 
07-09 banishment 1650p 
10-13 bear's endurance, mess 1,650.5p 
M16 blade barrier 1,650 gp 
17-20 bull's strength, mass, 1,650 gp 
21-24 car's groce, mass 1,650.89 
2 create undead. 1,650 gp 
26-29 cure moderate wounds, 1,650 gp 
30-33 dispel magic, greoter__1,650 gp 
34-87 cape’ splendor, mass 1,650 gp 
38-40. find the path 1,650 gp. 
41-43 freseeds 1,650 gp 
44 forbiddance 4,650 gp! 
45“ geas/quest 1,650 gp 
46. ghph of warding greater 1,650 gp 
47-49. harm 1,650 8p 
$0-52_ heal 1650 gp 
53-85 heroes’ feost 1,650 4p 
536-88 Inf maderate wounds, 1,650 gp 
39-61 iranwood 1,650 gp 
62 Iveoak 1,650 gp 
63-65 move earth 1,650 np 
16-69. o's wiidom, mass 1,650 gp 
70-71 planar ally 2400 gp 
72-74 repel wood 1,650 gp 
75-77 spelistalf 1,650 gp 
78-80 stone tll 1,650 gp 
81-43 summon monster Vi 1,650 gp 
84-86. wmmon nature's aly VI_ 1,650 gp 
47 symbol of far 2,650 gp 
8 symbol of perwosion 6,650 gp 
89-91 tvonsport ia plants 1/650 gp 
92-84 _undeoth to death 2.150.gp 
95-97 wind walk 11650 gp 
98-100. word of recall, 1,650 gp 
1 Assurmes an area equivalent tone 60: 
foot cube. 
7th-Level Divine Spells 
2% Spell Market Price 
(01-05 animate plonts 2275 ep 
6-09 _blayphery. 2.275 gp 
10-14 chongestof 2.275 gp 
15-16 contr weather 2275 gp 
17-21 creeping doom 2275 gp 
22-27 cure serouxwounds, 2.275 gp 
2832) destruction 2275 @p 


33.36 dictum 2275 gp 14-17_conto plons 3,000 gp, _Sth-Level Divine Spells 
37-41 ethereal jaunt 227599 18-20. create greoterundead 3,600.89. 4% spell Market Price 
42-48 holy word 2275 gp 21-27 cearwerticl wounds, 01-04. antipathy 3825 gp 
45-50) inflet serous wound, 2275 gp mas 3000gp| 05-07 axial erection 4870 gp 
‘mass 28-32 dimensional ck 3.000 gp 08-13. elemento! swarm 3,825 gp 
rofuge 3775 gp 33-36 acer ection 3,000 gp 14-19 energy. 3825 gp 
regenerote 2275 5p, 7-41 conhquake 3000p 20-25 etheeclness 3825 ap 
repulion 2275 gp) 42-45. finger of death 5,000 gp 26-31_forsight. 3,825 gp 
restoration, greoter 4.775 gp. «45-49. fe storm 3000p 32-371 gate i825 ap | 
resurrection 12275 gp) | 50-52_holy aa 3,000 gp _38-46._heol, moss 3825 gp 
serving rater 2275 9p_—-$3-56. nfl eial wounds, 3,000gp 47-53. implosion 3825 gp 
summon monster VII 2.275 gp. ‘moss 54-85. miracle 283825 op! 
jummen notre’ al Vil 2278 gp, — 57-€0. plonr oll greoter___ 5,500 gp 156-611 reper 3425 gp 
sunbeam 2275 gp 61-85. repelmetlorstone 1 3.000g9 62-66. shombler 3425 gp 
symbol oftunning 7.275 gp 66-69 reve groviy 3,000 gp 67-72 shapechai 3825 gp 
symbol of weaknen 7275 gp, TOR shield of ow 3,000.g8 —_73-77_soul bind 325 gp 
tranimute myetlt Wood 2275 gp. 73-76. spell mmuniy greater 3,000 gp 78-83. stom of grande 3,825 gp 
word of chaos 2275 gp. 772801" summon monser Vill 3,000 yp 84-89. summon monster X__ 3.825 gp 
81-84 summon nature’ aly VI! 3,000 gp 9095 summon nature's lV 3.825 gp 
‘Sth-Level Divine Spells 85-85 sunburst 3,000 Rp 96-59 sympathy 5325 gp 
Spall Market Price. 90-31 symbol of death 8,000 gp 100 tnvereurection 28,825 gp 
01-04 onimol shapes 3,000 gp. |/92-83 symbol finan ROOD gp 1 Assumes powerful request but no. 
05-10. animapifeld 3,000.gp) 194-96 unholy aura 3,000 gp expensive material components in eacess 
T=13 cloak of chaos 3,000 gp) 187-1001 whivind 3000p of 100 gp and no additional xP cost 


Ifa divine spell is cast at different levels by clerics and druids, it 
appears on Table 7-24 at the level appropriate to.a cleric (consid: 
ered the default choice between clerics. and druids), Examples: 
ure serious wounds, neutalize poison flame stk. 

Many spells ate ether arcane or divine, depending on the class 
‘ofthe caster. Such spells appear on both lists.at the level apprope 
ate 10 the cass ofthe arcane or divine cater 


STAFFS 


7 


‘Acstaff is. long shaft of wood that stores several spells. Unlike 
wands (sce page 248), which can contain a wide variety of spells, 
cach staff is of a certain kind and holds specific spells. staff has 
50 charges when created 

Physical Description: A typical stall i 4 fet to 7 feet long.and 2] 
inches to 3 inches thick, weighing about § pounds, Most staffsare| 
wood, but rare few ate bone, metal, or even glass, (These are 
cotremely exotic) Staffgoften havea gemorsome device at thelr tip or 
are shod in meta atone or both ends. Stalls are often decorated with 
‘carvings or runes. A typical sai like a walking stick, quartersafl ot 
‘cudgel has AC 7,10 hitpoints, hardness, and a break DC of 4, 

‘Activation: Staffs. use the spell rigger activation method, $0 
‘casting a spell ftom a staff is usually a standard action that doesnit 
provoke attacks of opportunity, (Ifthe spell being cast, however, 
has longer casting time than t standard action, i takes that long. 
toast. the spell from a staff) To activate a staf, a character must 
hold forth int leastone hand (or whatever passes fora hand, for 
‘nonhumanoid creatutes). 

Random Generation: Ta genetate staffs randomly, roll on 
Table 7-25: Stalls 

Special Qualities: Rol A 01-30 result indicares that some 
thing (a desig, inscription, or the like) provides some clue tothe 
staffs function, and 31-100 indicates no special qualities 


aff Descriptions 

Stafls have immense utility because they pack so-many-capabil 
ties into one item and they use the wielder’ ability score and rele 
vant feats 0 set the DC for saves against chetr spells, Unlike with 


Jother sorts of magic items, the wielder can use his caster level 


‘when activating the power of a staff if ts higher than the caster 
level ofthe staff 

“This means that staffs are far more potent in the hands ofa pow: 
exful spellaster. Because they use the wielder’s ability score to set. 


the save DC for the spell, spells from a staff are often harder:to 

resist than ones from other magic tems, which use the minimum, 

ability score required to cast the spell. Not only.areagpects ofthe 

spell dependent on caster level (range, duration, and.so on) poten: | 

thlly higher, but spells from a staff are harder to dispel and hav 

better chance of avercamaing a target’ spell resistance (especially 

ifthe wielder has the Spell Penetration feat) | 
Furthermore staff.can hold a spell of any level, unlike awand, 

‘which is limited to spells of 4th level or lower. The minimum, 

caster level ofa staff is 8th, Standard staffs ate described below, 
‘Abjuration: Usually carved from the heartwood of an ancient 

‘oak or other large tee this staff allows use of the following spells: 
‘Shield (charge) 

Ress nergy (1 charge) 

Dispel magi (1 charge) 

Lesser globe of mvulnentbilty (2 charges) 

Dismissal (2 charges). 

Repulsion (3 charges) 


TaoLe 7-25: STAFFS. 


Medium. Major, Sta Market Price 
01-15 01-08. Charming 163500 gp 
16-30 04-09 Fire 17,750 gp 
31-40 10-11) Swarming imsects 24,750 gp 
41-60 12-17 Heoling 27,750 gp 
61-75 18-19. Size oleration 29,000 gp 
76-90 20-24 Illumination, 48,250 gp 
91-95 25-3) Frost 56,250.g0 
96-100 32-38 Defense 38,250 gp 

— 3943 Abjuration 65,000 gp 
— 44-48 Coniuration 65,000 gp 
— 49:53 Enchantment 65,000 gp 
S458 Evocation 65,000 gp 
— $963 tlkion 65,000 gp, 
— 64-68, Nesromancy 65,000 gp 
— 68-73 Transmuation 65,000 gp 
— 74-77 Diviation 73,500 gn | 
= 7882 Earthand stone 180,500 gp | 
—__83-87_Woodlands 101,250 gp 
— 82 Lf 155,750.gp 
— 93-97 Panage 170,500 gp 
— 98100 Power 211/000 ap 


Strong sbjuration; CL 13th; Craft Saf dismissal, dispel magic, 
lesser globe of invulnerability, yesst energy, repulsion, shield; Price 
65,000 gp, 
‘Charming: Made of twisting wood ornately shaped and 
carved this staffallows use of the following spells: 
+ Charm penn (1.charge). 
| Charm monster (2 charges) | 
Moderate enchantmeng, CL Sth; Craft Stall charm peron, charm: 
ster; Price 16,500 gp. } 
Conjuration: This staff is usually made of ash or walnut and 
ears ornate carvings of many different kinds of creatures. Ir 
allows use ofthe following spells: 
+ Unsen servant (1 charge) 
+ Summon swarm (1 charge) 
+ Stinking coud (1 charge) 
+ Minor creation (2 charges) 
+ Cloudkill (2 charges) 
immion monster VL charges) 
ong conjuration; CL. 13th; Craft Staff, cloudkill, stink 
loud, summon monster VI, summon swarm, unseen servant; Price 
65,000 gp, 
Defense: The suf of defense is a simple-looking staff that throbs 
with power when held defensively allows use ofthe following 


+ Shield of faith ( charge) 
+ Shield other (1 charge) 
Shield of law (3 charges) 
Strong abjurations CL 15th; Croft Stal hil sel of fot, shield 
‘Law, sel ther cxeator must be lawful Price $8,250 gp 
Divination: Made from a supple length of willow, often with a 
Forked tip this staff allows use ofthe following spells 
Detect secret doors (1 charge) 
+ Locate objet (1 charge 
‘+ Tongues (1 charge) 
- + texte eeature (2 charges). 
+ Paying ees (2 charges) 
« Thueseing (3 charges) 
7 divination; CL. 13th; Craft 
tere door, late ret, 
ect prvine eres tongues rue 
Price 73,500 gp 
th and Stone: This staff ts 
vith a ist-sized emerald that 
fith smoldering power. It 
use of the following spells: 
(charge) 
earth (1 charge 
joderate transmutation; CL 
“Graft Staff, move earth, passwall Price 
40,500 gp, 
Enchantment; Often made from 
‘applewood and topped with a clear crystal, chis 
staff allows use ofthe following spel: 
+ Sleep (1 charge) 
+ Tasha hideous laughter (1 charge) 
+ Suggestion (1 charge) 
Crushing desqui (2 charges) 
+ Mind fg (2 charges) 
+ Sigstion, mass (3 charges) 
trong enchantment; CL 13th; Craft Staff 
crushing despair, mass suggestion, mina fog, 
sleep, suggestion, Tisha’ hideous laughter, Price 
65,000 gp. 
-Evoeation: Usually very smooth and 
carved from hickory, willow, or yew, this 
staff allows use of the following spells 


WAP Seaffof 
nth and ove 


‘Magic isle (charge) 

‘Shatter (charge) 

Frebll (1 charge) 

{eestorm (2 charges) 

Wal of foc (2 charges) 

‘Chain lightning (3 charges) 

Strong evocation; CL. 13thy 
(Craft Staff chain lightning fire 
bal, ice storm, magic mustile. 
shatter, wall of force, Price 
65,000 gp. 

Fire: Crafted from bronze 
wood with brass bindings thi 
staf allows use of the following 
spells 
* Burning hands (1 charge) 

+ Fireball (1 charge) 
‘Wall of five (2 charges) 

Moderate evocation, GL th; Craft 
Staff, burning hana, fireball, wall of ie 
Price 17,780 gp, 

Frost: Tipped on either end witha gli ay 
‘ening diamond, shi une-covered staff allows use ofthe 
following spell 
* eestor (1 charge) 

+ Wall fe (t charge) 
+ Gone of cold (2 charge) 

Moderate evocation; C 
wall of ie; Price $6,250 gp, i 

Healing: This whice ash staff, with inlaid silver runes allows 
use of the following spel 
+ Lesser restoration (1 charge) 

+ Cure serous wounds (h charge 
+ Remove blindness/deafuess (2 charges) 
+ Remo diseae (3 charges) 

Moderate conjuration; CL Sth; Craft Staff cu seri wound, 
ewer restoration, remove blindness/deafness, remove disease; Price 

750 gp, 

{lusion: Ths staf s made from ebony or other dark wood and 
carved into an intricately rwisted, fluted, or spiral shape, tt allows 
use of the following spells 
+ Diggs self (t charge) 

+ Mirror image (t charge). 
+ Major image (charge) 
+ Rainbow puters (2 charges) 


10th; Craft Stal ome of cold ie sor, 


fersistent. image (2 charges) 

Mislead (3 charges) 

Strong illusion; CL 13thy Craft Staff disguise self, major image, 
‘mirror image, persistent image, project mage,runbow pater Bice 
65,000 gp. 

Mlumination: This staffs ujually sheathed in silver and deco- 
rated with sunburss, allows use ofthe following spells 

Dancing light (1 charge) 

Flare (1 charge) 

Daylight (2 charges) 

Sunburst (3 charges) 

Strong evocation; CL 15th; Craft Staff, dancing light, davight 
sunburst Price 48.250 gp. 

Life: Made of thick oak shod in gold, this 
following spells | 
+ Heal (t charge) 

*+ Raise dead (5 charges) 

Moderate conjuration) CL 11th; Craft Staff, heal, rsurection 
Price 155,750 gp. 

‘Necromancy; This sta is made from ebony or other dark 
‘Wood and carved with the images of bones and skulls Itallows use 
‘of the following spells: 


aus fear (1 charge) 

‘Ghoul touch (1 charge) 

‘ale undead (1 charge) 

Enerution (2 charges) = 

‘Waves of fatigue (2 charges) 

Circle of dats (3 charges). | 

Swrong necromancy, CL. 13th; Craft taf cause fea ctle of death, 

‘nervaton, ghoul fouch, halt undead ves of fatigue Price 65,000 gp.| 
Passage: This potent item allows use ofthe following spells 

‘= Dimension door (t charge) 

‘+ uswall (1 charge) 

‘+ Bhase door (2 charges) 


Gaevle teleport (2 charges) 

Asia projection (2 charges) 

Strong varied; CL 17th; Craft Staff, astral projection, dimension 
door, greater teleport, pasa phase dor, Price 170,500 gp 

Pawer, The staf of powerisa very potent magic iter, with offen 
siveand defensive abilities. Its usually topped with a glistening 
| gem, its shaft staight and smooth. It has the following powers: 
+ Magic missile (t change) 
+ Ray of enfctlement (heightened to Sth level) (1 charge) 
+ Continual lame 1 charge) 
+ Levitate charge) 
+ Lightning bolt (heightened to sth level) (1 charge) 
+ Fisall (heightened to Sth level) (1 charge) 


one of cold (2 charges) 

Hold monster (2 charges) 

Wall of force (in a 10ft-dlameter hemisphere around the caster 

‘only) (2 charges) 

+ Globe of invulnembilty (2 charges). 

The wielderof a saf of ower gains a +2 luck bonus to AC and 
saving throws. The staff is also a +2 quarestaf and its wielder may 
use it tosmite opponents. ft charge is expended (asa free action), 
the staff causes double damage (3 on a critical it) for-t.round. 

‘Aslafof power can be used fora retributive strike, requiring it to 
‘he broken by its wielder, (If this breaking ofthe staf is purposeful 
and declared by the wilder t;can be performed as.a standard. 
action that does not require the wielder ro make a Strength check.) 
Allcharges currently in the staf are instantly released ina 30-00 
radius All within 2 squares of the broken staff take points of 
damage equal to 8 the number of charges in the staff, those 3 or 4 
squares away take 6 x the numberof charges in damage, and those 
Sor 6 squares distant take 4 the number of charges in damage. All 
those affected can make DC 17 Reflex saves to reduce the damage 
by hale 

The character breaking the stalthasa SO chance of traveling to 
unother plane of existence, but ithe does notthe explosive release 
cof spell encrgy destroys him, Only certain items, including the 
staf ofthe magi (page 280) and the staf ower are capable of being, 
used for a retributive strike. 

‘Afterall charges are used up from the staff, it emains a +2 quar 
‘erstaf (Once empty of charges, itcannot be used fora retributive 


Strong varied; CL 15th; Craft Staff, Craft Magic Arms and 
‘Armor, magic missile, heightened yf enfcblemen, continual flame, 
levitate, heightened firebll, heightened lightning bot, cone of coli, 
hold monster, wal of fore, globe of invulnerability: Price 241,000 gp 
Size Alteration: Stout and sturdy this staff of dark wood allows 
use ofthe following spells 
Enlarge person (1 charge) 
+ Reduce person (1 charge) 
+ Shrink.tem (charge) 
Enlarge person, mass (1 charge) 
+ Reduce person mass 1.charge) 
Faint conjuration; CL Ath; Craft Staff enlarge person, mas enlarge 
persone person, mas duce person shrink item; Price 29,000 gp. 
‘Swarming Insects: Made of twisted dark wood with dark. 


spots resembling crawling insects (Which occasionally seem.10 
rmove),this staff allows use of che following spells: i 
+ Summon swarm (t charge) a 
+ net plague (3 charges). 

Moderate conjuration; GL. th; Craft Staff insect plagut, summon 
swarm; Price 24,750 gp. 

‘Transmutation: This sta ls generally carved from or deco- 
ated with petrified wood and allows use of the following spells 
+ Expeditious eat (3 charge) 

+ Alter self (4 charge), } 

+ Blink (1 charge) 

+ Bulymorpl (2 charges) 

+ Balefl polymorph (2 charges) 

+ Disinlegrate (3 charges) 

jong transmutation; CL 13th; Craft Stal ale elf bleful po 
rice 65,00 


smorgh, blk disintegrate, expeditious vetret polymorph 


9: Appearing to have grown navurally ino its shape, 
sh, or yew staf allows use ofthe following spell 


‘Spee with 
Barkskin (2 charges) 
Wil of thomus(3 charges) 
wresally V1 (3. charges). 

‘Animal plants (4 charges) 

‘the stall may be used as weapon, functioning as.a +2 quarter: 

staf. The staf of the woodland also allows is welder ta gas.without| 
jfmuce at wll, with no charge cost, These two attributes continweta} 

function afterall the charges ate expended, ] 
Moderate varied; CL.13th; Craft Staff, Craft Magic Arms.and| 

Armor, animate plants, barkskin, charm animal, pass without trace 

‘peak with aia, summon nature ally VB, wall of thorn; Price 

101,250 gp. 


WANDS 
‘A.wand is «thin baton that contain «single spell of Ath level or 
lower Each wand has 50 charges when created, and each charge 
‘expended allows the user to use the wands ypellone time. A wand 
that runs out of charges is justa stick, 

Physical Description: A typical wand is 6 inehes vo 12 inches 
Jong and about 1/4 inch thick, and often weighs no more than 1 
‘ounce. Most wands are wood, but some.ate bone, A rare few ate 
metal, glass, or even ceramic, but these ate quite exotic, Occasion: 
ally. wand hasa gem or-some device atits tip, and most are deco: 
rated with carvings or runes A typical wand has AC 7,5 hit points, 
hardness S,and a break DC of 16, 

‘Activation: Wands use the spel trigger activation method, 90 
casting a spell from a wand is usually a standard action that 
doesntt provoke attacks of opportunity, (Ifthe spell being cast, 
however, has a longer casting time than 1 action, it takes that 
Jong to cast the spell rom a wand.) To activate a wand a charac 
ter must hold iin hand (or whatever passes for a hand, for non 
‘humanoid creatures) and point itn the general direction of the 
targer or area. A.wand may be used while grappling ot while 
swallowed whole 

Random Generation: To generate wands randomly, rll on 
Table 7~26: Wands, Some wands on the table are versions created. 
at particular caster levels; in such eases, the caster level of the item, 
ispivenin parentheses. = 

‘Special Qualities: Roll dX, A 01~30 result indicates that some- 
thing (adesign, inscription or the like) provides some clue.to.the 
‘wands function, and 31-100 indicates no special qualities. __. 


Wand Descriptions. 
All wands are simply storage devices for spells and thus have no 
| special descriptions, Refer to the spell descriptions in Chapter 11 
of the Mayer’ Handbook forall pertinent details. 


Tate 7-26: Wanos 
Minor Medium Major Wand 


01-02 — Detect magic 
03-04 — tight 
05-07 — = = —Buming hands 
08-10 —_ Charm animal 
1-13 — = Charm person 
1416 — Calor spray 
W198 — = Cure light wounds 
2022 — Detect secret. doar 
B25 — = Enlerge penon 
26-28 — Magic mise (3), 
2-3 — = Shocking grasp 
32-34 — Summon monster 1 
35-36 — = Magic mise (31d) 
3701-03 —_ Magic missle (5th) 
38-40. 04-07 — Bear's endurance 
41-43. 08-1), — Bull's strength 
[4446 12-15 — Cat's grce 
47-49. 16-20. — Cure moderate wounds 
50-81 21-22 — —Dorknens 
52-84 23-24 Daylight 
35-57 25-27 — Delay potion 
SH-60 28-3) — Eagle's splendor 
61-63 3233 — Fhe life 
64-66 34-37 — Fox's cunning 
67-68 38 = — Ghoul touch 
— Hold person 
— Invisliny 
—— keock 
= tevote 
—— Meffs ccd orow 
Mirror imoge 
— Ow 's wisdom, 
= Shatter 
— Silence 
= Summon monster It 
— Web 
(01-02 ‘Magic missile (7th) 
03-05 Magic mise (21h) 
(06-07 Cal lighting (Sth) 11.250 gp 
(Of Charm person. heightened 11,250 gp 
(rdlevel spel) 
= 69-70 09-10 Contagion 11,280 ap 
T-Td_11-13._Cur serious wounds 11,250 gp. 
= IS-T7 VAS Dispel magic 1.25080 


WONDROUS ITEMS 
[this isa catchall category for anytbing that doesnt fall into the 
other groups. Anyone can use a wondrous item (unless specified 
otherwise in the description). 

Physical Description: Varies. 

Activation: Usually use activated or command word, but 
sdetails vary from item to tem, 

Random Generation: To generate wondrous items randomly, 
roll on Table 7-27: Minor Wondrous Items, Table 7-28: Medium 
Wondrous trem, or Table 7-2% Major Wonairous Items, 

Special Qualities: Roll ds, An ot result indicates the won- 
sdrous item is intelligent, 02-31 indicates that something (a 
design. inscription, or the like) provides. clue to its function, and. 
{2-100 indicates no special qualities. Intelligent items have extra 

{abilities and sometimes exttuordinary powers and special pur 
{poses Use Table 2-30: [rem Intelligence, Wisdom, Charisma, and 
Capabilities as indicated if wondrous item is intelligent. Wor- 
ddrous items with charges can never be intelligent. 


TE-81_16-17 Fireball (sh) 1230p, 
— B28 EID Keen edge 11.250 58 
84-87 20-21 Lighting bok (5h) Vi250gp 

88-89. 22-23 Mojorimage 11250 ap 
— 90-91. 24-25 Slow 11250 gp 
= 92-94 26-27 Suggestion 11.280 9 
— 95-87 28-29. Summon monster It 11.250 gp 
= 98 3031 Fiboll 6th) 13.500 go 
= 98 32-33_Lghtnng bot eh) 13.500 gp 
= 100. 34-35 Searing ht (6) 13,800 gp 
= 36-37 cal ighning ath 11.000 gp 
— = 3439 Fiball (st) 18/000 gp 
— 40-41 Ughning bot (1h) 18,000 gp, 
= = 245 charm monster 21,000 ap 
== 46-50. Care eitical wounds 21,000 gp. 
= = 51-82 Dimensional anchor 211000 gp 
— 335. Fear 21,000 gp 
= $689 Greater isi 21,000 gp 
|= = —60__Hold penon, heightened 21,000 gr, 
(ath eve) 
= = 8-65 Keston 21000 gp 
= = 66-68 fc eical wounds 21,000.gp 
= = G7 Neale potion 21,000 gp 
— = 74 Polen 21,000 gp 
= = 15.77 Pohmoreh 21,000 gp 
= = Ray ofefeebemens 21,000 gp. 
heightened (4th leva. 
— = 9 Suggestion heightened 2,000 gp 
(ath lve) 
— = 80-82. summon monster 'V 21.000 gp 
= = 8-86 Walloffre 21,000 gp 
— 97-90. Wel of ce 2,000 gp 
= = 91 Die mage 10H) 22500 
= 92 Fimbal (108) 22,500 ep 
= = 93 Uighining bot (20) 22500 09 
== 94 Chaos hammer (8h) 24,000 gp 
= = 95 Holy smite ih) 24,00 gp 
2 96 Order's wrath (8) 24,000 gp 
= 87 Unhoty baht (8h) 24000 up 
— 38-99 _Resoration" 26,000 gp 
— = 100 Stoneshint 33500 gp 


1. The cost to create a wand of restoration is 10,500 gp, 840 XP, plus 
5,000 gp for the material components 

2.The cost to create a wand ofstoneskin is 10,500 gp, 840 XP, plus 
12,500 gp for the material components 


Wondrous ftem Descriptions. 

‘Wondrous items ean be configured todo just about anything from 
create a breeze to improve ability scores, Standard wondrous items 
ae described below. 

‘Amulet of Health: This amulet isa golden disk on a chain. tt 
usually. bears the image of a lion or other powerful animal. The 
amulet grants the wearer an enhancement bonus to Constitution 
of 2.44.08 +6 

‘Moderate transmutation; CL sth; Craft Wondrous Item, bears 
ude: Price 4,000 gp (+2),16,000 gp (+4), 36.000 gp (46) 

“Amulet of Mighty Fists: This amulet grants an enhancement 
bonus of +110 45 on attack and damage rolls with unarmed attacks 
and natural weapons. 

Faint evocation; CL. sth; Craft Wondrous Item, grater magic 
fang, creator’ caster level must be at leastthree times the amulet’, 
bonus: Prce 6,000 gp (+1), 24,000 gp (+2), $4,000 gp (+3), 96,000 gp 
(44), 150,000 gp (8). 

Amulet of Natural Armor: This amulet, usually crafted from 
hone or beast scales, toughens the wearer's body and flesh, giving 
‘himan enhancement bonus to his natural armor bonus of from +4 


to +5, depending on the kind of amulet 

Faint transmutation; CL sth; Craft Wondrous Item, barkskin, 
creator's caster level must be atleast three times. the amuler’s 
bonus Price 2,000 gp (+4), 8:000 gp (+2), 18,000 gp (+3), 32,000 gp 
(+4), 0 50,000 gp (+5). 

‘Amulet of the Planes: This device usually appears ro bea 
{black circular amulet, although any character looking closely ait 


\seesa dark, moving switl of color. The amulet allows its wearer to, 


utilize plane shift. However, this isa difficult item to master. The 
user must make « DC 15 Intelligence check in order to get the 
amulet.1o take her to the plane (and.the specific location om that 
plane) chat she wants tshe fails. the amulet transports her and all 
those traveling with her oarandom location on that plane (01-60 
‘on ds) or toa random plane (61-100), 


‘Taste 7-27: Minor WONDROUS ITEMS 


9% tem Market Price 
0} Quoal’s eather token, anchor 50Kp 
02—_Univso solvent 50 gp, 
0% Elsiroflve 1504p 
4 Unguen af imelesness 150 gp 
05 Qual’ feather token. fn 200 5p 
06 Dust of raclesress 250 gp 
OF Elncof hiding 2505p 
08 Elie of reaking 250 gp 
08 lxeafswimming 250 gp 
10 El of vin 250 gp 
11 Silersheen 250 
12 Quoal feather token bid 300 gp 
13. Qual’ feather token ee 400 gp 
14 Quoa' father token, swan boat 450 gp 
1S) Eliiroftruth 500 gp 
36 Quaals feather token, whip 500 gp 
17 Bustofdrynes 8505p 
1B Bag.of wes, ray 900 gp 
19° Hand ofthe moge 500 go 
20 frases of armor +) 1,000 gp 
21 Chookof resistance +1 11000 gp 
22 Peal of power, tel pl 1,000 gp. 
23 Phylactery of faithfulness 1,000 gp 
24 Solve ofslpperiness 1,000 gp, 
28 Ela offre breath 11100 89 
26 Pipes ofthe sewers 1,150 ep 
27 Oust ofilusion 11200 ep 
2B Goggles of minute seeing 1,280 gp 
29 Brooch of shielding 11300 gp 
30 Nechlace of fiebol ype | 1,650 gp 
31 Dust of appearance 1.800 gp 
32 Hot of guise 1,800 gp 
33 Pipes of ounding 1,800 gp 
34 Quiver of hlonaa 1,800 gp 
35 Amulet of natural armor 1 2000 gp 
36 Hewards handy haversack 2.000 gp 
37 Hom of fog 2,00 gp 
38 Elemental gem. 2,250 gp 
39° Robe of bones 2400 gp 
40 Sovereign gue 240 gp 
41 Bogofholdng spe | 23500 gp 
42 Boots of eentnd 2,500 gp 
43 Beets ofthe winteronds 2300 ep 
44 Candle oftath 2500p 

| 45 Cook of eenkind 2500 up 

| 46 yessf he cgi 2300 gp 
47 Scarab golemtane 21500 gp 
48 _Neckloce of frebols typeI 2,700 6p 
48. Stone of alarm 270050 


Strong conjuration; CL 1sth; Craft Wondrous Item, planc shift: 
Price 20,000 gp i 

Amulet of Proof against Detection and Location: Thissilver 
amulet protects the wearer from scrying and magical location just. 
ax a nondetection spell does. fa divination spell is attempted 
against the wearer the caster ofthe divination must succeed on 3 
caster level check (1d20+ caster level) against a DC of 19 (as ithe 
‘caster had cast nondtecton on herself) 

‘Moderate abjuration; CL. 8th; Craft Wondrous Item, none 
tion Price 35,000 gp. } 

Apparatus of Kwalish: This item appears to be a large, sealed 
fron barre, but ithas.a secret catch (Search DC 20 to locate) that 
opens a hatch in one end. Anyone who crawls inside finds ten 
(unlabeled) levers 


$0. Bag of is, st 3,000 gp 
5) Bead of force 3000 6p 

152 Chime of pening 3,000 gp, 

| $3. Honeshoes of speed 3000 gp 
54 _ Rope of imbing 3,000 gp 
55. Dustofdhoppeorance 350 gp 
56 Lens of detection 3,500 gp 
57 estment duds 3.750 gp 
58 Figurine of wondrous power, sive raven 3,800 gp 
59 Amulet of heath +2 4000 gp 
©0 Bruce of amor +2, 4,000 gp. 
61 Cloak of Charisma +2 4000 gp 
62 Cloak sistance +2 4,000 gp_| 
© Gountlets of gre power 400 gp 
64love ofarowe searing 4,000gp. 
65. Gloves of Denery +2 4.000 gp 
66 Headbond of nlc»? 4,000 gp 
67 founstone ear spindle 4,000 gp 
68 _Keoghtom’s ointment 4,000 gp 
(68 Nola marvelous pigments 4,000 gp 
70. Pearl of power, 2nbevel pel 4,000 gp 
71 Perio of Wisdom +2 41000 gp 
7 Stone he 4,000 gp 
73 Necklace offrebal type 1 4350 9p 
14 Gilt of persuasion 4300 gp 
15, Sher of pier climbing 41800 gp 
76 incense of meditation, 4900 gp 
77 Bag of holding typeI $000 gp 
78 Braces of ochey ese 5,000 gp 
79, foun stone, dusty rose ism 5,000 gp 
480 Helm of comprehend languoges and read mogie 5,200 gp 
8) Vestofecope 5,200 gp 
82__Evarsmoking bot 5,400 ap 
83. Muy oon 5,400 6p 
84 NecHlace fireball type V 5,400 gp 
85 Bots of riding and singing 5,300 ep 
86 _Wind fn 5,300 gp 
87, Amulet of mighty ft +1 6.000 gp 
88_Honeshoes ofa zephyr 6,000 gp 
89 Pes of haunting 6,000 gp 
90 Necklace offieals ype V 6,150 gp 
91 Gloves of swimming and clinbing 6250 9 
92 Bag of res, ton 6,300 gp 
93 Gilet of blasting, minor 6480p 
94 Horn of goad £500 gp 
95 Robe of seul items 7,000 gp 
36 Boat fling 7200 5p_| 
97 Cloak ofthe mania ray 7200 gp 
98 Botil ofic 7250 gp 
99 Bag ofhldng type Ih 7400 g0 
100. Perit of heli 7400 gp 


The device has the following characteristics hp 200; hardness 
15; Spd 20 ft, swim 20 ft; AC 20 (-A size, 11 natural Atk +12 
‘melee (2d8, 2 pincers, 


Lever 
(110) Lever Function 

1 Batend/retract eps and tail 

Uncover cover forward pothole 

Uncover/cove side portoles 
Extend /revact pincers and feelers 
Snap pincers 
Move forward/backward 
Tur eight 
Open "eyes" with continual fame inside/close “eyes” 
Rise/sink in water 
Open/close hatch 


| Operating lever isa full-ound action, and no lever may be oper: 
[ated more than.once per round. However, since two Medium] 
{characters can fit inside, the apparatus can move and attack in the 
‘same round. The device can function in water up t0 900 feet deep, 
Icholds enough ai fora crew of nwo to survive td¥et hours (wice 
asong fora single occupant), When activated, the apparatus looks 
something like giant lobster, 
Strong evocation and transmutation; CL 19th; Craft Wondrous 
Item, animate objets continual flame, creator must ave 8 ranks in 
{the Knowledge (architecture and engineering) skill Price 90,000 
{ap Wight 500 Ib 
Bag of Holding: This appears to bea common cloth sack about 
2-feetby-4 feet in size. The bug of holding opens into a nondimen 
{sional space: Its chan its outside dimensions. 
Regardless of what is put into the bag, it seeighs a fixed amount. 
This weight, and the limits in weight and volume ofthe bag con- 
tents depend on the bag’ type, as shown on he rable below, 


Contents Contents 

Bag Weight Volume. Market 
Bg Weight Umit Limit Pre 
Typel 15 Bb. 25016, 30H fe 2,500 gp 
Type il 25 500 (, 70.cu ft 5,000.gp. 
Type 3516, 1,001, 1S0curR. 740089 
Type 60, 1,500/b. 250 cu.ft. 10,000 gp. 


Ifthe bag is overloaded or ifsharp objects perce it from inside or 
outside), the bag ruptures and is ruined. All contents are lost for 
ever. aha of holding is turned inside out, its contents spill out, 
unharmed, but the bag must be put right before it can be used 
again, If living creatures are placed within the bag, they can sur 
[vive fr upto 10 minutes, after which time they suffocate, Retrev 

finaspecific item from abag of holding is a move action—unless 
the bag contains mote than an ordinary backpack would hold, in 
Which case retrieving a specific item isa full-ound action, 

Ia hagof holdings placed within a portable hole (page 268), aif 
to the Astral Plane is torn in.the space: Bag and hole alike are 
sucked into the void and forever lost. portable hole is placed 
‘withina hay of holding, itopensa gate to the Astral Plane:the hole, 
the bag, and any creatures within 10-foot radius are drawn there, 
destroying the portable hole and bog of holding inthe process 

Moderate conjuration; CL ath; Craft Wondrous Item, Leomund’s 
secret ches 

Bag. of Tricks: This small sick appears normal and. empty, 

| However, anyone reaching into the bag feels «small fuzzy ball. 

{the ball is removed and tossed up to 20 feet away, it turns into an 

{animal The animal serves the character who drew it from the bag 
for 10 minutes (or until slain or ordered back into the bag), at 

which point it disappears. It can follow any of the commands, 

described_in the Handle Animal skill (page 74 of the Payers 


Handbook). Each of the three kinds of a bag of tricks produces a 
different set of animals, Use the following tables to determine 
what animals can be drawn out of each. 

The heavy warharse appears with harness and tack and accepts 
{the character who drew it from the bag as a rider. 

‘Animals produced arealsvays random, and only one may exist at 
‘atime. Up to ten animalscan be drawn from the bag each week 

Faint or moderate conjuration; CL. 3rd (gray), Sth (rust), 9th 
(Can); Craft Wondrous Item, summon nature aly 11 (gray), summon. 
rare ally 11 (rust), or summon natur’s ally V (tan); Price 900 gp 
(gray); 3,000 gp (rust: 6,300 gp (tan). 


Gray Rust Tan. 

4% Animal 43% Animal __ Animal 
01-30 Bat 01-30 Wolverine 01~30 Brown bear 
31-60 Rat 31-60 Wolf 31-60 Wien 

181-75, Cat 61-85 Boar 61-80. Heavy warhorse 
176-90 Weasel 86-100 Black bear 81-90 Tiger 
51-100 Badger 91-100 Rhinoceros 


Bead of Force: This small black sphere appears to bealustetles, 
‘pearl You can throw it up to 60 feet with no range penalties Upon 
sharp impact. the bead explodes, sending forth a burst that deals 
56 points of force damage tall creatures within a.10-fo0t radius, 

1c functions like an Oflukes resilient sphere spell (Reflex DC 16 
negates) with a radius of 10 feet and a duration of 10.minutes. A 
lobe of shimmering force encloses a creatute,provided the latter. 
1 small enough to fit within the diameter ofthe sphere. The 
sphere contains its subject for the spells duration. The sphere i 
not subject to damage of any sort excepr from anal of cancellation 
rod of negation, disintegrate, or a targeted dspel magie spell. These 
effects destroy the sphere without harm to the subject. Nothing 
«an pass through the sphere, inside or out, though the subject can 
breathe normally.The subject may struggle, but the globe cannot 
be physically moved either by people ouside tor by the struggles 
of those within. 

The explosion completely consumes the bead. making this # 
lone-ase item, 

Moderate evocation; CL 10th; Craft Wondrous Item, Otiuke’s 
relent sphere Price 3000 gp 

Belt, Monk's This simple rope belt, when wrapped around a 
character's waist, confers great ability in unarmed combat, The 
wearer's AC and unarmed damage is treated as a monk of ive 
levels higher: If donned by acharacter with the Stunning Fist fea, 
the belt lets her make one additional stunning attack per day: IF 
the character is not « monk, she gains the AC and unarmed 
damage of Sth-level monk. This AC bonus functions just ike the 
‘monk's AC bonus. 

Moderate transmutation Ch 10th; Craft Wondrous ftem, 
righteous might or Tenser’ transformation; Price 13,000 gp; Weight 
ib, 

Belt of Dwarvenkind: This belt gives the wearer a +4 compe 
tence honuson Charisma checks and Charistna-basedskillchecks 
asthey relate ro dealing with divarves, a +2 competence bonus on 
similar checks when dealing with gnomes and halflings,and a -2 
‘competence penalty on similar checks when dealing with anyone 
else. The wearer can understand, speak, and read! Dwarven. Ifthe 
‘wearer not a dwarf, he gains 60-oot darkvision, dwarven stone 
ccunning.a.+2enhancement bonus fo Constitution, and.a.+2 resist 
ance bonus an saves against poison, spels, or spell-lke effects. 

Moderate divination; CL. 12th, Craft Wondrous Item, fongucs, 
‘teator must be dwarf; Price 14,900 gp, Weight Ib 

Belt of Giant Strength: This wide belt is made of thick leather 
and studded with ron. The belt adds to the wearer Strength score 
inuthe form of an enhancement bonus of +4 or +6 

‘Moderate transmutation; CL t0th; Craft Wondrous Irem, bl 
strength; Price 16,000 gp (+4), 36,000 gp (+6); Weight Ib 


TasLe 7-28: Medium WONDROUS ITEMS. 50 Bet of gant Strength +4 


1% tem Market Price 51. Boot winged 
0} Boot oflitation 7500 gp S2__Brocen ofaomeor +4 
2 _ Harp of charming 7,500 gp 53. Clook of Charisma +4 
03 Amulet of rotural armor +2 8000 gp 54 Cloak ofesistance +4 
08 Golem manual. flesh 3,000.gp 55. Gloves of Destrity +4 
05 Hand of glory $000 ep | | 56 Headband ofintliecr4 
5 loun stone, deep red sphere 3,000 gp._| | 57/0 Perl ofpower, televe spell 
(07 oun stone, incandescent blue sphere $000 gp | 58_Periop of Wisdom. 4 
(08. oun stone, pale blue homed 1.000 gp_| S80 Seabbord of keen edged i 
09 oun stone, pink and green sphere 15,000 gp 60 Figuine of wondrous power, golden lons | 
10 loun stone, pink rhomboid 8,000 gp 61 Chime ofimeruption 
1 Joun stone catt and blve sphere 000 gp 62 Broom offing 
12 Deck oflusions 8100 gp 153 Figurine of wondrous power, marble elephant 
13. Necklace ofireballs type VI 8.100 g0 64 Amulet of natural armor +3 
14 Condi of iocation, 8,400 gp {65 foun stone, indescen spindle 
15 Brvcers of ormor #3 9,000 66 6 Bracelet of fiends 
16 Cloak ofresstonce +3 9,000 gp_|. 1/67) "Carpet offing, 5 by 5 
17 Decanter of endless woter 9.000 gp |. | 68. Hom of basing 
1B_Necklce of adptetion 9000 gp. 69 foun stone, pole lavender elisoid 
19 Pear of power, Seve spell 9000 gp 70 foun stone, pearly white spindle 
20 Talisman ofthe sphere 5,000 gp 7) Portable hole 
21, Figurine of wondrous power, serpentine ow 9,100 ep 72 Stone of good luck (chien. 
22__ Necklace fireballs type Vi 9150 gp 73. Figurine of wondrous power, ory goats 
23 Strand of prayer beds, lesser 9,600 ap 74 Rope of entonglement. 
24 Bog of holding type 10,000 gp 78 Golem manual, stone 
25 Figurine of wondrous power, bre griffon 10/00 gp 76 Mosk of he skull | 
26 Figurine of wondrous power, ebony. 10,000 gp 71 Mattock of the titans 
27 Glove ofstoring 10,000 gp 78 Ciret of blasting. major 
28 foun sone, dark blue shomboid 10,000 gp 79° Amulet of mighty fs +2 
28 Stone hone, couner 10,000 gp '80___ Cook of dplacement, minor 
30 Cape ofthe mountebonk 10,080 gp 81-Helm of udeneoter action | 
31 Phylctery of undead trning 1,000 gp 82 __Brocers of archer. greater 
32. Goulet of rst 11,300 gp 83. Bracers ofarmor +5 
33 Boots of peed 12,000 ap 84 Clookof resistance +5 
34 Goggles of night 12,000 gp 85 Eyes of doom 
35 Golem manual, doy 12,000 gp 46 Pearl of power Ste-leve spell 
36 Medallion of thoughts 12.000 gp 47 Maul ofthe tons 
37° Pipes ofpoin 12,000 gp 8 Strand of prayer beads 
38 Boceobs blessed book 12,500 68 39. Cloak ofthe bot 
39° Belt, monks 13,000 86 90 tron bonds of Bilaro, 
40 Gem of bighines 13,000 gp 9 Cube offrost resistance 
4) tye of building 13,000 gp 92__Helm of telepathy 
42 look of aachnid, 14,000 gp 93, Periapt of proof opens potion 
43 Stone hose, dstier 14,800 gp 94 Robe of xitilning color 
44 Belt of évarvenkind 14300 gp 95 Manual of bollyhelth +1 
45 Periapt of wound closure 15,000 89 96 Manual of goinful exercise +1 
86 Hom ofthe tntons 15.100 gp 97 Monual of quickness inaction +1 
47° Pearl ofthe sins 15,300 5p 9% Tome of lear thought 1 
44_Figunne of wondrous power, ony dog 15,500 gp 99° Tome ofkaderhip and influence +1 
49° Amulet of health +4 16,000 gp 100. Tome of understanding +1 
Boat, Folding: A folding boat looks like a small wooden _visibly.or invisibly.on-the box.or.they may be written else 
‘box—-about 12 inches long, 6 inches wide, nd 6 inches deep. it where—perhaps on an item within the box 
can be used to store tems like any other box. fa command word Faint transmutation: CL oth, Craft Wondrous Item, fabricate, 
is given, however, the box unfolds self to form a boat 10 feet creator must have 2 ranks in the Graft (shipmaking) skill Price 
Jong, 4 feet wide, and 2 feet in depth. A second command word 200 gp; Weight + Ib 
‘causes i to unfold to/a ship 24 feet long. feet wide, and 6 feet Boccob’s Blessed Book: This well-made tome is always of 
deep. Any objects formerly stored inthe box.nowtestinsice the small sizeyplcally:no more than 12 inches tall incheswide,and 
boat or ship. 1 inch thick. Allsuch books ate durable, waterproof. botind with | 
‘In its smaller form, the boat has one pair of oars,an.anchor.a, {iron overlaid with silver, and locked. 
‘mastandalateen sil Inits larger form. the boat hasadeck,single ‘A wizard.ca fill the 1,000 pages of a Bocas bleed book with, 
{rowing seats. five sets of oats, a steering oar, an anchor, adeck spells without paying the 25 gp per page material cost. This book 
cabin, ania mast witha square sil The boat can bold fout people is never found as randomly. generated treasure with spells already 
‘comfortably, while the ship cartes fifteen with ease. inscribed init. 
A thied.wword of command causes the boat or ship to fold itself Moderate transmutation; CL. 7th; Craft Wondrous Item, secret 


into-a box once again. The words of command may be inscribed, "page; Price 12.500 gp; Weight 1 Ib. 


Boots of Elvenkind: These soft boats enable the wearer 10 
move quietly in virually any surroundings, granting a+5.compe- 
tence bonus on Move Silently checks. 

Faint transmutation; CL Sth Craft Wondrous Item, creator 
‘ust be an elf Price 2,500 gp; Weight Ib, i 

Boots of Levitation: On command, these leather boots allow. 
the. wearer ro levitate as if'she had cast levitate on herself 

aint transmutation; CL 3rd; Craft Wondrous trem, evita 
{Price 7500 gp; Weight 1 Ib, 

Boots of Speed: Asa free action, the wearer can click her boat} 
heels rogether, enabling her to acts though affected by a haste 
spell for up to 10 rounds each day. The duration of the hast eect 
need not be consecutive rounds. 

‘Moderate transmutation CL 10th; Craft Wondrous Item, hast; 
Price 12,000 gp; Weight Ib 

Boots of Striding and Springing: These boots increase the 
sweaters base land speed by 10 feet. In addition to this striding 
ability (considered an enhancement bonus), these boots allow the 

| wearer to.make great leaps, She can jump with a +5 competence | 
{bonus on Jump checks 

Faint transmutation; CL 3rd; Craft Wondrous Item, longrider, 
creator must have § ranks in the Jump skill; Price 5,500 gp; 
Weight t Ih 

Boots of Teleportation: Any character wearing this footwear 
may teleport three times per day, exactly as if he had cast the spell 
of the same name. 

Moderate conjuration; CL 9th; Craft Wondrous Item, teleport 

[rice 49.000 gp; Weight 3 Ib 

Boots of the Winterlands: This foorgear bestows many 

[powers upon the wearer. First, he is able to travel across snow at 
{his normal speed, leaving no tracks. The boots also.enable him to 
travel at normal speed across the most slippery ice (horizontal 
surfaces only, not vertical or sharply slanted ones) without falling 
ot slipping, Finally, boos ofthe wintelands warm the weater as if 
he.were affected by an endure elements spel 

Faint abjuration and transmutation; CL sthi Craft Wondrous 
em, cats gmc, endure clements, pass. trace Bice 2.500 gp; 
Weight t Ib 

Boots, Winged; These boots appear to be ordinary foatgear. 
On command, the boots sprout wings at the heel and let the. 
wearer fly, without having.to maintain concentration, as if 
affected by ly spell. He can fly three times day for up to $ min: 
ues per fight. 

Faint transmutation: CL Sth; Craft Wondrous Item, fly; Price 
16 000 gp Weight tlh 

Bottle of Als: This {tem appears so.be.a normal glass botle 
with a cork, When taken to any aitless.enviconment (such as 
lunderveater ot in a vacuum), it cetains air within i tall times, 
{continually renewing its contents. This means that a character 
‘can draw air out of the bottle to breathe. The bottle can even be 
shared by multiple characters who pass itaround, Breathing out 
of the bottle isa standard action, butacharacter sodoing.can then 
act for as long as she can hold her breath 

Moderate transmutation; CL 71h; Craft Wondrous Item, water 
breathing: Price 7.250 gp; Weight 2 Ib. 

Bowl of Commanding Water Elementals: This large con: 
‘ainer is usually fashioned from blue or green semiprecious stone 
(malachite lapis lazuli, azure, tuequoise, peridot, ot sometimes 
Jae). It is about 1 foot in diameter, half that deep, and relatively 
fragile. When the bowl is filled with fresh water, and certain 
|\words re spoken. Large water elemental appears. The summon: 
Jing wards require 4 full round to speak. In all ways the bowl func: 
{sions as the smmon monster VI spell. Only one elemental can be 
called ata time. A new elemental requites the bowl to be filled 
‘with new watet, which cannot happen until after the first ele 
‘mental disappears (is dispelled, dismissed, or slain) 

sale water is used, the elemental is Huge rather than Large (as, 


‘if summon monser-VIU had been cast) See page 98 of the Monster 
‘Manual for details on water elementals. 
Strong conjuration; CL 13th; Craft Wondrous Item, suman 
‘monster Vi summon. monster VE; Brice 100.000 gp; Weight Ib. 
Bracelet of Friends: This silver charm bracelet has four 
[charms upon it when created, The owner may designate one 
person known to him to be keyed to one charm (This designation 
takes a standard action, but once done it lasts forever or until 
changed.) When a charm is grasped and the name of the keyed 
individual is spoken, that person {s called tothe spot (a standacd 
action) along with his or her gear, as long as the owner and the 
called person are on the same plane, The keyed individual knows 
‘who is calling, and the belt of friends only functions on willing 
travelers. Once a charm is activated, it disappears, Charms sep 
rated fromthe braceletare worthless A bracelet found with fewer 
than four charms is worth 25% less for each missing charm, 

Strong conjuration; CL. 1sth; Craft Wondrous Item fg rice 
119,000 gp 

Bracers of Archery, Greater: These wristbands look like 
normal protective wear. The bracers empower the wearer to use 
any bow (not including crossbows) sf she were proficient in is 
use, If she already has proficiency with any typeof bow she gains 
41+2 competence bonus on attack lls nd a+ competence bonus 
con damage rolls whenever using that type of bow. Bath bracers 
must be worn for the magico be effective 

Moderate transmutation; CL 8th; Craft. Wondrous Item, Craft 
Magic Arms and Armor; Price 25,000 gp Weight 1 Ib. 

Bracers of Archery, Lesser: These wristbands function as 
greater bracers of archery, except that they grant a +1.competence 
bonus onattack rolls and no bonus on damage rolls 

Faint transmutation; CL 4th; Craft Wondrous Ttem, Craft Magic: 
‘Arms and Armor, Price 5,000 gp; Weight Ib 

Bracers of Armor; These items appear to be wrist or axm. 
‘guards, They surround the wearer with an invisible but tangible 
field of force, granting him an armor bonus of +4 t0.+8, just as 
though he were wearing armor, Both bracers must be worn for the 
magic to be effective. 

Moderate conjuration; CL 7th; Craft Wondrous Htem, mage 
armor, creators caster level must be at least. nwo times that ofthe 
bonus placed in the bracers; Price 1,000 gp (+4), 4,000 gp (+2), 
9,000 gp (#3), 16,000 gp (+4).25.000 gp (+), 36.000 gp (+6), 49,000 
Ap (47). 64,000 gp (+8 Weight Ib 

Brazier of Commanding Fire Elementals: This device 
sppeats to bea normal container for holding burning coals, When 
a fite is Iit.in the brazier and the proper summoning words are 
spoken, Large fire elemental appeats. The summoning words 
requite full round to speak. In all ways the brazier Functions as 
the summon monster VI spell. Lf brimstone is added, the elemental 
is Huge instead of Large, and the brazier works asa summon mon 
ster VI spell. Only one elemental can be summoned ata time. A 
new elemental requites a nev-fre, which cannot be lit unc after 
the first elemental disappears (is dispelled, dismissed, or slain), 
Seepage. 98 of the Monster Manual-for details on fie elementals. 

‘Strong conjuration; CL 13th; Craft Wondrous Item, summon 
‘monster VI, summon monster Vil: Brice 100,000 gp; Weight 5 Ib, 
Brooch of Shielding: This appears to be a piece of silver or 
gold jewelry-used to fasten a cloak or cape. tn addition.to this. 
‘mundane task, it can absorb magic mivle of the sort generated by 
spell or spelllike ability. A brooch can absorb up ro-104 points.of| 
«damage from miagic missiles before it melts and becomes useless 
Faint abjuration),CL 1st; Craft Wondrous Liem, shield: Brice 
1.500gp, 4 
Broom of Flying: This broom is able tofly through the air as if) 
{affected by an overland fight spel (average maneuverability) for up 
10-2 hours per day (split up as its owner desires). The broom can 
‘carry-200 pounds and fly ata speed of 40 feet, oF up 10400 pounds 
ata speed at 30 feet. In addition, the broom can travel alone to any 


Taste 7-29: Major WONDROUS ITEMS. 


d% em Market Price 
0) Dimensional shackles 28,000 gp 
02 Figurine of wondrous power, obsidian steed, 28,500 gp 
03 Drums of panic 30,000 gp 
Of foun sone, orange 30,000 gp__| 
05 foun tone, pale green prism 30,000ge 
96 Lanter ofreveoing 30,000 gp. 
07 Robe of blending 30,000 gp, 
98 Amulet of natural armor +4. 32,000.gp 
(09 Amulet of proof against detection and location 35,000 gp 
10 Carpet offing, §ft.by 10 35,000 gp. 
11 Golem manual iron 35,000 gp 
12 Amulet of health +6 36,000 gp. 
13. Belt ofiont Strangth +6 36,000 gp. 
14 Bracers of armor +6 436,000 gp 
1S. Cloak of Chara +6 36,000 gp 
16. Gloves of Dertenty +6 36,000 gp 
17 Headband of intellect +6 36,000 gp. 
18 oun stone, vibrant purple prism 36,000 gp. 
19. Pearl of power, Givevel sell 36,000 gp 
20. Penapt of Wisdom +6 36,000 gp 
21 Scarab of protection 38,000 gp 
22. loun stone, lavender and geen elipsoid 40,000 gp 
23 Ring gates 40,000 4p 
24 Catal bol 42,000 gp 
25 Golem manual, greater stone 4,000 gp 
26. Orb of torms 48,000 gp 
27 Boots of teleportation 49,000 gp 
28 Bracers of armor +7 49,000 4p 
29. Pearl of power, Mvlevel spall 49,000 xp 
30 Amulet of natural armor +5 50,000 gp 
31 Chak of displacement, major 50,000 gp 
32. Crystal ball with se invisibility 50,000 gp 
33 Hom of Vahalla 50,000 up 
34 Costa ball with detect thoughts 51,000 gp. 
35 Conpet of ving 6A. by 9 $3,000 gp 
36. Amulet of mighty fists +3 54.000 4p, 
37 Wings of ving 54,000 gp 
38 Cloak ofeshreainess 58,000 gp 
39. Dae’ instant fortress 55,000 gp 
40 Manual of bodily health +2. 55,000 gp 
4} Manual of gonfulexrcie-+2 55,000 xp 
42 Manual of quickness inaction +2 5,000 gp 
43 Tome of lear thought +2 55,000 gp 
‘44 Tome of leadership ond influence +2 55,000 gp 
45 Tome of understanding +2 $5,000 gp 
46 Byes. of charming 56,000 ap 
47 Robe of stars 58,000 gp 
48 Carpet offing, 10. by 10 A 60,000 gp 
49 Darksull 60,000 gp 


destination named by the owners long as she has a good idea of 
the location and layout of that destination, It comes to its owner 
from as fac away as 300 yards when she speaks the command word 
“The broom of lying has a speed of 40 feet when it has no rider. 

Moderate transmutation; Cl. 9th; Craft Wondrous. tem, ver 
land igh, permanency; Price 17,000.gp; Weight 3 Ib, 

Candle of Invocation: Each of these special persis dedicated 
to one of the nine alignments, Simply burning the candle gener 
tes favorable aura forthe individual so doing ifthe candles align 
‘ment matches that of the character. Characters of the sume align: 
‘mentas the burning candle add a +2 morale bonus on attack roll, 
saving throws, and skill checks while within 30 feet ofthe flame. 

‘A cleric hose alignment matches the candle’ operates as if 
two levels higher for purposes of determining spells per day fhe 
burns the candle during or just prior to his spell preparation 


50_—_Cube offre 62,000.g0, 
51 Bracer of ermor +8 64,000 gp 
52__ Pear of power Shlevel spell 64,000 gp 
53 Cystal ball with telepathy 70,000 gp 
54 Hom of blasting, greater 70,000 gp 
55 Pearl of power, two spel 70,000 gp 
56 Helm of teleportation 73,500 gp 
57 Geni of seeing 75,000 gp 
58 Robe of the archmagi 75,000 gp. 
59. Mantle of faith 76,000 gp 
60 iste bal with tue seeing 20,000 gp 
61 Pearl of power, Sthlvel spell 87,000 gp 
62 Well of many worlds 182,000 gp 
63 Manual of body health +3 82500 gp 
64 Manual of gonful exercise +3 82,3009 


65 Manual of qulchnes in action 43 82500 gp 
65 Tome of dor hough +3 32,500 gp 
57 Tome ofodeshp ond infence +3 823500 gp 
68 Tome of understanding «3 82,500 gp 
68 Apparous of Kalish 90,000 gp 
70. Manul ofl resistance 30,000 gp, 
7 Miner of eppston 92,000 gp 
72 Swand of prayer beads, greater 95,800 gp, 
13 Arie of mighty fis 04 96,000 ep 
14 Eyes of petition 9,000 gp 
75 Bow of commanding woter elemental 100000 gp 
76 Brazier of commanding fre elemental 100,000 gp 
11 Cemer of contig air elementals 100,000 gp | 
78 Stone of controling eo elementos 100,000 gp 
79 Monual of bodily helt +4 110,000 gp 
{80 Manual of gainful eerie +4 110,000 gp 
‘81 Manuel of quickness in oction +4 110,000 gp 
82 Tome of elearthought 14 110,00 gp._| 
83. Tome of aderhip and influence +4 110,000 gp 
44 Tome ofundestonding v4 110,000 gp 
85 Amulet ofthe planes 120,000 gp 
16 Robe of ees 120,000 gp 
81 Hel ofriliance 125,000 gp 
16 Monuol of bly heath +5 137,50 gp 
39° Monwl of ainfl exer +5 137500 gp 
90 Manuel ofqulcknessin actin 25. 137,500 gp 
91 Tome ofeleor thought +5 137/500 gp 
92. Tome of adenhip and inflcnce 137,500 gp 
93 Tome of undentonding 5 137500 gp 
94 Bfet bot 145,000 gp 
95 Amulet of might fst +8 180,000 gp 
96 Chaos diamond 160000 gp 
97 Guble ge 164,000 gp 
98 ron fk 170,00 gp 
99° Minor of mental prowess 175,000 gp 
100. Minor if mpeg 200,000 gp 


time. He can even cast spells normally unavailable to him, as if 
he were of that higher level, but only so long as the candle con 
tinues.to burn, Except in special cases (see below),a candle 
burns for ¢ hous. 

Tnaddition, burning a candle also allows the owner to casta gate 
spell, the respondent being of the same alignment asthe candle, 
bur the taper is immediately consumed in the process. Its pos-y 
sible to.extinguish.the candle simply by blowing it out, so users. 
often place it in Jantern to protect it from drafts and the like. 
Doing this doesnt interfere with its magical properties. 1 

‘Strong conjuration; CL 17th; Craft Wondrois Item, gate, creator 
smuist be same alignment as candle created; Price 8.400 gp; Weight 
4/2, 

‘Candle of Truth: This white tallow candle, when burned, calls 
into placeazoncof truth spell (Will DC 13 negates) in a Sfoot radius 


centered on the candle. The zone lass for 1 hour as the candle Strong varied: CL 19th; Craft Wondrous Item, cloak of cha 
burns. If che candle is snuffed before that time, the effect iscan-_ magiccice against lay andom action, won of chaos, creator 
celed and the candle ruined. chaotie; Price 160,000 gp; Weight 1 Ib. 
Faint enchantment; CL 3rd; Craft Wondrous Item, zone of truth Chime of Interruption: This instrument can be struck once 
Price 2500 gp; Weight 1/2b, very 10 minutes and its resonant tone lasts for 3 full minutes, 
Cape of the Mountebank: On command, this bright redand| | While the chime is resonating, no spell requiring a verbal com 
gold cape allows the wearer to use the magic of the dimension door] [ponent can be cast within a 30foor radius of it unless the caster 
spell once per day. When he disappears he leaves behind a claud| [can make a Concentration check (DC 15 + the spells level 
‘of smoke, appearing in similar fashion at his destination Moderate evocation: CL 7th; Craft Wondrous Item, shou; Price 


Moderate conjuration; CL 9th; Craft Wondrous Item, dimension! 16,800 gp Weight 1b 
hor: Price 10,080 gp; Weight 1 Ib, ‘Chime of Opening: A chime of opening isa hollow mithral tube 
‘Carpet of Flying: This rug isable 10 fly through the siras if about 1 foot long, When struck, it sends forth magical vibrations 
affected by an overland fight spell of unlimited duration, The size, that cause locks ids, doors, valves, and portals to open. The device 
carrying capacity, and speed of the different carpets of flying are functions against normal bars, shackles, chains, bots, and s0.on. A 
shown on the table below. Beautifully and intricately made, each __chimeofpeningalso automatically dispels ahold portal spell even 


has its own command word to activate it—if the device isan areane ockcast by a wizard of lower than 1th level 


svithin voice range, the command word activates it, whether the The chime must be pointed atthe tem oF gate to be loosed ot 
|speaker ison the rug or not, The carpet is then controlled by | _Japened (which must be visible and known tothe user) The chime 
spoken directions is then struck, a cleat tone ings forth, and in 1 round the target. 
lock is unlocked, the shackle is loosed, the secret door is opened 
Size Copaciy Speed Weight Market pis! “or the lid ofthe chests lifted. Each sounding onlyopens one 
Shibysih, 2001, AOR lb 20,000 g9 of locking, so ia chest is chained, padlocked, locked, and ara 
Sfby 10" 4001. 40 15h 35,000 gp locked it takes four uses af achimeof opening ta get taper. Ailende 


TO by TOM, 8O0Ib, 40, TOI, 0,000 gp spell negates the power of the device..A brand-new 
chime can be used a total of ten times before itcracks 
‘Acar of fying can cary up to doublets capacity, but doing dl becomes uscless 
Iehas average maneuverability, but a Movlerate transmutation, Gk 11th; Craft Won: 
carpet of yingcan stil hover. drous Item, knock; Price 3,000 gp; Weight 
Moderate transmutation; CL 10th; Craft Wondrous Item, over Circlet of Blasting, Minor. On command, this 
Lan fight, permanency simple golden headband projects blast of saring. 
Censer of Controlling Air Elementals:. light Gd8 points of damage) once per day 
This éinch-wide, t-inch-high perforated golden ‘evocation; CL 6th; Crafe Wondrous Item, 
‘vessel resembles thurible found in place of worship. searing light Price 6 480 
its filled with incense and li, summoning words ‘ Circlet of Blasting, Major: On command, thi 
spoken over itsummon forth a Large air elemental A elaborate golden headband projects blast of 
The summoning words require 1 full round to, scaring light (548 maximized for 40 points of 
speak. Inall ways the censer functions as the damage) once per day 
summon monster VL spel AF ncn of meditation is Strong evocation; CL17th; Craft Won 


bhurned within the cense, the ir lemensal isan droits item, Maximize Spell, searing | 
‘elder air elemental instead (as if summon mow: a AN Price.23,760.gp. 
ster IX had jst been cast), Only one elemental Circlet of Persuasion: This silver he 
Gen be munamoned eranindA nese deters I) Wy Gans. geanss.car.compatence bond on jhe 
tal requtes a new piece of incense, which Ja wearers Charisima-based checks. 
¢annot be lit unl after the firs elemental { Faint transmutation, CL thy Craft Wor 
disappears is dispelled, dismissed, or Aig ‘si splendor rice 4,500 gp 
slum), See page 9S ofthe Monte Manual Z Cloak of Arachtuida; This black garment, embeo 
for denis on ac elementals dered with a webike pattern in silk, gives the wearer the 
Strong.conjuration; CL 17th; aby ro climb as a spider climb spell had b 
(Craft Wondrous Item, summon mon: upon her, In addition, the cloak grants her 
ser V1, summon e entrapment by web spells or webs of any sor 
100,000 gp; We actually move in webs athalf her normal speed 
Chaos Diamond; This lustrous gem- \ Once per day, the wearer of this cloak can cast web, She 
stone is uncut and about the size of a alsa gains a.o2 ick bonus on all Fortitude saves against 
human fist The gem, grants its possessor poison from spiders. 
the following powers: nt conjuration and transmutation; CL eth; Craft Wondrous 
* Confusion leer ea, der cli, web; rice 14,000 gp, Weight 1 Ib, 
+ Magic cin st Cloak of the Bat: Fashioned of dark brown or black cloth, this 
of chaos cloak bestows a.+5 competence bonus on Hide checks, The 
‘wearer is also able to hang upside down from the ceiling, 
Each power is usable 1dé times per day. (The Cloak of like « bat, 
DM rolls secretly each day for each power sepa~__arachwida By-holding the edges of the ent, the wearer is 
stately.) Le to fly_as.pe spell. if lesixes, the wearer.can actually. 
A nonchaotic character who possesses a.chaor diamond gains polymorph himself into.an ordinary bat and fly accordingly. (All 
one negative level. Although this level never results in actual possessions worn or.carried are part of the.transformation.) Fly 


evel loss it remains as long as the diamond is in the characters. ing, either with the cloak or in bat form, can be accomplished 
possessionand cannot ke overcome in any way including rest only. in darkness (either under the night sky or ina lightless or 
tion spells ‘near-lightless environment underground). Either of the flying 


powers is usable for up to 7 minutes ata time, but after a flight 
of any duration the cloak cannot bestow any flying povter for a 
like period of time. 

“Moderate transmutation; CL 71h; Craft Wondrous lero fly py 
mort Price 26,000 gp; Weight t Ib { 

Cloak of Charisma: This lightweight and fashionable cloak has | 
highly decorative silver trim, When in.a characters possesion, it] 
|adids a 42, +4, or +6 enhancement bonuis.to her Charisma scate., 

‘Moderate transmutation; CL 8th; Craft Wondrous Item, eles 
splendor: Bice 4,000 gp.(+2), 16.000 gp (+4), 36,000 gp.) 
Weight 2 Ib, 

Cloak of Displacement, Minor: This item appears to be « 
‘normal cloak, ut when worn by a character its magical properties 
distort and warp light waves. This displacement works similar ro 
the displacement spell except bat it only grant a 20% miss chance 
‘onartacks against the wearer. I functions continually 

Fuincllusion; CL std; Craft Wondrous Item, displacement; Price 
24,000 gp; Weight Ib, } 

Cloak of Displacement, Major: This item appears to bea 
normal cloak, but on command its magical properties dis- 
tort and warp light waves. This displacement works 
Just like the displacement spell and lasts fora total of 
15 rounds per day, which the wearer can divide up 
as she sees fit 

Moderate illusion; CL. 7th; Craft Wondrous 
Item, Extend Spel, displacement; Price $0,000 
saps Weight 1 Ib 

Cloak of Elvenkind: This cloak of neutral 
gray cloth isindistinguishable from an ordinary. 
cloak ofthe same calor. However, hen worn with. 
the hood drawn up around the head, it gives the 
wearer a +5 competence bonus on Hide checks 

Faint illusion; CL 3rd; Craft Wondrous Item, 
invisibility, creator must be an elf, Pic 
‘Weight tb 

Cloak of Etherealness: This silvery:gray 
cloak seems to.absorb light rather than be il: 
minated by it. On command, the cloak makes 
its wearer ethereal (as the ethereal jaunt spell). 
‘The effect is dismissible. The cloak works 
for total of up to 10 minutes per day This 
duration need not be continuous 

Strong transmutation; CL 15th; Craft 
‘Wondrous Item, then jaunt; Price 58,000 gps Weight t Ib 

Cloak of the Manta Ray: This cloak appears to be made of 
leather until the wearer entets salt water At that. time the clk of 
the manta tay adheres to the individual, and he appears nearly 
‘dential so.manta ray (as the polymorp spellexcept that iallows 
only manta ray form). He gains a +3 natural armor bonus, the abi 
ity: breathe underwater, anda swim speed of 60 fet, lke a teal 
manta. 

‘Although the cloak does not enable the wearer to bite oppo: 
‘nents asa manta ray does it does have ati spine that can be used 
to strike at opponents behind the wearer, dealing td6 points of 
damage. This attack can be used inaddition to any other attack the 
character has, using bis highest melee attack bonus. The wearer 
can release his arms from the cliak without sacrificing under 
‘water movement ifso desired 

Moderate transmutation; CL 9th; Craft Wondrous Lem, ply 
morph ter breathing: Brice 7.200 gp; Weight... 

Cloak of Resistance: These garments offer magic protection 
|in the form ofa +1 10-+5 resistance bonus onall saving thnows (For 
titude, Reflex. and Will) 

Haincabjuration: CL Sth; Craft Wondrous Iter, sistance e- 
aor caster level must be at least three times the cloak’s bonus, 
Price 1,000 gp (+1), 4,000 gp (+2), 9,000 gp (+3), 16,000 gp (+4. 
25,000 gp (+5): Weight t tb, 


€ 
Na. Crital bat 


‘Grystal Bal:-This isthe most common form of srying device. 
a crystal sphere about 6 inches in diameter A character can.use 
the device 1a see over vitally any distance or ito other planes 
cof existence, as.with the spell xrying (Will DC 16 negates), 

Certain crystal balls haye additional powers that can be used 
‘through the crystal hill on the target viewed. 


Crystal Ball Type Market Price 
‘Cytol bat 4,000 gp. 
Cytol boll with se invisibly 50,000 gp. 
Cytol bll with detect thoughts (Wil DC 13\negotes) $1,000 gp 
‘Gynt ball with telepathy 70,000 gp. 
‘Crystal bil with true seeing £0,000 gp 


* The viewer is able to send and receive slent.mental-messages.wth 
the person appearing in the crystal ball, Once per day the character 
‘may attempt to implant a suggestion (asthe spel, Will OC 14 
negates) as well 


Moderate divination; lL. 10th; Craft Wondrous Item, sry 
ng (plus any additional spells put into item); Weight 7 Ib, 
‘Cube of Force: This device isabout the size of alargedie 
(perhaps 3/4 inch across) and can.be made of ivory, bone, 
‘orany hard mineral. t enables ts possessor 10 put up.a 
special wall of ce-10 feet on a side arounu het person, 
This cubic screen moves with the.character andl is 
impervious to the attack forms mentioned on.the 
table below. The cube has 3¢-charges. which are} 
renewed each day. The possessor presses one face of 
the cube to activate a particulac type of screen ot 10] 
deactivate the device, Each effect costs a.certain| 
‘number of charges to maintain for every minute (or 
portion ofa minute) itis in operation. Also, when.an, 
effect i active, the possesso's speed is limited to.the max:| 
snnum value given on the abl, 
‘When the cube of fore is active attacks dealing more 
than 30 points of damage drain 1 charge forevery.10 
points of damage beyond 30 that they deal (49 points 
of damage drains 1 charge, 50 points drains 2 charges, 
and so forth), Spells shat affect the integrity of the 
screen, such as disintegrate and passe also drain 
extra charges. These spells (given in the list 
‘below cannot be cast into or out ofthe cube: 


‘Cube Charge Cost _Mi 


Face per Minute Effect 


1 1 Keeps our gases, wind, et. 
2 2 Keeps out ronliving matter 

3 4 Keeps out living matter 

4 4 Keeps out magic 

5 6 Keeps out ll things. 

6 0 ‘As normal. _Deactivates 

Attack Form, Extra Charges 

Hor of basting 6 

Wal offre 2 

Posswoll 3 

Disintegrote a 

Phase door 5 t 
Prismatic spony. ? 


Moderate evocation; CL 10th; Craft Wondrous Item, wl of fos] 
Price 62,000.p. | 
‘Cube of Frost Resistance: This cube is activated or deacti- 
‘vated hy pressing one side, When activated, it creates a cube 
shaped area 10 fet ona side centered on the possessor (or on the 
‘cube itself. i€the item is later placed on a surface). The tempers 
ture within this area is always a least 65°F The field absorbs all 


cold-based attacks (such ast storm, cone of cold and white dragon 

breath), However, if the field is subjected to-mare than 50 points 

‘of cold damage in 1 round (from one or multiple attacks) it col- 
lapses into its portable form and cannot be reactivated for 1 hour. 
If the field absorbs more than 100 points of cold damage in 10-| 
round period, the cube is destroyed, i 

Faint abjuration; CL Sth; Craft Wondrous tem, protection fom 
|nergy; Price 27,000 gp. if 

(Cubic Gate: This item is fashioned from carnelian. Each of the] 
sixsides of the cube is keyed toa plane, one of which is the Mare:| 
rial Plane, The character creating the item should choose.the. 
{planes to which the other five sides are keyed. 1fsuch a cube is 
ound as treasure, the DM can determine the planes accessed by 
the device in any manner he or she chooses. 

If. side of the cubic gateis pressed once, it opens a gate tara 
‘dom point on the plane keyed to that side. There is « 10% chance 
pet minute that an outsider from that plane (determine randomly), 
|comes through it looking for food, fun, or trouble, Pressing the 
|side-a second time closes the gate. Its impossible ro open more. 
{than one guteata time. 

If a side is pressed.wice in quick succession, the character 50 
doing is transported to a random point on the other plane, along 
with all creatures in adjacent squares, (The other creatures may 
void this fate by succeeding on DC 23 Will saves) 

Strong conjuration; CL 13th; Craft Wondrous Item, plane shift 
Price 164,000 gp 

Daernis Instant Fortress; This metal cube is small, but when 
{activated by speaking a command wordt gros fo form a tower 20, 

feet square and 30 feet high, with artow slits onallsides and a crene- 
ated battlement atop it The metal walls extend 10 feet into the 
[round, rooting it to the spot and preventing it from being tipped 
{over the fortes has small door that opens only atthe command of 
|the owner of the fortress—even knock spells cant open the door. 
|. ‘The adamantine walls of Dacrn’ instant fortes have 100 hit 
points and hardness 20, The fortress cannot be repaired except by 
‘wish ora mini, which restores 50 points of damage taken. 

The fortress springs up in just 1 round, with the door facing the. 
device's owner. The door opens.and closes instantly at his.com: 
mand, People and creatures nearby (except the owner) must be 
careful not to be caught by the fortresss sudden growth, Anyane | 
so caught takes 10410 points of damage (Reflex DC. half). 

The fortress is deactivated by speaking » command word (di 
forent from the one used to activate it) It cannot be deactivated 
unless cis empty. 

‘Strong conjuration; CL. 13th; Grift Wondrous Item, Monlen- 
hainen’s magnificent mansion; Price. 55,000 gp. 

Darkshcul: This skul, carved from ebony, is wholly evil. Wher: 
sever the skull goes the area around itis reated as though an unhal- 
low spell had been cat with the skulls the touched point of origin 

|cexcept that no addtional spell eflects ie or fixed to the darks. 

Moderate evocation [evill, CL 9th; Craft Wondrous Item, unhal 
lows creator must be evil: rice 60,000 gp: Weight 5 Ib 

Decanter of Endless Water: Ifthe stopper is removed from 
this ordinary-looking flask and a command word spoken, an 
amount of fresh or salt ater pouts ot. Separate command words 
determine the type as wellas the volume and velocity 
+ ‘Stream’ pours out t gallon per round, 

Fountain’ produces a §-feotlong stream at 5 gallons per round. 

+ "Geyser" produces a 20-footong,.1-footwide stream. at 30 
sallons per round. 

The geyser effect causes considerable back pressure, requiring. 
jthe holder to make a DC. 12 Strength. check to avoid being 
{knocked down.The force of the geyser deals Ad points of damage. 
{but can only affect one target per round. The command word must 
‘be spoken to stop it. 

Moderate transmutation; CL 9th 
water: Price 2,000 gp; Weight 2 Ib, 


‘aft Wondrous Item, contr 


Deck of Illusions: This set of parchment cards is usually found 
in an ivory. leather, or wooden box. A full deck consists of thirty 
four cards. When a card is drawn at random and thrown. to-the| 
‘ground, majorimage ofa creature is Formed. The figment lasts until, 
{dispelled The illusory creature cannot move mote than 30 feet away 
[fiom where the card landed, but otherwise moves and acts as if it 

jwere real, Atal times icobeys the desires ofthe character who drew 

the card, When the usin is dispelled, the card becomes Blank and 

cannot be used again. Ifthe card is picked up, the illusion is auto 

matically and instanly: dispelled. The cars in.adeck and the ilo 

sions they bring forth are summarized on the following table. (Use 
‘one of the firs two columns to simulate the contents ofa full deck 

using either ordinary playing card or tarot cands) 


Playing Card 
‘ce of hearts 
ing of hearts 


Tarot Card 
IV, The Emperor 
Knight of swords 
and four guards 
Queen of staves 
King of staves 


‘Creature 
Red dragon 
Male human fighter. 


‘Queen of hearts 
Jack of hears 


Female human wizard 
Male human druid 


Ten ofhearts Vil. The Chariot Cloud glant 
Nine of hearts Page of staves Entn 

Fight ofhearts Ace of cups Bugbear 

‘Two of hearts Five of staves Goblin 

Playing Card Tarot Card ‘Creature 

‘Ace of diamonds Nl, The Empress Beholder i 
King of diamonds. Two of cups Male elf wizard and. 


female apprentice 
Queen of diamonds Queen ofswords — Halfelf ranger 


(Female) 


Jack of damonds.__x1¥, Temperance Harpy 
Ten of diamonds Seven ofstaves Male halfore barbarian 
Nine of damonds Four of pentacles_ Ogre mage 
Eight of diamonds Ace ofpentales —Grall 
Twoofdiamonds Sinofpentacles Kobold 
Playing Card Tarot Card Creature 
‘Ace of spades, The High rests Lich 
King of spades Threefstaves Three male 
human clenies 
‘Queen of spades Four of cups Medusa 
Jackof spades Knightofpentacles Male dvarf paladin 
Ten of spades Seven of swords Frost gant 
Nine of spades Thwee of swords Tol 
Eight ofspades Ace of swords Hobgoblin 
Two ofspades Five of cups Goblin 
Paying Card Tarot Card Creature 
‘Aceofchbs Vl Strength Iron golem 
Kingofclubs Page of pentacles._Thvee male 
halfing rogues 
Queen ofuibs Ten of cups Pies 
Jackof dubs Ning of pentacles Female hale bard 
Ten ofeibs ——Nineof staves‘ gant 
Nine of cube Kingof swords Ore 
Fight ofclubs! Ace of staves ore 
“woofdlubs. Five of cups Kobold 
Playing Card Tarot Card Creature 
Joker ‘wo ofpentacles illusion of deck’s owner | 
Joker wo of staves. ihusion of deck’s owe 


(ex reversed) 


‘Arandomly generated deck is usually complete (11-100 on ), 
{hut may be discovered (01~10) with 1¢20 of its cards missing, If 
cards are-missing, reduce the price by a corresponding amount 


Faint illusion; CL 6h; Craft Wondrous Item, majorsimages rice 
5,100 gp; Weight 1/2 Ib 

Dimensional Shackles: These shackles have golden runes 
traced across their cold iton surface. Any creature bound within 
them is affected as if. dimensional anchor spell were cast upon her 
(no save). They fitany.Small 0 Large creature. The DC to break or, 
slip out of the shackles is 30. it 

‘Moderate abjuration.CL 11th; Craft Wondrous Item, dimen:| 
sional anchor, Price 28,000 gp Weight 5 Ib, 

‘Drums pf Panic: These deumsate kettle drums (hemispheres! 
bout 1-1/2 feet in diameter on stands). They come in pairs and 
tare unremarkable in appearance. 1f both of the pair are sounded, 
all creatures within 120 feet (with the exception of those within 
2 20-foor-radius safe zone around the drums) ate affected as by a 
Jear spell (Will DC. 16 partial). Drums of panic can be used once 
per day 

Moderate necromaney: GL7th; Craft Wondrous Item fear, Price 
30,000 gp, Weight 10 Ib for the pai 

‘Dust of Appearance: This ine powder ppears tobe very fine. | 
very light metallic dust. single handful of this substance flung, 
ino the air coats objects within a 10 foot radiis, making them vis: 
ble even if they are invisible. Ie likewise negates the elfects of blur 
and displacement (in this it works just like the faerie five spell), "The 
dust also reveals figments, mirror images, and projected images for 
what they are, creature coated with the dust takes  ~30 penalty 
‘on its Hide checks. The dust effect lasts for 5 aninutes. 

‘Dust of appearance is typically stored in small silk packets or 
hollow bone tubes. 

Faint conjuration; CL Sth Craft Wondrous Item, gli 
Price 1,800 gp, 

Dust of Disappearance: This dust looks just like dust of appear 
ance and is typically stored in the same manner. creature or 
Jobject rouched by it becomes invisible (as greater. invisibility) 
{Normal vision cant see dusted creatures or objects. notcan they 
be detected by magical means, including se invisibility ot nvisii 
ity purges Dus of appearance, however, does reveal people and 
objects made invisible by dust of dsappeannnce, Other factors, such 
1s sound and smell also allow possible detection 

The grever mvisilty bestowed by the dust lasts for 2d xounds 
The invisible creature doesnt know when the duration will end. 

Moderate illusion; CL. 7th; Craft Wondous Itt, gree ini 
bility Price 3,500 gp. 

Dust of Dryness: This special dust has many uses. 1 itis 
thrown into water. volume of as: much as 100 gallons is 
instantly transformed to nothingness, and the dust becomes 
marble:sized pelle, floating or resting where it was thrown. If 
this pelle is hurled down, it breaks and. releases the same 
volume of water: The dust affects only water (fresh, sal, alka 
line), not other liquids, 

‘fthe dusts employed againstan elemental with the water sub- 
iypenthe creature must make a DC.18 Fortitude save or be 
destroyed, The dust deals Sd6.points of damage to the creature 
even if its saving throw succeeds, 

Moderate transmutation, Cl. 11th; 
water; Price 850 gp 

Dust of Ilusion: This untemarkable powder resembles chalk 
dust or powdered graphite. Stare art, however. and the dust 
‘changes color and form. Put dus of:ilsion.om.a creature, and that 
creature isaffected isi by ass self lamer, with the individual 
who sprinkles the dust envisioning the illusion desired, An 
unwilling targets allowed a DC. 11 Reflex save to avoid the dust. 
[the plamer lasts for2 hours. 

J Faincillusion: CL oth Craft Wondrous Item, disguise self Price 
1,200 gp. 

Dust af Tracelessness: This normalseeming dust is actualy a 
‘magic powder tha can conceal the passage ofits possessor and his 
companions, Tossing a handful ofthis dust into the air causes. ay 


Craft Wondrous Item, control 


chamber.of up 10.100 square feet of floor space to become as dusty.) 
dirty.and cobweb-laden as fit had been abandoned and disused, 
foradecade. 

‘Ahandful ofdustsprinkled along a trail causes evidence ofthe] 
|passige ofas many asadazen men and horses robe obliterated for 
1250 feet back into the distance. The results ofthe dust ae instan- 

‘taneous, and no magical aura lingers afterward from his use of the 
cust Survival checks made to tracka quarry acrossan area affected, 
by this dust havea DC 20 higher than normal. 

Faint ransmutation; CL 3rd Craft Wondrous Item, possi) 
nace; Price 250 gp. 

Efreeti Bottle: This item is typically fashioned of brass ot 
bronze uth a lead stopper bearing special seals. A thin steam of 
smoke is often seen issuing from it.The bottle can be opened once , 
per day. When opened, the efreeti imprisoned wishin issues from 
the botle instantly, There isa 10% chance (01=10.0n di). that. the 
‘freet is insane and attacks immediately upon being released, 
[there is also a 10% chance (91~100) thatthe efreet ofthe bottle 
{grants three wishes. In ether case, theefreeti afterward disappears, 

‘forever. The other 80% ofthe time (11-90), the inhabitant ofthe 
bottle loyally serves the character for up to 10 minutes per day (or 
‘until the efteetis death), doing a she commands, (See page 115.0 
the Monser Manual for efteet statistics) Rolleach day he bottles 
opened for that day's effec. 

Strong conjuration; CL. 14th; Craft Wondrous Liem, summon 
monster Vi; Frce 145,000 gp; Weight 4.1, 

Elemental Gem: This gem contains a conjuration spell, 
tuned to a specific Elemental Plane (Ai, Earth, Fie, ot Wate 
When the gem is crushed, smashed, or broken (a standard 
sction), a Large elemental appears as if summoned by-a summon, 

lly spel. The elemental is under the controbof the creas} 
rue that broke the gem, 

The coloration of the gem varies with the type of elemental it 
‘summons. Airclemiental gems are transparent, cath elemental gms 
ae light brown, fre elemental gems are reddish orange, and, water 
elemental gems are blue-green. 

Moderate conjuration; CL. 11th; Craft Wondrous Item summon 
nature ally V, Price 2250 gp. 

Elixir of Fire Breath: This strange elixic bestows upon the 
Arinker the ability to spit gouts of flame. He can breathe fire up 0 
three times, each ime dealing 46 points of ie damage toa single 
target up 1025 feet away. The victim can attempt a DC 13 Reflex 
save for half damage, Unused blasts dissipate 1 hour after the 
liquid isconsumed 

‘Moderate evocation; GL 11th; Graft Wondrous lem, scorching 
‘my; Price.1100 gp. 

lixir of Hiding: A character drinking this liquid gains an 
{ntuitive ability to hide (+10 competence bonus on Hide checks 

for t hour). 

Faint illusion: CL sth; Crafi Wondrous Item, invisibility, Price 
250 gp, 

Blixie of Love: This sweet-tasting liquid causes the character 
drinking itto become charmed with the first creature she sees after 
‘consuming the draft (as charm penont—the deinker must be a hu- 
manoid.of Medium or smaller size, Will DC 14 negates). The 
charm effects wear off in 143 hours 

Faint transmutation; CL 4th; Craft Wondrous Item, charm 
person; Price 150 gp. 

Elixir of Sneaking: This draught of liquid grants the drinker the | 
abit 10 alk softly. and dampens sound arouni her slighty gra: 
ling a.+10-competence bonus on Move Silently checks for hott 

Faint illusion, CL sth: Craft Wondrous Inem, silence, Brice 
250 gp. f 

Elixir of Swimming: This lixir bestows swimming ability An! 
almost imperceptible magic sheath surrounds the drinker, allow- 

{ing him to glide through the water easily (+10 competence bonus 
‘on Swim checks fort hour), 


Faint illusion; CL 2nd; Craft Wondrous Item, creator must have 
ranks inthe Swim skill Price 250 gp, 

Elixir of Truth: This elixir forces the individual drinking it to 
say nothing but the truth for 10 minutes (Wall DC 13.negates). 
She is compelled to answer any questions put to her in that tim 
bur with each question she is free to make-a separate DC 13 Will] 
save, If one of these secondary saves is successful, she doesni 
{break fre of the rruth-compelling enchantment but also doesnt. 

have to answer that particular question. No more than one ques: | 
jrion can be asked each round. Thisisamind-affecting compulsion | 
enchantment 

Faint enchantment; CL Sth, Graft Wondrous len 
Price 500 gp. 

Elixir of Vision; Drinking this elixir grants the imbiber the 
‘acute details with great accuracy (+10 competence 
Search checks fart hour) 

Faint divination; CL 2nds Craft Wondrous Item rue seeing; Price 

(250g. 

-Eversmoking Bottle: This metal ur sential in eppearance, 

{to.an ereti bottle, except that it does nothing but smoke. The 
‘amount of smoke is great ifthe stopper is pulled out, pouring from 
the bottle and totally obscuring vision across a SOo0t spread int 
round If the bottle is left unstoppered, the smoke billows out 
another 10 feet per round unstl it has eavered a 100-for radius, 
This area remains smoke-filed until the evermoking bottle is stop- 
pered, The bottle must be resealed by a.command word, after 
{which the smoke dissipates normally A moderate wind (11+ mph) 
|disperses the smoke in + rounds; a strong.wind (21+ mph) dis- 
perses the smoke int round. 

Faint transmutation; CL 3 Craft Wondsous Liem, gymechnics 
[Price 5.400 gp; Weight 1 Ib. 

yes of Charming: These ro crystal lenses ft over the us 
Jeyes:The wearer is able to use charm person (one target per round) 
{merely by meeting a targets gaze. Those failing a DC.16 Will save 
ate charmad.as per the spell. the wearer has only one lens, the DC 
ofthe saving throw is reduced 10 10. 

Moderate enchantment; CL 7th; Craft Wondrous tem, Height 
‘en Spell, charm person; Price $6,000 gp fora pai 

Eyes of Doom: These crystal lenses fit over the users eyes, 
enabling him to cast doom upon those around him (one target pet 
round) as. gaze attack, except that the wearer must take. standard 
action, and those merely looking atthe wearer are not affected. 
Those failing a DC.11 Will sive ate affected as by the doom spel. 
the wearer has.only-one lens, the.DC of the saving throw is 
reduced to 10. However. ifthe wearer has both lenses, he gains the 
additional poswer ofa continual deathwatch effect and can use fear 
((Will DC 16 partial) asa normal gaze atack one per week, 

Moderate necromaney; CL 1th; Craft Wondrous Item, do 
seathnatch fear: Price 25,000 xp, 

Eyes of the Eagle: These items are. made of special erystal and 
itover the eyes of the wearer. These lenses grant +5 competence 
onus on Spot checks. Wearing only one ofthe pai causes a char 
acter to become dizzy and, in effec, stunned for 1 round. There 
afer, the wearer can.use the single lens without being stunned so 
long as she covers her other.eye. Of course, she can remove the 
single lens and see normally atany time, ot weat both lenses to 
end or avoid the dizziness, 

Faint divination; CL 3ed: Craft Wondrous Item, clairadience/ 
Aairvoynnce; Price 2500 gp. 

Eyes of Petrification: These items ate made of special crystal 
Jand ft overthe eyes of the wearer. They allow her to usea petif: 
cation gaze attack (Fortinude DC 19 negates), such as that of 
Jasilsh for 10 rounds per day (see page 24 of the Monsier Manual 

for details on the basilisk gaze attack). Both lenses must be worn, 
forthe magico be effective. 

Moderate transmutation; CL11th; Craft Wondrous Item, fs to 

stone: rice 98,000 gp. 


zone of truth 


Figurines of Wondrous Power: Each of the several kinds of 
figurines of wondrous power appears to be a miniature statuette of 2 
‘creature an inch ot 50 high (with one exception). When the fig: 
urine is tossed down and the correct command word spoken, it 
{becomes a living creature of normal size (except when noted oth: 
Jerwise below). The creature obeys and serves its owner. Unless 
stated otherwise, the creature understands Common butt does not 
speak, 

Fa figurine of wondrous power is broken or destroyed in is sta 
_uette form, itis forever ruined. All magic is lost its power 
departed, 1fslain in animal form, the figurine simply: everts 10 a, 
statuette that can be used again ata later time. 

‘ronze Griffon: When animated, a bronze gion acta in all ways 
like a normal griffon under the command ofits possessor. The. 
‘tem can be used twice per week for up to 6 hours per use, When, 
6 hours have passed or when the command word is spaken, the 
Jonze grifon once again becomes a tiny statuette, 

Moderate transmutation; CL 11th; Craft Wondrous Item, ani 
{mate objets; Price 10,000 gp. 

bony Hy: When animated, an ebony isthe size ofa pony and 
has all the statistics of « hippogniff (it Dice, AC, carrying capac: 
ity, speed, and soon; see page 152 of the Monser Manual) but can 
make no attacks. The item can be used three times per week for up 
to 12 hours peruse, When 12 hours have passed or when the com 
mand word is spoken, the ebony flyagain becomes. tiny staruete 

Moderate transmutation; CL 11h; Craft Wondrous Item, a: 
rate objects; Price. 10,000 gp. 

Golden Lions: These figurines come in pairs. They become] 
normal adult male lions (see page 274 of the Monster Manual). 1f] 
slain in combat, the lions cannot be brought back from statuette 
form for one full week, Otherwise, they can be used once per day 
for up tot hour. They enlarge and shrink upon speaking the com 
mand word. 

Moderate transmutation; CL 11th; Craft Wondrous Item, at 
‘mate objet; rice 16,500 gp 

‘wory GontsThese figurines come in threes, Each goat ofthis trio 
Jooks slightly different from the others, and each has a different 
function: 

+ The Goat of Twveling:Thisstatuette provides speedy and endur 
ing mount equal t0 that of a heavy. horse (see page 273 of the 
‘Monsler Manual) in every way-except appearance. The goat can 
travel fora maximum of one day each Week—continuously or 
{in any.combination of periods totaling 24 hours. At this point, 
cor when the command word i.utered it returns to is statuette 
form for not less than one day before t can again be used. 

+ The Goat of Tvs: This statuette becomes an enormous crew 
ture larger than a bull, with the statistics of a nightmare (see 
page 124 ofthe Monster Manual) except forthe addition ofa palr 
of wicked homs of exceptional size (damage 1d8+4 for each 
horn). fit i charging to attack. it may only use its horns (but 
aud 6 points of damage to each successful attack in that round 
Iccan be called rife just once per month for up to 12 hours at 
atime. 

‘+ The Goat of Terror, When called upon with the proper command 
swond, this statuette becomes a destierlike mount, with the st 
tistics of alight warhorse (see page 274 of the Monster Manual), 
However is rider can employ the goats horns as weapons (one 
hhorn.as.a.+3 hea: lance, the other as a 45 longswo). When 
ridden in.an attack against an opponent, the goat of terra 
ates faras the spell in a 30-foot radius (Will DC.16 partial) tt 
can be:used once every.two weeks for up to hours per use. 
Moderate transmutation; CL 1th; Craft Wondrous semi 

‘mate objects: Price 21.000 gp 
_Marble Hlphant: This isthe largest ofthe figurines, the statuette | 

‘being about the siz of human hand, Upon utterance ofthe com: 

‘mand wont, a.marble elephant grows to the size and specifications 

ofa rue elephant (see page 272 ofthe Monster Manual) The animal 


created from the statuette is fully obedient to the figurines owner, 
serving asa beast of burden, a mount, ora combatant. 

‘The staruerte can be used four times per month for up 10 24 
hoursara time. 

Moderate transmutation; CL Uth; Craft Wondrous Item, antsy 
rate objects Price 42,000 gp. 

Obsidian Steed: This figurine appears to be a small, shapeless] 
Jump of black stone. Only careful inspection reveals that it] 
vaguely resembles some form of quadruped. On command the) 
:nearformless piece of obsidian becomes fantastic mount. Treatit} 
‘asa heavy warhorse (see page 273 of the Monster Manual) with the 
{ollowing additional powers sable once per round a will overland 
Flight, plane shift, and ethereal jaunt, The steed allows itself 10 be 
ridden, bu if the riders of god alignment the steed is 10% likely 
peruse ro carry him to the lower planes and then etuen to its stat 
tuette form. The statuette can be used once per week for one con: 
tinuous period of up 10.24 hours. Note that when an obsidian steed, 

[becomes ethereal or plane shifts, is rider and his gear follow suit. 
{Thus, rhe usercan travel ro other planes via this means 

Strong conjuration and transmutation; CL. 15th; Craft Won: 
‘rous trem, animate objects etherealness, fly, plane shift; Price 
28,500 gp. 

(Onyx Dog: When commanded, this statuette changes into crea 
ture with the same properties as «riding dog (see page 272 of the 
‘Monster Manual), except that tis endowed with an Intelligence of 
8, can communicate in Common, and has exceptional olfactory 
and visual abilities, (It has the scent ability and adds +4 to its Spot 
Jand Search checks) It has 60-oot darkvision. and it.can se inv: 
ily: Am onyy dog can be used once per week for up t0 6 hous. It 
obeys only its owne 

Moderate transmutation; CL 11th; Craft Wondrous Item, 
ale objects Price 15,500 gp. 
| Serpentine Owk This figurine becomes either a normal-sized 
horned owl or a giant owl (see page.277 or 205 of the Monster 
‘Manual respectively), according to the command word used. The 
transformation can take place once per day. with a maximum 
duration of 8. continuous hours, However after thtee transforma: 
tions into giant owl form, the statuette loses all its magical prop: 
erties, The owl communicates with its owner by-telepathic| 
‘means, informing her ofall it sees and hears. (Remember the lime | 
itations of ts Inelligence.) 

‘Moderate transmutation; CL. 11th; Craft Wondrous Item, 
nite objets; Price 9,100 gp, 

Silver Raven: This silver figurine tums into a raven on command 
(but itretains is metalic consistency, which gives it hardness 10. 
‘Another command sends i off nto heat, bearing a message just 
like a creature affected by an animal. messenger spell. If not com: 
manded to.carry a message, the raven obeys the commands ofits 

[owner, although it has no special powers ot telepathic abilities. It 
‘can maintain its nonfigurine status for only 24 hours per week, 
but the duration need not be continuous. 

Faint enchantment and transmutation CL. 6th; Craft Wondrous 

animal mesengeraninate objets: Price 33800 gp. 

Gauntlets of Ogre Power: These gauntlets are made of tough 
leather with iron studs running across the back of the hands and 
fingers. They grant the wearer great strength, adding a +2 en- 
hhancement bonus to his Strength score. Both gauntlets must be 
‘worn for the magic to be effective 

Faint transmutation;. Ch. 6th: Craft Wondrous Item, bulls 
strength Price 4,000 gp, Weigh 4 Ib, 

Gauntlet of Rust: Ths single meral gauntlet looks nusted and 
pitted bur is actually quite powerful. Once per day, t.canaffect an. 

{objects with the rusting grasp spel. also completely protects the 
{wearer and her gear from sust (magical or otherwise), including 
the tack ofa rust monster, 

Moderate transmutation; CL 7th; Craft Wondrous tte, rstng 
agp Price 11.500 gp; Weight 2 Ib 


Gem of Brightness: This crystal appears to be s long, rough. 
gris Upon atarance o's commend wd the ryan] 
bright light of one of three sors 
+ One command wand causes the gem to shed Nght_as-a. 

hooded lantern. This use of the gem does not expend any 

F charges 

+ Another command sword causes the gem of brightness to send 
‘out a bright ray.1 foot in. diameter and 50 feet long, This 
strikes as a ranged touch attack, and any creature struck by 

this beam is blinded for td rounds unless it makes a DC 14 

Fortitude save. This use of the gem expends 4 charge, 

+ The third command word causes the gem to flare ina blinding. 
flash of light that fills a 30-foot cone. Although this glare lasts 
‘bua moment, any creature within the.cone must.make.a DG 
14 Fortitude save or be blinded for.d4 rounds. This.use. 
expends 5 charges 
Annewly created gem of brightness has 50 charges, When all its 

[charges are expended, the gem becomes nonmagical 

| faint evocation; CL th; Graft Wondrous Item, daylight; Price 

115,000 gp. 

‘Gem of Seeing: This finely cutand polished stone is indistin 

‘guishable from.an ordinary jewel in appearance. When itis gazed, 

cnables the user to seeas though she were 

ue seeing spel. A gem of seeing.can be. use for as 

much as 30 minutes a day, divided up into periods of minutes or 
rounadsas the user sees fit 

Moderate divination; CL toth; Craft Wondrous Item, true eings| 
Price 75,000 gp, 

Gloves of Arrow Snaring: Once snugly worn, these gloves 
seem to meld with the hands, becoming slmost invisible. Twice 
per day, the wearer can act as if he hast the Snatch Arrows feat, 
even if he does not meet the prerequisites fori, Both gloves must. 
be worn for the magic.to be effective. At least one hand must be| 
frve to take advantage ofthe magic 

Faint abjuration; CL ard; Craft Wondrous ttem, shields Price 
4000 gp. 

Gloves of Dexterity: These thin leather gloves are very flexible 
and allow for delicate manipulation, They add tothe weater’s Dex 
ferity score in the form of an enhancement bonus of +2, +4, oF +6 
Both gloves must be worn forthe magic to be effective 

‘Moderate transmutation, CL. 8th, Craft Wondrous Item, cat’ 
are; Price 4,000 gp (+2), 16,000 gp (+4), 36,000 gp (+6) 

Glove of Storing: This device is a simple leather glove. On 
command, one item held in the hand wearing the glove disap 
pears, The item can weigh no more than 20 pounds and must be 
able to beheld in one hand. While stored, the item has negligible 
‘weight, With a snap of the fingers wearing the glove, the item 
reappears. glove can only store.one item at time, Storing ot 
rerieving the item is a free action, The item is held in stasis and 
shrunk down so small within the palm ofthe glove that it cannot 
be Seen, Many overs of lou of storing find it to bea useful and 
<ramatic.way to store weapons, wands, and—because the item is 
stored in stasis—even lit rorches, Spell durations ate not sup- 
pressed, but continue toexpire. If an effect is suppressed or dis 
pelled,the stored item appears instantly 

Faint transmutation; CL 6th; Craft Wondrous Item, shrink item: 
Price 10,000 gp (one glove). 

Gloves of Swimming and Climbing: These apparently: 
‘norma lightweight gloves grant a +5 competence bonus on Swim| 
checks and Climb checks. Both gloves must be worn for the magic| 
tobecffective. 

Faint transmutation, CL sth; Craft Wondrous Isem bul sien) 
cats gic Price 680 gp { 

‘Goggles of Minute Seeing: The lenses ofthis item are made of 
special crystal. When placed over the eyes of the wearer, the lenses 

|enable hero see much better than normal ardistances oft foot or 
less, granting her +5 competence bonuson Search checks tofind 


secret doors, taps, and similar concealed objects Both lenses 
must be worn for the magic ro be effective 

Faint divination; CL 3rd Craft Wondrous Item, inicseings Price 
4,250 gp. 

Goggles of Night: The lenses of this item are made of dark, 
crystal. Even though the lenses are opaque, when placed over the. 
‘eyes ofthe wearer they enable him to see normally and also grant, 
{him 60 foot darkvision, Both lenses must be worn forthe magic1a| 

[he effective 

Faint rransmutation; CL 3nd Craft Wondrous Item, darkision: 
rice 12,000 gp. 

Golem Manual: A golem manual contains information, incanti- 
tions and magical power thackelp a character to crafta golem (see 
page 134 of the Monster Manual). The instructions therein grant 9 
+5 competence honus on skill checks made to craft the golem’ 
body Zach manual also holds the prerequisite spells needed for 2 
|specfic golem, effectively grants the builder use of the Craft Con: 
{struct feat (see page 303 of the Monster Manual) during the con} 
{struction ofthe golem, and grants the character an increase to her 
Jeaster level forthe purpose of crafting a golem. Any golem built. 
using a golem manual does not cost the creator any XP, since the 
requisite XP are ‘contained” in the book and "expended! by the 
book during the creation process 

‘The spells included in a golem manual require a spell rigger 

vation and can be activated only to assist in the construction of a 
‘golem. The cost of the book does not include the cost of con: 
{structing the golem’ body. Once the golem is finished, the writing 
Jiu the manual fades and the book is consumed in flames, When, 
{the book’ ashes are sprinkled upon the golem it becomes fully 
|animated. 
[clay Golem Manual: "The book contains animate objects, bess 
Jeommune, prayer, and resurrection. The reader may. treat her caster 
Hlevel as two levels higher than normal forthe purpose of crafting 
‘clay golem. The book supplies 1,540 XP for the creation of a clay 
‘golem, 

Moderate conjuration, divination, enchantment, and transmu: 
tution; CL Ath; Craft Consteuc, creator must be caster level 11th, 
animate objects, commune, prayer, resurrection; Price 12,000 gp. Cost 
2,150 up-+ 1,712 XP; Weight 5 Ih 

Flesh Golem Manual; The book contains animate dead, bulls) 
strength, ga/quest, and limited wish The reader may-rreat her caster 
level as one level higher than normal for the purpose of crafting a 
flesh golem. The book supplies.280.XP for the creation ofa flesh 
golem. 

Moderate enchantment, necromancy (evil and transmutation; 
CL sth; Craft Construct, creator must be-caster level 6th, animate 
dead, bulls strength, geas/ quest ited wish; Brice 8,000 gp Cost 
2050 gp +944 XP; Weight 5 Ib 
| —tnm. Golem Manual: The book contains cloud, gas/quest, lim: 
[ited ish, and polymorph any objectThe reader may reat her caster 
Hevelas four levels higher than notmaLfor the purpose of crafting 
1 {ron golem. The baok supplies 5,600.XP forthe creation of a iron 
golem. 

Strong conjuration, enchantment and transmutation; CL 16th 
Graft Construct, creator must be caster level 16th, cloudkill, 
geas/quest limited wish, polymorph any object Price 35,000 gp Cost 
3,500 gp + 5,880 XP; Weight S Ih, 

‘Stone Golem Manual: The book contains ges/quest limited wish, 
polymorph any objet, and sow,The reader may. reat her caster level 
as three levels higher than normal for the purpose of crafting a 
{stone golem. The book supplies 3,400 XP for the creation of a 
jstone golem. 

{Strong abjuration and enchantment: CL 14th; Craft Construct, 
Tereator musthe caster level 14th, antimagic fil, gas/ques symbol of. 
stunning: Price 22,000 gp; Cost 2,500 gp + 3,600 XP; Weight 5 Ib 

Stone-Galem Manual, Greater: The book contains geas/ques, im | 
ited. wish, polymorph any objet, and slow, The reader may treat her 


caster levels three levels higher than normal for the purpose of 
crafting a stone golem, The book supplies 7,640 XP for the cre- 
ation of a greater stone golem. 

Strong abjuration and enchantment; CL t6th; Craft Construct, 
creator must be caster level A6th, antimagic eld, geas/ quest, symbol of 
stunning; Price 44,000 gp, Cost 2.900 gp + 7,872 XP; Weight s Ib, 

Hand of Glory: This mummified human hand hangs by a 
Teather cord around.a character's neck (taking up space asa magic. 
necklace would) Ifa magic ring is placed on one of th fingers of 
the hand, the wearer benefits from the ringasif wearing itherslt, 
tnd ir does not count against her two-ting limit. The hand can, 
‘wear only one ringata time. 

‘Even without ring, the hand itself ellows its wearer. to use day 
light and se invisibility each once per day. 


aint yasied, CL Sth Craft Wondrous Ira, animate dead day-| 


light detect inert; Price 8,000 gp; Weigh 2 Ib 
Hand of the Mage: This mummified elf hand hangs by a 
[golden chain around a characters neck taking up space asa magic: 
{necklace would).Itallows the wearer to utilize the spell mage had 
Jat will, 
Faint transmutation; CL 2nd; Craft Wondrous Stem, mage ha 
Price 900 gp; Weight 21b 
Harp of Charming; This instrument is.a.golden, intricately 
carved harp. When played, it enables the performer: to. work one 
suggestion (asthe spell, Wil. DC 14 negates) into the music for each 
10 minutes of playing if he ean succeed.on.a DC 14 Perform, 
(string instruments) check. Ifthe check fails, theaudlence cannot 
be affected by any ber performances ram the hap for 24 
Faint enchantment CL. Sth; Craft Wondrous tem, suggestion, 
Price 7,500 gp: Weight 5 Ib 


Hat of Disguise: This apparently normal hat allows its wearer 


toalterher appearance as with a disguises spell As parka the dis 
‘guise, che hat can be changed to appear asa comb, ribbon, hea: 
band, cap, colf, hood, helmet, and s0 on, 

Faint illusion; CL ts; Craft Wondrous Item, disguise self Price 
1,800 gp 

Headband of tntellect: This device ia light cord with a small 
{gem set so that i rests upon the forehead of the wearer. The head- 
band adds to the wearer’ Intelligence score in the form of an en: 
hancement bonus of +2,+4.0-+6,This enhancement bonus does 
not eatn the wearer extra skill point when anew level i attained; 
use the unenhanced Intelligence bonus to determine skill points, 

‘Moderate transmutation: CL. sth; Craft Wondrous item, fos’ 
cunning: Price 4,000 gp (+2) 16,000 gp (+4), 36,000 gp (+6), 

Helm of Brilliance: This normal-looking helm take 
form and manifests its powers when the user dons it and speaks 
the command word. Made of brilliant silver and polished steel, a 
newly created helm is set with large magic gems: ten diamonds, 
twenty rubies chitty fre opals,and forty opals, When struck by 
bright light, the helm scinillates and sends forth reflective rays in 
all directions from its crownlike, gem-tipped spikes. The jewels’ 
functionsare as follows: 
+ Diamond: Prismatic spmy (save DC20) 
+ Ruby: Wall offre 
+ ire opal: Fiebl (10d6, Reflex DC 20 half) 
+ Opal: Daylight 

The helm may he used once per round, but each gem can per: 


form its spel-like power just once. Until al its jewels are depleted, 
8 helm of krillance also has the following magical properties when | 


activate. 


‘+ teemanates abluish light when undead are within 30 feet. This} 


light. causes. td. points of damage per round. to all such crea 
tures within that tange. 

‘+ The wearer may command any weapon he wields to become a 
‘flaming weapon (see page 224). This is in addition to whatever 
abilities the sweapon may already have (unless the weapon 


stad Gaming wetpon The command kes Lund to 

take effect. 

“+ The helm provides resistance to fire 30. This protection does 
not stack with similar protection from other sources, such as 
resist ener. 

‘Once all its jewels have lost their magic, the helm loses its} 
powers and the gems turn to:worthless powder. Removing. jewel 
destroys. 

‘fa creature wearing the helm is damaged by magical fire (after 
the fre protection is taken inte account) and fails an additional 
‘DC 45 Will save, the remaining gems.on the helm overload and 
detonate. Remaining diamonds become prismatic say that each 
randomly target a creature within range (possibly the wearer), 
rubies become straight-line wulls offre extending ourward in a 
random direction, from the helm wearer, and fire opals 
become fireballs centered on the helm wearer. The opals and. 
the helm itself are destroyed, 

Strong varied; CL 13th, Craft Wondrous Item, detect 
undead, fircbalflanie blade, light, prismatic spray, protection 
{rom energy, wal of fn rice 125,000 gp; Weight 3 I 

Helm of Comprehend Languages and Read: 
Magie: Appearing asa normal helmet,» helm of coms 
prchend languages and read magic grants is wearer the 
ability to understand the spoken words of any cre 
ture andl read ext in any language anl any magical 
writing. The wearer gains +5 competence bonus Gn 
Decipher Script checks to understand messageh 
‘written in incomplete, archaic, or exotic forms; 

Note that understanding a magical rext does not 

necessatily imply spell use. 

Faing divination; CL 4h; Craft Wondrous trem, 
‘comprehend languages, read magic; Price $.200 gp) 
Weight 3 Ib 

Helm of Telepathy: The wearer can use dela | 
thoughtsat will, Furthermore, he ean send.a tees 

hic message to anyone whose surface thoughts 
he is reading (allowing two-way communication) 

‘Once per day, the wearer ofthe helm can implant a 

suggestion (asthe spell, Will DC. 14 negates) along 

with his telepathic message. 

Faint divination and enchantment,CL sth; Craft 
Wondrous Item detec. thoughts, suggestion; Price 
27,000 gp; Weight 3 Ib 

Helm of Teleportation: A character wear 
ing this device may teleport three.times per 
day, exactly. as if he had cast the spell of the 

Moderate conjuration; CL 9th; Craft Wondrous Item, teleport 
Price 23,00 gp; Weight 3 Ib 

Helm of Underwater Action: The wearer of this helmet can 
see underwater. Drawing the small lenses in compartments on 
either side into position before the wearer's eyes activates the 
visual properties of the helms allowing her to see five times farther 
than water and light conditions would allow for normal human 
vision. (Weeds obstructions, and the like block vision in the usual 


Helm 
brilliance 


‘mannet) If the command, word is spoken, the helm of underwater 
‘action creates a globe of sir around the wearers head and maintains 
it until the command word is spoken again, enabling her to 
breathe frely, 

Fin transmutation; CL Sth 


raft Wondrous Item, ler reth 
ing: Price 57,000 gp; Weight 3 Ib 

‘Hewards Handy Haversack: A backpack ofthis sort appears 
‘to be well made, well used, and quite ordinary. Ic is constructed of 
finely tanned leather, and the straps have brass hardware and 
buckles. thas two side pouches, each of which appears large 
enough to hold abouta quar of material. Infact, each is ike a big 
of hodingand can actually hold material of as much as 2 cubic feet 


in yolume.or20 pounds in weight. The large central potion ofthe 
pack can contain up to 8 cubic feet or 80 pounds of material. Even 
‘when so filled, the backpack always weighs only 5 pounds. 
‘While such storage is useful enough, the pack has an even great: 
{ex power in addition, When the wearer reaches into it fora specific 
item, that item isalways.on top. Thus, no digging around and fum- 
[bling is ever necessary to find what a haversack contains. Retrev 
ing any specific item froma haversack isa move action, bur it does 
not provoke the attacks of opportunity that retrieving a stored 
item usually does, 
Moderate conjurationy GL 9th; Craft Won 
drous Item, Leomund’ secret chest Price 
2,000 gp; Weight S Ib, 
Horn of Blasting: This horn appears 
fo be a normal trumpet. It.can.be. 
sounded asa normal horn, but ifthe 
command word is spoken and the 
instrument is then played, it deals 
Si6 points of sonic damage to crea 
tures within a 40-foot cone and 
causes them to be deafened for 2d6 
rounds. (a DC 16 Fortitude save 
reduces the damage by half and negates 
the deafening). Crystalline objects and 
‘reatures take 746 points of sonic damage, 
with no save unless theyne hel worn, or 
carried by creatutes (Will DC 16 
negate). H 
1a horn of lasting is. used magically. 
more than once ina given day, theres 
1 20% cumulative chance with each 
extra use that it explodes and deals 
106 points of damage o the person} 
sounding it 
Moderate evocation; CL 7th: Craft 
Wonsdrousftem, shou; Price 26,000 gp 
Weight tb 
Horn of Blasting, Greater: This horn 
WAM functions as. hon of ating, excep hat it deals 
tod point of sonic damage, stuns creatures for { round, 
fens them for 46 rounds (a DC. 19 Fortitude reduces 
by half and negates.the stunning and deafening). Crys 
talline objects take 16d6 points of sonic damage as described for 
the horn of blasting. A grater hom of blasting also has a 20% cual 
tive chance of exploding 
Strong evocation; CL 16th; Craft Wondrous Item, greater shout 
Price 70,000 gp: Weight 1 Ib 
Horn of Fog: This small bugle allows its possessor to blow 
forth a thick cloud of heavy fog similar to that of an obscuring mist 
spel, The fog covers a 10-footsquars.next tothe horn blower each 
round thatthe user continues 1o blow the horn fog clouds travel 
10 feet each found in a straight line from the emanation point 
unless blocked by something substantial sch asa wall. The device 
makes. deep, foghornlike noise, with the note dropping abruptly 
toa lower register atthe end ofeach blast. The fog dissipaes after 
3 minutes. A moderate wind (11+ mph) disperses the fog in 4 
rounds; a strong wind (21+ mph) disperses the fog in 1 round. 
Faint conjuration, CL 3rd Craft Wondrous Item, obscuring mist 
Price 2000 gp; Weight t Ib 
Horn of Goodness/Evil: This trumpet adapts itself tits] 
owner, s it produces ether a good or an evil effect depending on 
the owner alignment. Ifthe owner is neither good nor evil. the] 
horn has no.pover sthatsoever. If he is good, then blowing the) 
horn has she effect of. magic cite against ul he is evil then 
lowing the horn has the effect of a magic circle against good. In 
ether case, this ward lasts for 1 hour. The horn can be blown once 
per day 


Faint abjuration; CL. 6th; Craft Wondrous Item, magic circle 

against good, magic crcl against evil Price 6,500.gp: Weight 1 Ib. 
Horn of the Tritons: This device isa.conch shell that.can be 

blown once per day excep by a triton (see page 245 of the Monster 

Manual), which can sound it three times per day, A horn of the ti: 

tons ean perform any one of the following functions when blown. 

+ Calm rough waters ina t-mile radius, Tis effect dispels a sum:[ 
:moned water elemental if tails DC 16 Will save 

Araract 544 Large sharks (01-30 on ds), 546 Medium sharks 
(1-80), or 1410 sea lions (81=100). ithe character is im body 
of water in which such creatures. dwell. The creatures. are 

| friendly. and obey, to.the best.of their ability, the one who 
sounded the horn. 

Causes aquatic creatures with Intelligence scores of 1 or 2 
within 500 feecto become panicked asif they had been targeted 
by a fear spell (Will DC 16 partial). Those who successfully save 
are shaken for 36 rounds, 

{Any sounding of a hom ofthe rtm can be heard by all rtons} 

{within 3-mile radius it 
‘Moderate conjuration and transmutation; CL 8th; Craft Won: 

“ous hem, in monster V, cont water creator must be a 

triton or get construction aid from a triton; Price 15,100 gp 

Weight 21b 
Horn of Valhalla: This magic instrument comes in four var 

ties, Each appears to be normal until someone speaks its 

command word and blows the horn. Then the horn summons a 

Joumber of human barbarians. fight for the. character who 

{summoned them. Each horn can be blown Just.once every seven. 

clays, Roll d¥ and refer tothe tle below to see what type of horn 

Jn found, The horris type determines what barbarians are 

‘summoned and what prerequisite is needed 10 use the horn, Any 

[character who uses a horn of Valhalla but doesnt ave the preceg 

site i attacked by the barbarians she herself summoned 


‘Summoned barbarians ae constructs, not actual people (though they, 
seem 10 be} they arsive with the starting equipment for barbarians 
given, on page 26 of the Player’ Handook, They attack anyone the 
possessor of the horn commands them to fight until they ot abeit 
Jopponentsareslain or until hourhas elapsed, whichever comes ist. 
{Strong conjuration; CL 13th; Craft Wondrous Item, summon 
[imonster Vi; Price $0,000 gp: Weight 2 Ib 

jorseshoes of Speed: These iron shoes come in sets of four 
like ordinary horseshoes. When affixed to an animal's hooves. 
they inerease the animals base land speed by.30 feet this counts 
a5 an enhancement bonus, As with other effects that increase, 
speed, jumping distances increase proportionally. All four shoes. 
must be worn by the same animal for the magic to be eflective 

Faint transmutation; CL 3rd; Craft Wonsdrous Item, hast, Price 
3,000 gp: Weight 12 Ib, (for four), 

Horseshoes of a Zephyr: These four iton shoes are allsed ike 
normal horseshoes, They allow a horse to travel without actually 
touching the ground. The horse must stil run above always around 
\4.inches above) a roughly horizontal surface, This means that non: 
solid or unstable surfaces, such as water or lava, can be crossed and 
that movement is possible without leaving tracks on any’ sort of 
aground, The horse moves at its.normal base Jand speed. All four 
shoes must beworm by the sume animal for the-mayicto be effective. 

Faint transmutation; Cl. 3d; Craft Wondrous Item levitate 
Price 6,000 gp; Weight 4 Ib (forfour), 

Incense of Meditation: This small rectangular block of sweet 
smelling incense is visually indistinguishable from nonmagical 
incense until ht. When it is burning, the special fragrance and 
pearly-hued smoke of this special incense are recognizable by 
‘anyone making a DG15 Spelleraft check. 

‘When a divine spelleastr lights a block of mcense of mediation 
and then spends & hours praying and meditating nearby, the in: 
cense enables him to prepare all his spells as though affected by 
the Maximize Spell feat, However, all the spells prepared in.this, 


Type of _ Barbarians ‘way are at their normal level, not ar three levels higher (as with the. 
4% Horm Summoned Prerequisite regular metamagic fe) 
01-40 Silver 2d442, 2nd level None: Bach block of incense burns for 8 hours, and the effects persist 
A-75, Brass 2d4+1, 3rd level Spelleaster level. 1st. for 24 hours, 
76-90 Bronze 2d4, 4th level Proficiency with all martial Moderate enchantment, CL. 7th; Craft Wondrous Item, Maxi 
‘weapons or bardic music mize Spell, bless; Price 4,900 gp; Weight 1 Ib, 
ability Toun Stones; These crystalline stones always flow 
91-100 ron ede], Sth level — Profceng wit all marta | and must be within 3 feet ofshelr owner tobe of any use 
weapons or bardic music character first acquires a stone, she must hold it and then release 
ability it whereupon takes upa circling orbit 13 feet fom her head 
Thereafter.astone mustbe grasped or netted to separate it from its 
Color Shape fect Market Price 
lest spindle Sustains creature wthout ood or water 4,000 gp 
Dusty ose Pasm 21 insight bonus to AC 5,000 gp 
Deep ed Sphere {2enhancerent bonus to Desteity 3,000 gp 
Incandescent bue Sphere 42enhancement bonus to Wisdom 8,000 gp 
Pale blue Rhomboid {enhancement bonus to Strength 3000p 
Pink homboid ‘Zenhanceren bonus to Constitution 3,000 gp 
Pink and geen Sphere {2enhancement bonus to Charisma 5.000 tp 
Scarlet and blue Sphere ‘2enhancement bonus to nteligence 4,000 gp 
Dark Blue Rhomboid ‘eriness (asthe et) ‘01000 gp 
Vibrant purple Prism Stores three levels of pels sarin of pl tering 36,000 gp 
ludescent spindle Sustains crate without ae 1800 gp 
Palelavender ——_Elipsid Absorbs spells of 20,000 gp 
Ath velo lower? 
Peary white Spinal Regenerate 1 point of 20,000 gp 
darn per hour 
Pale green Pram ‘competence bonus on attack ls, saves. sil check, and ably checks 30000 gp. 
Orange Prism easter evel 30,000 gp 
Lavender and green —Elipsoid ‘Absorbs spl th level or ower 40,000 gp 


1 After absorbing twenty spell levels, the stone burns out and turns ta dull gray, forever useless. 
2 After absorbing fify spell levels, the stone burns out and turns dll gray, farever useless. 


‘owner. The owner may voluntarily seize and stowa stone (to keep 
itsafe while she is sleeping. for example), but she loses the bene 
fits ofthe stone during that rime. loun stones have AC 24, 10 hit 
points, and hardness S. 

Regeneration from the pearly white ioun stone works like arn 
of regeneration (It only cues damage taken while the characteris 
using the stone.) The pale lavender and lavender and green stones 
work lke am of absorption, but absorbinga spell requires readied. 
action, and these stones cannot be used to empower spells, Stored 
spells. inthe vibrant purple stone must be placed by a splleaster 
ut can be used by anyone (see ringof minor spell storing, page 233) 

Moderate varied; CL 12h; Craft Wondrous Item, creator must 

3 12th level 

Iron Bands of Bilarro: When initially discovered, this very 
potent item appears tobe a3-inch-dlameter rusty iron sphere with 
bandings on the globe. 

When the proper-com: 

‘mand.word is spoken and 

ie spherical iron device 
4s hutled at an opponent, 
the bands expand and the 
contract to bind the target 
ranged touch attack. A 
single Large or smaller rea 
ture can be captured thus 
and held immobile uncil 
the command word 
spoken to bring the bands 
ino spherical form again 
The creature can break 
and ruin) the bands with a DC 30 Strength check or escape them 
with a DC 30 Escape Artist check. fron bunds. Blam are usable 
‘once per day 

Strong evacation; CL 13th; Craft Wondrous Liem Bighy’s grasp 
ing hana; Price 26,000 gp Weight Ib, 

Tron Flask: These special containers are typically. inlaid with 
runes of silver and stoppered by a brass plug bearing a seal engraved 
wvth sigs, glyphs, and special symbols. When the user speaks the 


immand word, he can force any creat 
the container, provided that creature fails » DC 19 Will sve. The 
range ofthis effect is 60 feet. Only.one creature ata time can be so 
contained, Loosing the stopper frees the caprured creature. 


from another plane into 


The command word can be given only. once per day 
Ifthe individual freeing the captured creature speaks the command 
word, the creature ean be forced to serve for 1-hous If freed without 
the command word, the creature acts according to its natural inclina 
tions, (Ie usually attacks the user unless it perceives a good reason not 
0) Any attempt to force the same creature into the flask a second time 
provides ita +2 bonus on its saving thraw and makes it hostile. A 
nevly.discovered bottle might contain any ofthe following 


4% Contents 4% Contents 
01-50 Empty 89 Demon (glabrezu) 
51-54 _ Large ar elemental 90 _Demon (succubus) 
55-58 Arrowhawk 51 Devil (osyuth) 
59-62 Large earth elemental. 92__Devl (barbazu) 
63-65 Korn 93. Deal ernyes) 
67-70 Large fire elemental__94__Devil(carnugon) 
7-74 Salamander 98 Celestial (avor 
75-78__Large water elemental 96 Celestial (ghaele) 
73-82 Adult tojanida 97 Formian myrmarch 
3-44 _ Red sland 98 _ Blue slaad 

AS-5 Formian taskmaster 99. Rakshasa 
'87__Demon (rock) 100 Demon (balr) or devil 


88 Demon (hezrou) (pit fiend) —equal chance 


for either 


Strong canjuration; CL 200h; Craft Wondrous Irem, Imp the soul 
Price 170,000 gp (empty); Weight 1 Ib 

Keoghtom’s Ointment: A jar of this unguent is 3 inches in di 
ameter and.1 inch deep and contains five applications. Placed. 
upon «poisoned wound or swallowed, the ointment detosifies any 
poison (as neutrlize poison). Applied to a diseased area, it removes 
disease (as move digase), Rubbed on a wound, the ointment cures 
185 points of damage (as.cure light wounds) 

Faint conjuration; CL sth Craft Wondrous Item, cure ight wou 
«; Price 4,000 gp; Weight 1/2 Ib, 
Lantern of Revealing: This lantern operates as a normal 
hooded lantern. While itis li, ralso reveals all invisible creatures 
and objects within 25 feet of i, just ke the spell nisi. purge 

Faint evocation; CL Sth; Craft Wondrous trem, invisibility purge 
Price 30,000 gp; Weight 2 Ib, 


neutralize poison, removes 


Lens of Detection: 
This cireular-prism.en 
ables its user to detect mi 
ls, grantingass 
Search checks. 
also aids in fol 
tracks,adding a.+5 
nus on Survival che 
when tracking. The lens 
isabout 6 inches in diam: 
eterand set in.a frame 
witha handle 
Moderate divination, 
CL 9th; Craft Wondrous 
Item, true seeing: Price: 
3,$00 gp; Weight 1 1b, 
Lyre of Building: Ifthe proper chords are struck a single use of 
this lyre negates any attacks made agains all inanimate construc 
tion (walls, roof, floor, and so on) within 800 feet. This includes the 
effects ofa horn of basting, a disintegrate spell, or an attack from a 
ram or simlla siege wespon. The lyre can be used in this way ance 
per day, withthe protection lasting for 90 minutes 
The lyre is also useful with respect ro building, Once a week its 
strings ean be strummed s0..t0 produce chards that magically 
construct buildings, mines, unnels, ditches, or whatever: The 
fect produced in but 30.minutes.of playing is equal ro the work of 
100 humans laboring for three days, Each hour after the frst, a 
t makea DC 18 Perform (string 
ls she must stop and cannot play the 


character playing the lyte 
instruments) check, 1fit 
lyre again for this purpose until a week has passed. 

Faint transmutation; CL 6th; Craft Wondrous trem, fabricate 
Price 13,000 gp; Weight 5 Ib 

‘Mantle of Faith: This holy garment, worn over normal cloth 
ing, grants damage reduction S/evil to the character wearing it 

Strong abjuration [good]; CL 20th; Craft Wondrous Item, s 
skin; Price 76,000 gp, 

Mantle of Spell Resistance: This garment, worn over normal 
clothing ot armor, grants the weater spell resistance 2 

Moderate abjuration; CL 9th; Craft Wondrous Item, spell rst 
ance; Price 90,000 gp, 

Manual of Bodily Health: This thick tome contains tips o 
health and. fitness, but entwined within the words is. a powerful 
magical effect. anyone reads this book, which takes a tral of 48 
hours over a minimum of six days, he gains an inherent bonus of 
from #1 4045 (depending on the type of manual) to his Const: 
tion score, Once the book is read, the magic disappears from the 


pages and itbecomes a normal book. 


Strong evocation (if mile is used), CL.17thi Craft Wondrous 
Item, swish ot minacle; Price 27,500 gp (+1), $5,000 gp (+2), 82,500 gp 
(43), 110,000 gp (+4),137,500 gp (+5); Cost 1,250 gp + 5,100 XP 

"2,500 gp + 10,200 XP (+2),3,250 gp + 15,300 XP (<3), 5,000 gp 
$00 XP (+4), 6.250 gp + 25,500.XP (+5), Weight 5 Ib 


‘Manual of Gainful Exercise: This thick tome contains exer 
cise descriptions and diet suggestions, but entwined within the 
words is « powerful magical effect. Canyone-reads this book, 
which takes a total of 48 hours overa minimum of six days, she 
gains an inherent bonus of from +1 10 +5 (depending on the type), 
of manual) ro her Strength score. Once the book is read, the magic 

| disappears from the pagesand it becomes a normal book. i 
{Strong evocation (if mince is used); CL 17th; Craft Wondrous 
[item, wish or minal; Price 27,800 gp (+4), $5,000 gp (+2), 82,500 gp | 
1 (43), 110,000 gp (+4, 137,500 gp.C+8)s Cost 1,250 gp + 5,400XP. 
{4.2500 gp + 10,200 XP (+2), 3.250.gp+15,300 XP (+3), 5,000 gp 
+-20,400 XP (+4), 6,250 gp +25,500-XP (+5), Weight 5 Ib 

‘Manual of Quickness of Action: This thick tome contains 
tips on coordination exercises and balance, but entwined within 
the words isa powerful magical effect. If anyone reads this book, 
which takes a total of 48 hours over a minimum of six days, he 
gains an inherent bonus of from +1 to +8 (depending on the type 
Jof manual) to his Dexterity score, Once the book:is read, the magic 

| disappears from the pages and it becomes a normal book 

‘Strong evocation (if mint is used); CL. 17th; Craft Wondrous 
Tier, wish or minis Brice 27,500 gp (+1) $5,000 gp (+2), 82,500 gp 

(+3), 110,000 gp (+4), 137,500 gp (+5); Cost 1,250 gp + 5,100 XP 
00 gp + 10,200 XP (+2), 3,750 gp + 15,300 XP (43), 5,000 gp 
XP (+4), 6,250 gp + 25,500 XP (+5); Weight 5 Ib 

Mask of the Skull: This ivory mask has been fashioned into 
the likeness ofa human skull. Once perday, after ithas been worn 
or at east 1 hour, the mask can be loosed to fly {rom the wearers 

Hace. Jt travels up to 50 feet away from the wearet-and attacks a 
rarget assigned tit The grinning skull mask makes a touch attack 
against the target based on the wearer's base attack bonus. If the 
attack succeeds, the rarget must make a DC 20 Fortitude save ot be 
struck den as if affected bya finger of death spell the target suc- 
ceeds on his saving throw, he nevertheless rakes 346413 points of 
[damage, After attacking (Whether successful or not), the mask 
fies back to its user. The mask has AC.16, 10 hit points and hard 
ness 6 

Strong necromancy and transmutation, 
ddrous Lem, animate object, finger of death 
Weight 3 Ih 

Mattock of the Titans:"This digging tool is 10 feet long. Any 
creature ofa least Huge size can use it ro loosen or tumble earth 
or earthen ramparts (a t0-f00t cube every 10 minutes), It also 
smashes rock (a L0-fot cube per hour). f used as a weapon, itis 
the equivalent of Gargantuan +8 adanantine warhammer dealing 
46 points of base damage. 

Strong.transmutation; CL. 16th; Craft Wondrous lrem, Craft 
c Arms and Armor, move earth; Brice 23,348 gp; Cost 13,348 
gp + 800 XP; Weight 120 Ib, 

Maul of the Titans: This mallet is 8 feet long. If used as 9 
[weapon, it is the equivalent of a+3 greatclub and deals triple 
damage against inanimate objects. However, the wielder mu 
have a Strength ofa east 18 o wield it properly. Otherwise, she 
takes a—+ penalty on attack rolls 

Strong evocation: CL 15th, Craft Wondrous Item, Craft Magic 
‘Arms and Armor, Big’ clenched fit Pice 25,305 gpi Cost 12,305 
agp +480 XP; Weight 160 Ib 

‘Medallion of Thoughts: This appears to bea normal pendant 
disk hung from a neck chain. Usually fashioned from bronze, cop- 
per, or nickel-silver, the medallion allows the wearer tonead the 

{thoughts of others as with the spell detect thoughts, 
| —Fainc divination; CL. sth; Craft Wondrous Item dete thoughts 
{Price 12.000 gp. 
[ Misroral ile Trapping This coynal device i uallyabout 4 
[feet square and framed in metal or wood, Itcan be hung or placed. 
ona sutface and then activated by giving a command word. The 
‘same command wond deactivates the mirror. A miror of life trap 
ping has fifteen nonspatial extradimensional compartments, 


CL. 13th: Graft Won: 
Price 22,000 gp: 


within it. Any creature coming within 30 feet of the device and 

looking at its own reflection must make a DC 23 Will sive or be 

‘tapped within the mirror in one ofthe cells A creature not aware 

of the nature af the device always sees its own reflection. The 

{probability ofa creature seeing its reflection, and thus needing to 

[make the saving throw, drops fo 50% if the crearure is aware that 

the mirror raps life and seeks to avoid looking att (treat asa gaze 

attack; see page 294). 

‘When a creature is trapped, it is taken bodily into the mirror 
Size is not a factor, butconstructs and undead are not rapped. nor 
are inanimate objectsand other nopliving matter.A victim equip- 
‘ment (including clothing and anything being eatried) remains 
‘behind. Ifthe mirrors owner knows the right command word, he 
can call the reflection of any creature trapped within to its surface 
and engage his powerless prisoner in conversation. Another com: 
mand word frees the trapped creature, Each pait of command 
.wonus is specific to each prisoner. 

Ifthe mirror’s capacity is exceeded, one victim (determined 
{randomly) is set free inorder to accommodate the latest one, Ifthe. 
:mirror is broken all victims currently. rapped init are freed and 
‘usally promptly attack the possessor of the device in revenge for 
their imprisonment. 

‘Strong abjuration; CL. 17th; raft Wondrous Item, impnsonment 
Price 200,000 gp; Wei 

Mirror of Mental Prowess: This mirror resembles an oninary 
Jooking glass § feet tll by 2 feet wide. The possessor who knows 
the proper commands can cause it to performas follows. 

+ Read the thoughts of any creature reflected.therein.as long as. 
the omer win 35 et ofthe moe, ven Labote shou} 
are in an unknown language. 

View other places asif with lairvyance but vision extends even 

conto other planes if the viewer is suficiently familiar with, 

them, 

+ Use itas a portal to visit other places. the user first. views the 
place with the clairvoyance function, then steps through. the 
‘mirror to the place pictured. Others can follow her thtough the 
mirror ifthey lke. An invisible portal remains on the other side 
where she atives, and she can return through that portal. Once 
she returns, the portal closes. The pattal.closes on its own after 
24 hours (tapping the user if shes still in the other place), and 
the user can also close it ith a.command word, Creatutes with 
Intelligence of 12 or higher.might notice the portal just as they 
might notice a magical sensor from a srying spell. Any creature 
who steps through the portal appears in front ofthe mirror: 

+ Once per week the mirror accurately answers one short ques 
tion regarding a creature whose image is shown on its surface 
(giving answers similar to those from the lend love spell. 
Strong conjuration and divination; CL. 17th; Craft Wondrous 

Trem, detec thoughts clairaudience/clairvoyance, pte, legen lore; rice 

475,000 gp Weight 40 Ib. 

Mirror of Opposition: This item resembles a normal mirror 
sbour feet long and 3 feet wide. Itcan be bung ot placed on a sut- 
face and then activated by speaking a command word. The same 
command wont deactivates the mirror. Ifa creature sees its reflec 
tion in the mitror's surface, an.exact duplicate of that creature 
comes into being, This opposite immediately attacks the original 
The duplicate has all the possessions and powers ofits original 
(including magic). Upon the defeat or destruction of either the 
Aluplicate-or the original, the duplicate and her items disappear] 
‘completely. The mirror functions up to four times per day, | 

Strong necromancy; CL 15th; Craft Wondrous Item, clone Price | 
92,000 gp: Weight 45 Ib, 

Murlynd’s Spoon: This unremarkable eating utensil is typi-) 
[cally fashioned from horn. Ifthe spoon is placed in an empty con 
[rainer—a bowl, a.cup,ara dish for example—the vessel fills with 
ladhick, pasty gruel. Although this substance has a flavor similar to 

thar of warm, wet cardboard, itis highly nourishing and contains 


everything necessary to sustain any herbivorous 
carnivorous creature The spoon can produce sufficient gruel each 
day to feed up to four humans. 

Taint conjuration; Cl. sth; Craft Wendsous Lem, ce fod 
water; rice 5.400. 

Necklace of Adaptation: This necklace sa heavy chain with a 
platinum medallion, The magic of the necklace wraps the wearer 
{nna shell of fresh air, making him immune to all harms vapors 
‘and gases (such as clowlkil and stinking cloud eflagtggasviellas 
inhaled poisons) and allowing him.to breathe 
underwater or in a vacuum, 

Moderate transmutation; CL 7th; Craft Wons 
‘drous tem, ale ef Price 9,000 gp 

Necklace of Fireballs: This device 
sppeats to be nothing but beads on a string, 

is sied together 10 
form a neeblace. ({tdoes not count as an 
item worn around the neck for the pur 
pose of determining which of a charac 
worn magic items is effective) Ifa character 
holds it, however, all can see the strand asi 
really is—a gol 
1 number of golden spheres. The spheres 


sometimes with the 


are detachable by the weater (and only by 
the wearer), who can easily hurl on 
them up to 70feet. When a sphere arrives 
atthe end of its trajectory, it detonates asa 
final spol (Reflex DC 14 half), 
come in different strengths, 

ranging, from those that deal 2d6 points of 
fire damage to those that deal 10d6, The 
market price ofa sphere is 150 gp for each dic. 
cof damage it deals (rangi 
‘2d6 sphere to 1,500 gp fora 10d6 sphere) 

Each necklace of frealls contains a combination 

spheres 
binatlons, designated types 1 through Vil, are detailed below, 


g from 300 gp fora 


rious strengths. Some traditional com: 


Market. 
Necklace10d6 946 846 746 6d6 5d6 446 346 246 Price 
wel ——-—-=—— 1 2 = 1.650¢0 
Type | 1 22,700 gp 
Tell — — — 1 = 2 = 4 = 4350¢0 
Type 1 2 2 45,400 Rp 
tev SoS 2 S22 + ses0ge 
Type Vi. 2 2 4 5,100 
Tevil 1 2 — 2 = 2 = 2 — 70040 


For example a type ILL necklace has seven spheres—one 7-dice 
sso Slee, and four dice fireballs 

IEahe necklace i being wor 
her saving throw againsta magical fire attack, the item must make 
a saving throw as well witha save bonus of +7)..f the necklace 
fails vo save all ts remaining spheres detonate simultaneously 
often with regrettable consequences forthe wearer 

Moderate evocation CL 10th; Craft Wondrous Item fireball 

Nolmur's Marvelous Pigments: These magic emulsions enable 
their possessor to create actual, permanent. objects simply by de 
picting their form in two dimensions-The pigmentsare applied by 
2 mil tipped with bristles, hair or fut. The emulsion flaws from 
the application to form the desired objects the artist. concentrates 
‘on the desired image. One pot of Nouri marvelous pigments sul 
ficient to.create-a1,000-cubic-fot object by depicting it.1wo-dk 
mensinally.over a 100-squarefoot surface. Thus a 10footby-10 
foot rendition of pit would result in an actual 10-footby-10-oot 
by- Labor pita 10footby-10-fot depiction of oom would result. 
ina 10-footby-10-foat-by-10foot root; and soon. 


oc caried by a character who fails 


‘Only-normal, inanimate objects can be ereated—doors, pits. 
flowers, ree, cells and so on. Creatures cant be created. The pg 
‘ments must he applied to surface (a floor, wall, ceiling, dacr cr 
the like) takes 10 minutes and a DC 15 Craft (painting) check 
to depict an object with the pigments, Nolcur’s marvelous pigments 
cannot create magic items, Objects of value depicted by the pig 
ments—precious metals, gems, jewelry, ivory.and so on— 
appear to be valuable hutare rally made of tn, ead, paste, brass, 
bone, aud other such inexpensive materials The user can create 

‘normal weapons, armor, and any-other mundane item. 

(including foodstuffs) whose. value does not 
exceed 2,000 gp 

Items created are not magical the effect is 

Strong conjuration; CL 18th; Graft Wondrous 
Item, major cation; Price 4,000 gp, 

(Orb of Storms: Ths glass sphere is. 8 inches 
in diameter, The possessor can call forth all 
manner of weather, even supernatural destruc 
tive storms. Once per day she can call upon the 
oth ra.use a conteal wwather spell, Once. pet 
month, she can 


jure a storm. of uengeance. The 
possessor of the orb is continually protected by-an 

[ure lemenbeect. 

Strong varied; Ch. 18th. Craft Wondrous 

Item, control weather, endure elements. storm of 

Price 48,000 gp, Weight 6.1, 

Pearl of Power: This seemingly. normal 

arlof average size and luster isapotent aid to 

all spellcasters who prepare spells (clesics, 

druids, rangers, pladins, and wizards), Once pet 

day on command, a pear! of power enables the pos 

spell that she had pre 

pred and then cast. The spll is then prepared 

en cast. The spell 

must be of a particular level, depending on 

the pear, Different pearls exis for recalling one spell per day 

of each evel from tst through 9th and forthe recall of two spells 
ent level, 6th ot lowe 

Strong transmutation: CL 17th; Craft Wondrous Item, creator 

to cast spells ofthe spel level to be reealled; Price 

1,000 gp (1st), 4,000 gp (2nd), 9,000.gp (3rd), 16,000 gp (4th) 

25,000 gp (Sth), 36,000 gp (6th), 49,000 gp (7th), 64000 gp (8th 

£61,000 gp (9th), or 70,000 gp so spells) 

Pearl of the Sirines: This normal-seeming peut (s beautiful 
and worth at least 1,000 gp on that basis alone. 1f tts clasped 
firmly in hand or held tothe breast while the possessor attempt 
actions related tothe pearls powers,she understands and isable 10 
cemploy the item, 

The peat enables its poss 
in clean, feesh air. Her s 
spellsand act underwater without hindrance. 

Moderate abjuration and transmutation; CL sth Craft Won: 
‘drous Item, freedom of movement water breathing; Price 15,300 gp. 

Periapt of Health: The wearer ofthis blue 

immune to disease including supernatural diseases (see 
Table 8-2: Diseases, page 292) 

Faint canjuration: CL Sth; Craft Wondrous Item, remoue disease 
Price 7.500 gp. 

Periapt of Proof against Poison: This item isa brilliant-cut 
black gem on.adelicate silver chain, The wearer is immune to 
poison, althaugh poisons still active when the periaptis first 
donned still run theit course 

Faint conjuration, CL. sthy Craft Wondrous Item, neutralize po 

000 gp. 
Reriapt of Wisdom: Although it appeats to be » normal peat! 


gain, justas i it had not 


per day (each of a di 


must be ab 


tobreathe in waterasifshe were 
speed is 60 feet, and she can cast 


‘on. light chain, a.periapt of wisdom actually increases the posses: 


sor’ Wisdom score in the form of an enhancement banus of +2 
“4,01 +6 depending on the individual item. 
Moderate transmutation; CL Sth; Craft Wondrous Item, ow!’ 
‘wisdom; Price 4,000 gp (2, 16,000 gp (+4), 36,000 gp (+6) 
Periapt of Wound Closure: This stone is bright red and dan- 
giles on a gold chain, The wearer of this periapt automatically 
Ihecomes stable if his hit points drop ro berween ~1 and ~9 inclu-| 
|sive. The periape doubles the wearers normal rate of healing or 
alloys normal healing of wounds that wuld not do so normally. 
‘Hit point datnage that involves bleeding (such as damage caused | 
‘by.the horned devils infernal wound ability; see page 55 of the 
“Monster Manual), is negated for the wearer ofthe periapt, but he is 
still susceptible to damage fram bleeding that causes Constitution 
loss such as that dealt by a wounding weapon. 

Moderate conjuration; CL 10¢h; Craft Wondrous Item, heal; 
Price 15,000 gp. 

Phylactery of Faithfulness: This item is a small box contain- 
{ing religious scripture affixed toa leather cord and tied around the} 
[forehead. There is:no mundane way to determine what function. 
|chis religious item performs until itis worn. The wearer of aphy=y 

Tactery of fithfulness.is aware of any action or item that could 
adversely affect his alignment and his standing with his deity, 
Including magical effects. He acquires this information prior 10 
performing such an action or becoming associated with such an 
item ifhe takes a moment to contemoplate the ac 

Faint divination, CL. 1st; Craft Wondrous tem, deet chaos, dtet 
‘ev detect god, detect law Price 1,000 gp. 
|. Phylactery of Undead Turning: This item is boon to any 
|eharacter able 19 turn undead, allowing him1o do soa i his class 
Hevel were fout levels higher than itactualy is 

Moderate necromancy (good CL 10th; Crafi Wondrous Item, 
A0th-Jevel cleric Price 11,000 gp. 

Pipes of Haunting: This magic item appears to bea small set of 
{pan pipes. When played by a person who succeeds on a DC15 Per 
form (wind instruments) check, the pipes create an eerie, spel 
binding tune, Those within 30 feet who heat the tune must suc 
ceed.on.a. DC.13 Will save or become frightened for 4 ound 
Creatures with 6 or more Hit Dice are unaffected. Pye of haunting 
«an be sounded twice a day | 

Faint necromancy; CL Ath; Craft Wondrous Item, scare; Brice 
6,000 gp; Weight 3 1b 

Pipes of Pain: These appear tobe like any other standard set of 
pipes with nothing to reveal their true nature, When played by 
someone who succeeds on a.DC.15 Ferform (wind instruments) 
check, the pipes create a wondrous melody. All within 30 feet 
must makea DC. Willsave or be fascinated by the sound. (This 
{sa mind-affecting sonic compulsion.) 

‘Assoan as the piping stops, all those affected are stricken by in 
tense pain at even the slightest noise. Unless a character isin 3 
|totally.silent area, she takes Ad4 points of damage per round for 
2id4 rounds. During this time, damage from sonic attacks, such as 
‘ound burt, is doubled. Thereafter, the least noise causes an 
affected character to become shaken (except when she is ina 
totally silent arca). This hypersensitivity isa curse and therefore 
hard to remove (sce the heouscursespll). 

Faint enchantment and evocation; CL 6th; Craft Wondrous 
Item, creator must have the bardic music class feature sound bun; 
Price 12,000 gp; Weight 3 Ib 

Pipes of the Sewers: These wooden pipes appear oniinary, but 
if the possessor learns the proper tune, he can attract 103 rat 
swarms (sce page 239 of the Monster Manual) if ratsare within 400 

feet For each S0-foot distance the rats have to travel, there is 1 
jround delay.The piper must continue playing until the rats appear, 
[and when they das, the piper must make a DC 10 Retform (wind 
‘nstruments) check, Success means tha they obey the piper’ tele 
pathic commands o long ashe continues to play. Failure indicates 
thacthey turn on the pipet. If for any reason the piper ceases play 


ing. the rats leave immediately. If they are called again within 
day, the Perform check DC is 15, 

the ratsare under the contol of another ereature, add the HD | 
of the controller to the Perform check DC. Once control is.a: 
|sumed, another check isrequited each round to maintain it che 
[other creature is actively. seeking to reassert its control 

Faint conjuration:. CL 2nd; Craft Wondrous Item, charn 
‘animal, summon nature ally-L,wild empathy ability: Price 1,150 
‘api Weight 3 Ib { 
__- Pipes of Sounding When played by a character who has the) 
[Perform (wind instruments) skill, these pipes create. variety of 
sounds. The figment sounds are the equivalent of ghost sound. 
(caster level 2nd) 

Faint illusion; CL 2nd Craft Wondrous Item, ghost sound: Price 
1,800 gp, Weight 5 Ib 

Portable Hole: A portable hole isa circle of cloth spun from 
the webs ofa phase spider interwoven with strands of ether and 
Theams of starlight, When opened fully, portable hole i 6 feet in 
[diameter, but it can be folded up to be as small a a pocket hand: 
kkerchief. When spread upon any surface it causes an extradimen: 
sional space 10 feet deep to.come into being. This hole can be. 
picked up from inside or out by simply taking bold ofthe edges of 
the cloth and folding it up. Either way, the entrance disappears, 
butanything inside the hole remains, 

‘The only air in the hole is that which enters when the hole is 
opened. It contains enough air to supply.one Medium creatute or 
to Small creatures for 10 minutes. (See Suffocation, page 304.) 
The cloth does noraccumulate weight even if its hoe is filled 
(with gold, for example), Each sortable hole opens om its own par 
ticular nondimensional space. If bg of holding (ee page 248) 
placed withina pordabe hol, ft tothe Astral Planes torn in that 
pice. Both the bag and the cloth are sucked into the void and for 
ever lost a porable hale is placed within a bag of holdng,it opens 
a gate to the Astral Plane, The hole, the bag, and any creatures 
within a 10-foot radius are drawn thet. the portable haleand big of 
holding being destroyed in the process. 

‘Modlerate conjuration: CL 12th; Craft Wondrous Item, plane 
shifts Price 20,000 gp. 

Quaals Feather Token: Each of these items isa small feather 
that has a power to suit special need. The kinds of tokens are 
described belove Exch token is usable once. 

Anchor: token useful tomoor a craftin water so s to render i 
immobile for up 1 one day 

Bink token that can be used to delivera small written message 
unerringly toa designated turget as would a carrier pigeon. The 
token ass as long asi takes to carry the message 

Fan: A token that forms a huge lapping fan, causing a breeze of 
sufficient strength to propel one ship about 25 mph). This wind is 
not cumulative with existing wind speed—ifa severe wind is 
already blowing, for example, this. wind cannot be added ro i 0 
create a windstorm. The token. can, however, be used to lessen 
existing winds, creating an area of relative calm ot lighter winds 
(hut wave size ina storm is noc affected), The fan can be used for 
upto 8 hours, It does not function on land, 

Suan Boat:.A token that forms.a swanlike boat capable of 
‘moving on water ata speed of 60 feet. It can carry eight horses and 
seat or thirty-two Medium characters or any equivalent combina 
tion. The boat lasts for one day. 

‘Thee:A token that causes a great oak to spring into being (Soot 
diameter trunk, 60-f00r height, 40-foot top diameter) This isan, 
instantaneous effect, 

Whip: token that forms into 2 huge leather whip and wields 
itself againstany opponent deste just ikea dancing weapon (see 

\page 224). The weapon has.a +10 base attack bonus, does 1d6+1 
points of damage, has a +1 enhancement bonus on attack and 
[damage ros, and.a makes a free grapple attack (with a +45 attack 
bonus) ifithits. The whip lasts no longet than 1 hour 


Moderate conjuration; CL. 12th; Craft Wondrous Item, major 
Price 50 gp (anchor), 300 gp (bind), 200 gp (fan), 450 gp 
(swan boat), 400 gp (tee), 500 gp (whip) 

Quiver of Ehlonna: This appears to be a typical arrow con: 
tainer capable of holding about wenty arrows. Ithas three distinct 
portions, each witha nondimensional space allowing it to store far 
more than wauld normally be possible. The firstand smallest one 
‘can contain up to sixty objects of the same general size and shape 


ind slightly longer compartment holds up to. 


eighteen objects of the same general size and shape asa javelin, 


the case contains as many as six 


The third 


longest portion, 
objects of the same general sizeand shape a 
or the like), Once the owner bas filled it, the quiv 


a bow (spears stalls 


can produce 


item she wishes, as if from a regular quiver or scabbard. the 


jwiver of Ehlonna weighs the same no matter what’ placed 
inside it 
‘Moderate conjuration; CL 9th; Craft W 
Leanna seeet chest Brice 1,800 gp Weight 2 Ib, 
Ring Gates: These always c 0 fron 
rings, each about.18 inches in diameter. The rings must 


ne in pats 


bbe on the stme-plane of existence and within 100 miles 
ne ting 


each other to function, Whatever is put through 
atthe other, and up o 100 pounds of material can be 
ly partially pushed 
This 

ransport of 


transferred each day, (Objects 
through and then retracted do not count, 


lems of messages, and even attacks, A character can 
ugh to grab things ne 
through if so desired. Alterna 


reach thn the other ring. or 


even stab a wea 


tively, a character could stick his head through to 
lok around, A splleaster could even cata spell 
through a ring gate. A Small character can make 4 
DC 13 Escape Artist check ro slip through. Crea 
tures of Tiny, Diminutive 
shrough easily. Each rn 
‘exit ide” both marked with ap 
Strong conjuration; CL. 17th; Craft Wondrous 
Item, pale rice 40,000 gp; Weight t Ib, each 
Robe of the Archmagi: This normalppesting 


pass 


thas a "entry side” and an 


ate symbols. 


ty good align: 


‘garment can be white (01: 
ment), gray (46-75, neither good nor evil align: 
ment), ot black (76-100, evil alignment). It 
wearer, if an arcane spellcaster, gains the follow: 


Ing powers 
mor bonus 10.AC 
resistance 1, 


+ +4 resistance bonus on all sving throws 


+ 42 enhancement by level 


checks made to overcome spell resistance 
fa white robe is donned by an evi character, she immedi 
ately.gains three negative levels. The reverse iy true with 
respect toa black robe donned by a good character. An evil 

or good character-who puts on.a.gray robe, ot a neutral 
negative levels 


who dons either.a.white or black robe, gains tw 
While these negative levels never sesult in lost levels, they remain, 


as long asthe be overcome in 
including w 
Strong varied; CL 14th, Craft Wondrous Ite 
mage armor or shield of faith, creator must be of same alignment as 
robe; Price 75,000 gps Weight 1 Ib 
Robe of Blending: When this robe is put on, the wearer int 
itively knows thatthe garment has very special properties. A robe 
of bending enables its wearer to appeat to he part of his surround: 
ings. This allows him a +40 competence bonus on Hide checks 
The wearer can adopt the appearance of another creature, as with 
the disguise self spell, a will. All crea 
friendly to the wearer see him normally 


Robecfoe 


Moderate illusion; CL 10th; Craft Wondrous Item, disguise sl 
Price 30,000 gp: Weight Ib 

Robe of Bones: This handy item functions much like .rbe of 
ful items forthe serious necromancer. It appes 
markable robe, but a character who dons it notes that tis adorned 
swith small embroidered figures representing undead creatures, 
‘Only the wearer ofthe rohe can ste the embroider ygnize 
them for the creatures they become, and detach them. One figure 
each round. Detaching a figure causes (t to be 
actual undead.creature(see the list below). The skeleton 
trol of the wearer of the robe, but 


o be an unre 


nd re 
an be detached 
for zombie is not under the c 
may be subsequently commanded, rebuked, ture: 
A newly created 1b of bones always has two embroidered figures 


‘or destrayed. 


of each of the following undead: 
+ Small goblinskelewon 
‘+ Medium human commoner 
+ Medi 
*+ Small goblin zombie 
+ Medium human commoner 2 
+ Medium w 
Moderate necromanc 
Wondrous Item, animate.dead, Price 
Weight L1b, 
Robe of Eyes: This valuable garment appears 
otmal robe 


wolf skeleton 
nbie 


evil) CL thy, Craft 
400 gp: 


tobea intl itis puton.Jts wearer is 
able ro seein all directions atthe sime moment 
visible, magical eyelike patterns 

3c Seals gains 120foot dark 
feyesseesall 


M thatadorn the n 
Mision, ms of invisible or 
ethereal things within 120 feet. 
yes gainsa +10 compe 
Search checks and Spot checks 
She retains her Dexterity bonus to AC even when. 
favs 
is not able to av 


ted, and she cant be flanked. However, she 
ther 
fronted by a creature with a gaze arack. 


ves or close her eyes When 


nespellcastdirectly onan 
{cto be blinded for 1d3 minutes, A 
light spell blinds t for 

Moderate divinal 
Tem, tue ein 
Robe of Seintilla 
robe ean cause the garment to disp 


ns CL ft Wondrou 

(000 gp: Weight 1 I 
ng Colors: The wearer of thi 
a shifting pattern 


th; C 


of incredible hues, 
upper putt ofthe robe to the hem in sparkling rainbow 
of dazaling 
conceal the wearer 


ots daze those near the wearer 

d illum 

takes full round after the wearer speaks tl 
the robe 


1. The ¢ 
nate the surroundings. It 


‘word for the colors ro starr lowing 


The colors create the equivalent of a gaze attack with a 


30-foot range, Those who look at the weater are dazed for 
141 rounds (Will DC 16 negates) This is a mind 
tern effect 

Every round of continuo 
and increases by 10 


Scintillation of the robe gives the 
eon attacks against the 
each round until it 


The miss cha 
je starts at 10% 
reaches $0 total concealment 
ot radius continuously. 
ctcan beused no sna toal of 10 sounds pe day 

Moderate illusion; CL. 11¢h; Craft Wondrous Item, blur minbow 
pale; Price-27,000 gp Weight. Ib. 

Robe of Stars: This garment is typically black or dark blue and, 
embroidered with small white or silver stars. The robe has three 
magical powers 
‘+ Itenables its wearer to travel physically to the Astral Plane 

along with all that she is we 

ast 


+ ‘ts wearer can use up to.six of the embroidered stars.on the 
chest portion of the robe as.+5 shuriken. The robe. grants its 
wearer proficiency with such weapons. Each shuriken disap- 
pears after itis usd. 

Strong varied; CL 18th; Craft Wondrous Item, magie misile, 
asta projection or plane shift: Price $8,000 gp; Weight Ib. 

Robe of Useful Items: This appears to be an unremarkable| 
robe, but a character who dons it notes that itis adorned with 
small cloth patches of various shapes. Only the wearer of the tobe 
can.see-these patches, recognize them for what items they, 
|become,and detach them. One pach can be detached each round. 
Detaching a patch causes it to becomean actual item as indicated 
below. A newly created rhe of weil items always has two each of 
the following patches: 

+ Dagger 

+ Bullseye lantern (filled and lit) 

+ Mirror (a highly polished 2-oot 

+ Role (10-fot length) 


foot steel mirror) 


{+ Htempen rope (s0-fo0t coil) | 
fe sack 

In addition, the robe has several other patches, Roll 446 for the 
‘numberof other patches and then roll for each patch on the table 
below to determine its nature 


4% Result 
01-08 Bag of 100 gold pieces 


08-15 Coffey, sver (6 in. by 6 n.by ft), 500 gp value 

6:22, oor ion (upto 10 ft, wide and 10 fy high and Barred on 
‘one side—must be placed upright attaches and hinges 
itself) 

25-30. Gems, 10 (100 gp valve each) 

Blo44 Ladder, wooden (24 fi long) 

45-51 Mule (with saddle bags) 

52-59 Pt, open (10/R by 10 by 10) 

€0-68,___ Paton of cure serious wounds 

(68:75. Rowboat (12 ft lone) 

76-43__—_Minar scroll of one randomly determined spel. 

84-90 War dogs, par (treat ax riding dogs) 

591-96 Window (2 by 4f., upto 2. deep) 

97-100 Portable ram 


‘Multiple items ofthe same kind are permissible. Once removed, a 
patch cannot be replaced, 

Moderate transmuration; CL 9th; Craft Wondrous Item, fabri 
Cate; ice 7,000 gp Weight {Ib 

Rope of Climbing: A 60-foarong mje of climbing is no thicker 
than a wand, but it is strong enough to support 3,000 pounds. 
Upon command, the rope snakes forward, upward, downward, or 

Jin any other direction at 10 feet per round, attaching itself 
securely wherever its owner desites. can unfasten itself and 
refit in the sie manne, 

‘A rope of climbing can be commanded to knot or uinknot itself 
This causes lage knots to appear -foor intervals along she rope. 
Knotting shortens the ope toa SO-foot length until the knots ate 
untied but lowers the DC of Climb checks while using it by 10. A 
creature must hold one end of the rope when its magic is invoked. 

Faint transmutation; CL 3nd: Craft Wondrous Item, animate 
rope; Price 3,000 gp; Weight 3 Ib 

Rope of Entanglement: rope ofenlanglementJooks just lke 
any other hempen rope about 30 feet long Upon command, the 
[rope lashes forward 20 feet or upsward 10 feet to entangle victim, 
jn entangled crearure.can break free witha DC 20 Strength check, 

{ora DC 20-Escape Artist check. 

| The rope has AC.22,12 hit points, and hardness 10, andi has 
damage reduction 5/slashing as well. The rope repairs damage to 
itselEata rate of 1 point per § minutes, but if a rope of entanglement 
{s severed (all 12 hit points lost ro damage) it is destroyed. 


Moderate transmutation; CL 12th; Craft Wondrous Item, ani: 
‘mate abjecs, animate rope, entangle; Price 24,000 gp; Weight 5 Ib, 

Salve of Slipperiness: This substance provides 2 +20 compe: 
tence bonus onall Escape Artist checks, meaning that it is almost. 
|impossible to grapple such a character orto tie or chain him up. In 
addition, such obstructions.as webs (magical or otherwise) do not 
[affect an anointed individual. Magic ropesand the like do not aval, 
‘against this salve. If itis smeared on a floor or on steps. the area 
should be treated asa long-lasting grease spell The salve requires 8 
hours o wea of army oF can be wipe of with an alcool 

Sal of slipperines is needed to coat the inside ofa container that 
is meant to hold sovereign glu (s¢e below). 

Faint conjuration; CL éth; Craft Wondrous Item, gas, Price 
1,000 gp 

Scabbard of Keen Edges: This scabbard is fashioned from 
cured leather and fine silver. It an shrink or enlarge to accommo- 
|date any knife dagger, sword, or similar weapon up to and includ 
{inga greatsword, Upto three times perday on command, the scab 
{band casts heen edge on any blade placed within i 

Faint transmutation; CL. Sth, Craft Wondrous Stem, keene 
rice 16,000 gps Weight 1 

Scarab of Protection: This device appears tobe asilver medal 
lion in the shape ofa beetle. If tis held for xound,an inscription 
sppevs om surface ening the hoerhnow shat kaprotcive 

‘The scarab possessor gains spell resistance 20. The scarab can| 
also absorb,energy:draining attacks (such as the slam attack of a} 
vatnpite spawn), death effects (such as finger of death) andnegatiy 
energy effects (such as om an inflict erita! wounds spell). Upon. 
absorbing twelve such attacks, the searab turns to powder and is} 
destroyed. 

Strong abjuration and necromancy; CL 18th; Craft Wondrous 
nem, death wank spell esisance; Price 38,000 gp, 

Scarab, Golembane: This bectle-shaped pin enables its wearer 
to detect any golem within 60 fet, although he must concentrate 
(a standard action) in order for the detection to take place. A 
scarab enables its possessor to combat golems with weapons, 
unarmed attacks, oF natural weapons as if those golems had no 
damage reduction, 

Moderate divination, Cl. 8th, Craft Wondrous Stem, delet magi 
creator must be atleast Loth level, Price 2.500 gp. 

Shrouds of Disintegration: These burial wrappings look tobe 
made of fine, embroidered materials. When a body is placed 
Inside, a command word will curn it to dust. The magic of the 
shrouds is.usable only once, after which the wrappings become 
ordinary,fine loth. 

Strong.trunsmutation; CL 1Sth; Craft Wondrous Item, disinte 

ste Price 6,600 gp; Weight 10 Ib. 
Silversheen: This substance.can be applied to a weapon as a 
standart action, It will give the weapon the properties of alchemi- 
cal silver (see page 284) for 1 hous, replacing the properties of any 
other special material it might have. For example, a +1 holy 
aadamantinelongswond becomes a +4 holy silver longswort for the 
duration of the effect. One vial will coat single melee weapon ot 
20 units of ammunition. 

Faint transmutation; CL 5th; Craft Wondrous Item: Brice 
250 gp. 

Slippers of Spider Climbing: When worn, pairottheseslip-, 
pers enable movement on vertical surfaces ot even upside dawn) 
{along ceilings leaving the wearers hands free. Her speed is.20 
feet, Severely. slippery surfaces—icy, oiled, or greased surfaces — 
make these slippers useless. The slippers can be-used for 10 min: 
tutes perday, split upas the wearer chooses, 

‘Faint transmutation, CL 4th; Craft Wondrous Item, spider climbs 
[rice 4,800 gp; Weight 1/2 Ib 

Sovercign Glue: This pale amber substance is thick and vis- 


powers.itcan beconfained only in 
flask whose inside has been coated with { ounce of sl flipper 
ness (see the previous page), and each time any of the bonding 
agent is poured from the flask, a new application ofthe sale of sip 
periness must be put in the flask within 4 round to prevent the 
Temaining glue from adhering to the side ofthe container. A flask 
‘of sovereign glue, when found, holds anywhere ftom 4 107 ounc 
fof the stuff (1d—1, minimum 1), with the other ounce of the. 
flasks capacity taken up by the salvo slippeines 
(One ounce ofthis adhesive covers square foot 
‘of surface, bonding virtually any.two.sub- 
stances together in a permanent union. 
the glue takes 1 round.to set, Ifthe 
sts are pulled apart amove action). / 
before that time.has 
elapsed, that application 
of the glue loses its stick 
ness and is worthless. If 
the glue is allowed to se. 
then attempting to separate 
the two bonded objects ha 
fect, except when universal 


cous. Because ofits particul 


solvent is applied to che bond. 

Sovereign glu is dissolved by 
vuniversal solvent.) 

Strong transmutation; Cl 
oth; Craft Wondrous Item, 
make wholes Price 2,400 gp 
per ounce 

Stone of Alarm; This 
stone cube, when given the command word, affixes 
bject is touched thereafter by 


liself to any object. Lf that 
‘anyone who does not first speak that same command word, the 
stone emits a piercing screech for 1 hour that.can be heard. up t0.8 
‘quarter-mile away, (assuming no intervening bartiers) 

Faint abjuration; CL. 3rd; Craft Wondrous trem, dl 
2,700 gp: Weight 2 Tb 

Stone of Controlling Earth Elementals: A stone of this 
nature is typically an oddly shaped bit of roughly polished rock, 
The possessor of uch a stone need but utter a few words of sum 
‘moning, and a Huge earth elemental comes tothe summoner. The 
summoning words requite 1 full sound to speak, and in all ways 


the stone functions as the summon monster VII spell. (I sand or 
rough, nhewn stone isthe summoning medium, the elemental 
that comes is Large instead, and the stone functions asthe 
nonster-Vi-spell.) The elemental appears.in.1d4 rounds. For 
<etailed information about elementals, see page 95 of the Monster 
Manual. Only.one elemental can be summoned ata time, A new 
clemental reuites a new patch of earth or stone, which cannot be 
accessed until after the first elemental disappears (is dispelled, dis 
missed, or slain) 

Sirong conjuration; CL. 13th; Craft Wondrous Item, summon mio 
ser Vi, summon monster Vil Price 100,000 gp; Weight Ib, 
tome of Good Luck (Luckstone): This stone is typically abit 
of rough polished agate.or some similar mineral. Its possessor 
gains a +1 luck bonus on saving throws, ability checks, and skill 
checks, 

Faint evocation; CL sth; Craft Wondrous Item, divine favor, Price 
20,000 gp. 

Stone Horse: Each item of thi 
sized, roughly-hewn statue ofa hor rom some type of 
hand stone. command ward brings the sted to life, enabling it 
rocarrya bunden and even toattack as ifitwwere areal horse of the 
appropriate kind. 

‘Astanc horse can carry 1,000 pounds tirelessly and never needs 
to estor feed, Damage dealt to it can be repaied by first using a 
stone la ish spell, thus causing the stone hors to become a normal 


ature appears 0 be a full 


saved 


Sograb of 
protection 


bbe healed normally; When fully healed, it auromat 
its stone form, While in its stone form, it can be 
of damage for each 50 gp worth of min: 


horse that 
ically ever 
fed gems healing 1 poi 
ena itis given, 
“There are two sors of stone hors 
Course: This item bas the statistics of a heavy horse (see page 
373 of the Monster Manual, as.well as having hardness 10 
Destrier This item has the statistics ofa heavy.warhorse (see 
page 273 of the Mosler Manwal) as well as having hardness 10 
Strong transmutation; CLA4th; Craft Wondrous 
Item, flesh 0 stone, anomate objects; Price 10,000 gp. 
ourser) ot 44,800 gp (detrie)s Weight 6,000 Ib 
Stone Salve: This ointment has two uses. If 
‘an ounce of it is applied tothe flesh of.-persified. 
creature, it returns the eteature to.flesh as the 
stone to flesh spel. Lfan ounce ofits applied to the 
flesh of a nonpetrified creature it protects the crea 
ture as a tones spl 
Strong abjuration and transmutation; CL. 13th, 
Graft Wondrous Item, flesh to stone, stones 
Price 4,000 gp per ounce 
trand of Prayer Beads: This item 
‘appears to bea normal sting of prayer beads 
until the owner castsa.divine spell. Once 
that occurs, the owner instantly knows the 
powers of the prayer beads and howto, 
activate them, 
Each strand includes two.or-more special 
beads, each with a different magic power 


Special Bead Type 
Bead of blessing 


Bead of healing 


Special Bead Ability 
‘Wearer can cast bless 

ieaer can cast his choice of cure serious 
wounds, remove blndnes/ deafness, remove 
duce 

\Wearer casts his spells at +4 caster level, 
fet lasts 10 minutes. 

‘Weare can east chaos hammer, hay sit, 
‘onder’ wrath, ot unholy blight (Wil OC 17 
ania 

Summons « powerful creature of 
appropriate alignment from the Outer Planes 
{amangel devi et) to ad the wearer for 
‘ne di. (the wearer uses the bead of 
twmmons to sunvmon a dety’s emissary 
frivolously, the deity takes that character's 
tems and places a geos upon him as 
punishment in the very least) 

Weater can castwind walk 


Bead of karma 


Bead of smiting 


Bead of summons 


dead of wind waling 

‘ese stand of mayer beads has. bead of blessing and bead of ha! 

‘ng A strand of payer beads has a bea of healing a bead of karma, and 

a bead of suiting. A gralrstand of pay ads has a bead of healing 
dof karma bad ofsummonsanc.a bead of wind walking, 

Bach special bead can be usedLance per day, except forthe bead 
of summons, which works only once and then becomes nonmagi 
cal The bead of blesing, iting, and wind walking function as spell 
trigger items the beads of karma and surumons can be activated. by 
any character capable of casting divine spells, The owner.need not 
hold o wear the sinond of payer beads in any specific location 28 
Tong as he cares i somewhere on his person 

The power ofa special bead is lost if itis 
strand. Reduce the price ofa strand of prayerbeadsthatis missing. 
one or more beads by-the following amounts: bead of besng 600 
ps ead of healing 000 gp, bs of karma 20,000 gp bead of sit 
ng =16,800 gp, bead of summons =20,000 gp, 

46,800 


noved from.the 


ad of wind walking 


Faint, moderate or strong (many-schools; CL. Ast (Blessing), Sth 
(healing) 7¢h (siting), 9th karma), 44th (wind waking) 17th (su 
mons); Craft Wondrous Items and one of the following spells per 
bead, as appropriate: es blesing cane serious wounds remove Blind 
afies, ot mou disease (healing sihtous might ksrma) git 
(summons; chaos hanuner holy smite, onder arath ox unholy Bight 
Coming), wind walk wind walking) rice 2,600 gp (Lesser), 25,800], 
\ep{standard), 95,800 gp (greater | 
‘Tome of Clear Thought: This heavy book contains instruction | 
‘on improving memory and logic, but entwined within the wonds) 
sa powerful magica effect. fanyonereads this book, which takes 
s.rtalof 48 hours over a minimum of six days, she gains an inher 
‘ent bonuis of from +1 to «5 (depending on the type of tome) to her 
Intelligence score. Once the book is read, the magic disappears 
from the pages and it becomes a normal book. Because the fome of 
clear thought provides an inberent bonus the reader will earn extra 
skill points when she attains. a.new level (unlike with the benefit 
{provided by a headbaat of tlle, i 
‘tong evocation (if mince is used) CL 17¢h; Craft Wondxous] 
[item mince wish: Price 27,500 gp (+1), $5,000 gp ( 
(13), 110,000 gp (+4), 137,500 gp (+5); Cost 1,250 gp + 
(41), 2800 gp + 10.200 XP (+2), 3,750 gp 415,300 XP (+3), 5,000 gp 
+ 20,400 XP (+4), 6,250 gp + 25,500 XP (45); Weight 5 Ih 
‘Tome of Leadership and Influence: This ponderous book 
details suggestions for persuading and inspiting others, but 
entwined within the words isa powerful magical effect. Fanyone 
|reads this book, which takes a total of 48 hours over a minimum 
[osx days he gains an inherent bonus of from +110 +5 (depend: 
|ing.on the type of tome) to his Charisma score, Once the book is 
ead, the magic disappears from the pages and it becomes a 
normal book 
‘Strong evocation if minicle is used), CL 17th; Craft Wondrous 
Item, miracle or wish rice 27,500 gp (+1) $5:000 gp +2) 82,500 gp 
(13) 110,000 gp (+4), 137,500 gp (5); Cost 1,250 gp + 400 XP 
(+1).2S00 gp + 10,200 XP (+2), 3,780.gp 415,300 XP (+3), 5,000 gp 
20;400-XP (+4), 6,250 gp + 25,500 XP (+5); Weight 5 Ib 
Tome of Understanding; This thick book contains tips for 
improving instinct and perception, but entwined within the: 
‘words isa powerful magical effect. 1f anyone reads this book.) 
‘which takes a total of 48 hours over a minimum of six days, she | 
sains an inherent bonus.of from +1 to +5 (depending on the type 
‘of tome) 10 her Wistom score. Once the book is read, the magic 
disappears from the pages and itbecomes a normal book. 
Strong evocation (f mine is used). CL 17th; Craft Wondrous 
Jem, minicleocwish Price 27,500 gp (+), $5,000 gp (+2), 82,500 gp 
(3), 140,000 gp (+d), 137,500 gp (+5); Cost 4,250 gp + 5,400 XP 
(+4), 2,600.gp + 10,200 XP (+2), 3,750 gp + 15,300 XP (+3), 5,000 gp 
$+ 20,400.XB (+4), 6250 gp + 25,500 XP (45), Weight 5 Ib 
{|_Unguent of Timelessness: When applied to any matter that 
vas once alive (leather, leaves, paper, wood, dead flesh, and so on), 
this ointment allows that substance ta tesst the passage of time. 
Each year of actual rime.afects the substance as if only a day had 
passed, The coated object gains a1 resistance bonus on all saving 
throws. The unguent never wears off, although it an be magically 
removed (by dispelling the effect, fr instance), One flask con- 
tains enough material to coat eight Medium or smaller objects. A 
Large object counts as nwo Medium objects, and.a Huge object 
counts as two Large objects, 
Faint transmutation; CL ard Presque: Craft Wondrous Item; 
{Price 150 gp. 
Universal Solvent: This substance has the unique property of 
being able to dissalve souereign ue (se page 266), tanglfoar bags 
{(see page 128 of the Mayer's Handbok),and the adhesive created by 
{a kuo-tox (se. page-163.of the Monster Manual). Applying the sa: 
ventisa standard action. 
Strong transmutation; CL 20th; Craft Wondrous Item, dine: 
pute; Price 50 gp 


‘Vest of Escape: Hidden within secret pockets ofthis simple 


silk vest are lockpicks thar provide +4 competence bonus.on. 
(Open Lock checks. The vest also grants its wearer a +6 competence 


bbonus.on Escape Artist checks, 


Faint conjuration and transmutation; CL 4th; Craft Wondrous 


Liem, knock, sense; Price 5,200 gp. 


Vestment, Druid’s: This light garment is worn over normal 
clothing or armor. Most stich. vestments are green, embroidered 


with plant or animal motifs, When this 
with the wild shape ability, the character can use that ability one 
salditional time each day: 

‘Moderate transmutation; CL 10th; Craft Wondrous Item, ply 
morghor wild shape ability; Price 10,000 gp. 

Well of Many Worlds: Ths strange, intendimensional device 
Jooks ust ike agoviable ole Anything placed within tis immed 
ately castro another workd—a parallel world, another planet, ora 
different plane, atthe DM’ option or by random determination. IF 
{the wells moved, the random factor again comes into pla. It can, 
be-picked up, folded, or rolled, just as portable hole can be. Object, 
[ftom the world the well touches can come through the opening 
{ust as easily as from the initiating place (Uc. is.2 two-way. portal) 

Strong conjuration; CL. 174b; Craft Wondrous Item, git Price 
82,000 gp. 

‘Wind Fan: A wind fan appeats tobe noching more than a wood 
snd papyrus or cloth instrument with which to.create a cooling. 
breeze, By uttering the command word, its possessor causes the. 
fan to generate air movement duplicating a gustf.wind spell. The 
fan can be used once per day with no risk. Its used mote fe 
quently, there is 2 20% cumulative chance per usage during that 
day that the device tears into useless nontmagical ater. 

Faint evocation; CL sth Craft Wondrous Item, gust of win 
Price 5500 gp. 

‘Wings of Flying; A pair ofthese wings might appear to be 
nothing more than a plan cloak of old, black cloth or they. could 
be as elegant as long cape of blue feathers. When the wearer 
speaks the command word, the cloak turns into a pai of bat ot 
bird wings that empower her to fly with a speed of 60 feet (good 
maneuverability) 

Moderate transmutation: CL 10th; Craft. Wondrous tem, ly 
Price 54,000 gp; Weight 2h, 


—— INTELLIGENT ITEMS 


Magic items sometimes have intelligence of their own, Magically 
Jmbued with sentience, these items think and feel the same way 
characters do and should be treated as NPCs, They can be many 
things to characters—valued ally, wily foe, or continual thorn in 
their side mtelligent items haveexta abilities and sometimes ex 
traordinary powers and special purposes: Only permanent magic 
items (as opposed to single-use items or those with charges) can be 
intelligent. (This means that pations, scrolls, and wands, among 
otheritems,arenever intelligent.) In general, les than 1% of magic 
‘tems have intelligence. Use them sparingly in your campaign, 
because they require mote warkon the part ofboth player and DM. 

Antelligent items can actualy. be considered creanures because 
ey have Intelligence, Wisdom, and Charisma scores, Treat them 
as constructs (see page 307 of the Monster Manual). Intelligent 
items often have the ability to illuminate their surroundings at 
will (as magic seapons do); many cannot see otherwise 

Asa practical matter its easiest o let a player controlan intelli 
‘gent item possessed by his or her character (but see ems against 
Characters, below), Unlike most-mapic items, intelligent items} 
can activate their own powers without waiting for a command, 
‘word {tom their owner. For extmple,an inclligentsword with the 
magic cite agninst evil ability can activate the circle even if the 
{wielder-makes a full atack in thar round, Intelligent items act. 
luring their owner’ turn inthe initiative order 


sm is worn by a character. 


ITEM INTELLIGENCE, WisDOM, CHARISMA, AND CAPABILITIES. 


4% Mental Ability Scores Communication Capabiities Senses 
01-34 TwoatT2, one at 10 Empathy! (One lesser power 30 f. vision and hearing +1,000 ap 
35-59__Twoat 13,oneat 10. Empathy’ Two lesser powers 60 vision and hearing +2,000 gp 
60-79 Twoat4,oneat 10 Speech? Two lesser powers 120 ft vision and hearing +4,000 ep 
80-91 TwoatS,oneat 10 Speech? Thee lesser powers 60 ft darvision and hearing 175,000 gp 
92-97 Twout}6,oneat 10 Speech? Three lesser powers 60 ft. darlvision and hearing $6,000 np 
98 Twoat 7, ane.at 10 Speech, telepathy’* Three lesser powers 120 ft darkyision and hearing +9,000 gp 
and one greater powert 
99 Twoatl8,oneat 10 Speech, telepathy*? Three lesser powers 120 ft darkvision, Blindsense, 112/000 ep 
and two greater powers* and hearing 
100_Twoat 19, one at 10 Speech, telepathy** __Fourlesser powers 120 ft danvision, bindsense, £15,000 gp 
and three greater powers and heari 


1 The possessor feels urges and sometimes emotions fiom the item that encourage or discourage certain courses of action 

2 Like character, an intelligent Item speaks. Common plus one language per point of Intelligence bonus. It can communicate telepathically with 
the wieder 

4 The item can also read any languages it can speak 

4 The item can use ether communication made at will, with language use as any speaking item, it can communicate telepathically. with the wieder. 

5 The item can read all languages as wel as use read mogic. 

6 The inteligent tem can have a special purpose (and corresponding dedicated power) rather than a greater power. if appropriate. 


the ables in ahiasection should be used to determine the prop LANGUAGES SPOKEN BY ITEM 


crtes ofan intelligent item: the number of powers, unusual prop- Like character, an intelligent item speaks Common plus one 
certes, alignment, and special purpose ofthe item (if ny), additional language per point of Intelligence bonus. Choose 

The DM is encouraged to design unusual magic items slong appropriate languages, taking into account she {isms origin 
special themes and for specific campaign purposes, using the and purposes, For instance, an intelligent dtowsweapon would. 
{ables as guidelines and for inspiration, Just because a powers. probably speak Elven, and a holy. weapan.might speak) 
rolled does not mean it must be given out-Lf you feel a combina. Celestial 


tion ts too bizarre or too powerful, simply change or ignore it. 
the Arstsepindetermiaing the popenisstasandom nell. {NTELLIGENTITEM, POWERS 


igent item is to determine its general capabilities, These are found Table 7-30 above determines how many lesser and greater 


by rolling d% and consulting Table 7-30;-temInielligence, powers an intelligent item has. To find the items specific 
Wiwlom, Charisma, and Capabilities powers, choose oe roll on the appropriate tables below. 
INTELLIGENT [TEM ALIGNMENT INTELLIGENT ITEM LESSER POWERS: 
‘Any itempith intelligence hasan alignment. Nore shat intelligent 4% Lesser Power Base Price Modifier 
‘weapons aleady-have alignments either stated or byimplication.. 09-08") Mer can bless ts ales 3/44) $1,000 gp 
(A weapon made to kill chaotic outsiders would hardly be chaotic, 06-10 _ ier can use oeriefre 3/Say 41,100 gp 
{itself it would be lawful) Ifyoure generating random intelligent) 17131 Mer can east minor image 1/diy 12200 gp 
‘weapon, that weapons alignment must fit with any alignmentot: 14-20 Mem has deathwatch continvallyactive +2,700 gp 
ented special abilities it has (such as the holy special ability) 21-25 Item can use detect magic at wil 43600 gp 
‘Any character whose alignment does not correspond to that ef) 26-31. tem has 10,anks.n.ntimidate 000 gp 
the item (except as noted by the asterisks on the table) gains one 3233) Mem has 10 ranks in Decipher Sept 45,000 ap 
negativelevel fhe or she somuichas-picks up the tem, Although 34-36 lem has 10ranks in Knowledge $5,000 gp 
this negative level never results in actual level loss, i remains as (choose categon) 
Jong as-the item isin hand and.cannot be avercome in any way 37440) tem has 10 anks in Search 45,000 9 
(including restoration spell) This negative level iscumulative with 41-45 __ tem has 10 ranks in Spot 45,000 gp 
Any other penalties the item might already place on inappropriate 46:50. em has 10 ranks in Listen 45,000 ap 
wwielders, Items with Ego scores (see below) of 20 t0 29 bestow —_51-54__ tem has 10 ranks in Spelraf 45,000 gp 
thio negative levels. tems with Ego scores of 30 r higher bestow | $580 Hem has|10 ranks in Sense Motive 45,000 ap 
{three negative levels 61-66 Item has 10 ranks in. Blu 15,000 gp 
67-72 {tem has 10 rank in Diplomacy 45,000 gp 
IWTeLLiGeNT ITEM ALIGNMENT. 73-72__hem can cast major image May 45,400 gp 
4% Alignment of item, 78-80 item can cast darkness 3/day 46,300 gp 
01-08 Chaotic good 31-83 Item can use hold person.on an enemy 3/day _ +6,500 gp 
05-15 Chaotic neutral 84-86 Mlem can activate zone of truth 3/day 46,300 gp. 
16-20 Chaotic evi 87-89 hem can,use daze monster 3/day +6,500 gp 
21-25 Neutral eve 90-95 Mem can use locate object 3/4) +6300 gp 
26-30 Lavfl evil 96-100 Item. can use cure moderate wounds +6300 gp 
31-35. Lawful good (24843) on wielder 3/day | 
56-60 Lawful neutral? | 
61-80__ Neutral good® ‘All pawers ction atthe tection of the item, although intelli 
81-100 Newtral ‘gent items generally follow the wishes oftheir owner. Activating 
‘ste tem can alsa.be used by any character whose alignment. {power of concentrating on an active one is.a standard action, 
corresponds othe nanneutral portion ofthe item's alignment (in th item takes. 


other words, chactc, evil, good, or lawful). Thus, any chaotic character, 
(CG.CN, CE) can use an tem with chaotic neutral alignment. 


INTELLIGENT ITEM GREATER POWERS 


3% Greater Power Base Price Modifier 
01-06 tem ean detect opposing alignment at wil +7200 gp 
07-10 tem can detect undeod 3 al 17,200 gp 
N1=13- tem can cause feorin an enemy at wil $7,200 gp 
4-18 Item can.use dimensional anchor on +10,000 gp 

i a foe I/day it 
| 19-23. tem can use dimisa ona foe Vday.——+10,00 gp 
{24-28 tem can use esser gabe of invulnerability +1000 gp. | 
day 
28.33 (tem can ise acone ye 1/day 101000 gp 
34237__Item has continuous detec saying effect. +10.000 gp 
38-41 tem creates wol offre na vng $10.00 gp 
with the welder a the cater 1 /day 
42-45 tem can.use quench on fires 3/day £16000 gp 
46-50 Item has stots eet, usable at wll £11,000 gp 
51-54 lem can use gus find 3/day £71,000 gp 
55-59 em can use clairvoyance 3/day 476,000 gp 
|. so-64_—iem.can create magic circle against 16000.gp_| 
opposing alignment a wl } 
65-68 Item can use haste on is owner 3/day +1000 gp 
69-73 tem can create doyight 3/day 116,00 gp 
74-76 tem can create deeper darkness 3/day 16000 gp 
77-80 hem can use inislty purge (30. range) +16,000 gp 
3yéay, 
1-85 Item can use ow on its enemies 3/day 16000 gp 
86-91 Item ean locate creature 3. 30,000 gp 
31-37. item can use fear against foes 3/d0y +3000 gp 
[98-100 nem can use detect houghts at wl $44,000 gp 


[ifthe same power is rolled twice, roll again. 


SPECIAL PURPOSE ITEMS 
tems with special purposes are a challenge to run. However, they 
1re-worth the trouble, because they can deeply enrich a campaign. 


INTELLIGENT ITEM PURPOSE 


d 

1-20 diametrically opposed alignment® 

21-30 Defeat/slay arcane spelleasters (including spelicasting 
‘monsters and those that use spelllke abilities) 

3-40 Defeat/slay divine spelicasters (including divine entitles and 
servtors) 

41-50 _Defeat/slay nonspelcasters 

51-85, Defeat/say a particular creature type (see the bane speclal 
ability, page 224, for choices) 

56-60. Defeat/slay a particular race or kind of creature 

61-70. Defend a particular race or kind of reature 

71-80. Defeat/slay the servants ofa specific deity 

{81490 Defend the servants and interests ofa specific deity 

91-95 _Defeat/slay al other than the tem and the wielder) 

96-100 DM's or characte’ choice 


* The purpose of the.neutral(N) version of ths item is to preserve 
the balance by defeating/slaying powerful beings ofthe extreme 
alignments (LG, LE, CG. CE). 


Purpose 
‘An tem’ purpose must suitthe type and alignment ofthe item and 
should always be treated reasonably. A purpose of “defeat/slay 
arcane spelleaters doesnt mean thatthe sword forces the welder 
to kill every.wizard she sees. Nor docs it mean that the sword 

{believes itis possible to kill every wizard, sorcerer. and bard in the 
{world. tt does mean that the item hates arcane spellcasters and 
{wants toring the local wizards cabal to ruin, as well as end the 
rule of a sorceress-queen in a neatby land. Likewise, « purpose of 

“defend elves* doesnt mean that ifthe wielder isan elf, he only. 

wants to help himself. It means that the item wants to be used in 


furthering the cause of elves, stamping out their enemies and 
aiding their leaders. A purpose of defeat/slay all" isnt just a matter] 
of selipreservation. It means thatthe item wont rest (ort its 

Wielder rest) until it places itself above al others. A lofty—and. 

{probably unrealistic—goal, be sute 


DEDICATED POWER 

‘A dedicated power operates only when an intelligent item is in 
pursuit ofits special purpase. This determination is always made 
{by the item, I should always be easy and straightforward 10 see 
how the ends justify the means. That is to say if the players rea- 
soning for how a particular action serves the items purpose is 
not completely believable, the item wont allow it. Unlike its 
other powers, an intelligent item can refuse rouse its dedicated 
power even if the owner is dominant (see ems against Charac- 
ters, on the following page) 


SPECIAL Purpose ITEM DEDICATED PoweRS 


4% Dedicated Power Base Price Modifier 
(01-06 Item can use ie stom +50,000 gp 
07-12 item can use confusion +50,000 gp. 
13-17 tem can use phantasmol killer 150,000 gp 
18-24 em can use crushing despair $50,000 gp 
25-31 item can use dimension dooron tse’ +50,000 gp 

and wielder 
32-36 Item ean use contagion (heightened to +56.000 gp 
37-43 hem can.use potion (heightened to, +56.000-¢p.| 
4th level) as touch attack 
44-50 tem can use nating gasp as touch attack 456,000 up 
51-56 tem can cast 10d6 lightning bolt $60,000 gp, 
57-62 Mem can cast 106 fireball 160,000 gp 
63-65 Welder gots. 12 luck bonus on attacks, +80,000 gp 
saves, and checks 
69-74 Wem can use mass inf light wounds 81,000, 
75-81 item can use song of discord 1,000 gp 
82-87, Item can use prying eyes £81,000 up 
88-92 Item can cast 15d6 greater shout 3/day____ +130,000 gp 
93-98 {tem can use waves of exhoustion 164,000 ap 
99-100 Item can use trueesurection on welder, +200,000 gp 
‘once per month 
ITEM EGO 


Ego is measure of the rotal power and force of personality that an 

possesies. Only afterall aspects of an item have been get 
ied can its Ego score be calculated. An items Ego score helps 
determine whether the item or the characteris dominant in thelr 
relationship. as detailed below. 


Irem Eco 


Attribute of Ham 

Each +) of item's enhancement bonus 
Each +1 of borus for special ablities 
Each lesser power 

Each greater power 

Special purpose (and dedicated power) 
Telepathic abiliy 

Read languages ability 

Read magic ability 

Each +1 of intelligence bonus 

Each +1 of Wisdom bonus 

Each +1 of Charisma bonus 


go Points 


Thus. a +2 short swonl (2 points) with an Intelligence score of 10 
(na points) Wisdom score of 12 (1 point) and Charisma score of 
12.1 point). pis the lesser power of detect magic (1 point) has an 
Ego score af 5. 


By contrast, imagine a +2 dancing longavond (6 points,2 forthe +2 
enhancement bonus and 4 because dancing is the equivalent of a 
“+4 bonus (see Table 7~L4: Melee Weapon Special Abilities) with 
an Intelligence score af 10 (no points), Wisdom score of 18 (+ 
points), and Charisma score of 18 (4 point). Add the lesser powers, 
of deathwaih, 10 xanks in Intimidate, and darkness (3 points), the | 
greater power of far (2 points) and the special purpose of slaying) 
[spelleasters (4 points) Also include the fact that the weapon.is. 
{telepathic (1 point) and reads languages (1 point), and the swon 
hasan Ego score of 25, | 


ITEMS AGAINST CHARACTERS. 

‘When an item has an Ego ofits own, thas a will of ts own. The 

item is, of course, absolutely. true to its alignment, Kfthe charac- 

ter who possesies the item is not true to that alignment’ goals or 

the item’ special purpose. personality conflict—item against 

character—results. Similarly any item with an Ego score of 200¢ 

higher always considers itself superior to any character, and a} 

{personality conilict results ifthe possessor does not always agnee | 

with the item, it 
When a personality conflict occurs, the possessor must make a 

Will saving throw (DC = itemis Ego). If the possessor succeeds, 

she is dominant, 1she fails, the item is dominant. Dominance 

lasts for one day or until a critical situation occurs (stich as 4 

major bal, a serious threat to either the item or the character, 

and so on—DM% discretion) Should a item gain dominance, it 

resists the character’ desires and demands concessions such as 

{any of the following 

+ Removal of associates ot items whose alignment or personality 
is distasteful tothe item, 

+ The character divesting herself ofall other magicitems or items 
cof a certain type 

+ Obedience from the character so the item can direct where they 
go forts own purposes 

‘+ Immediate seeking out and slaying of creatures hateful ro the 
item, 

+ Magical protections and devices to_protect.the item. from. 
rmolestaion when itis notin use, 

+ "That the character carry the item with her on all ocasions, 

+ ‘Thar the character relinquish the item in favor of « more suit 
able possessor due to alignment differences or conduct. 


In extreme eltcumstances, the item can resort to even harsher 
measures, such asthe following acts 
+ Force is possessor into combat. 
+ Refuse so strike opponents 
+ Strike atitswielder or her associates 
Force its possessor to surrender {oan opponent. 
+ Cause itself to drop from the character’ rasp, 


[Naturally, such actions.are unlikely when harmony reigns 
between the character's and item alignments or when their pur 
poses and personalities are.well matched. Even so, an item might 
wish to have lesser character possess iin order ro easily establish 
and maintain dominance. over him, ota higher-level possessor so 
a5 to beter accomplish its goals, 

‘All magic items with personalities desire to-play.an important 
role in whatever activity is under way, particularly. combat, Such 
{tems ae rivals of each other, even if they are.of the same align 
ment, No intelligent item wants to share is wielder with others. 

| An intelligent item is awate of the presence of any other intelli 

{genritem,within 60 feet, and most intelligent items try their best 

{to mislead or distract their host so that she ignotes or destroys the 
rival. Of cours, alignment might change this sort of behavior. A 
holy avenger. fox example, would certainly not allow destruction of 
any.ather lil good item and might encourage their discovery, 
‘event the risk of having to face grim odds todo so. 


Itemssvith personalities are never tually controlled or silenced 
by the characters who possess them, even though they may never} 
‘successfully control.their possessors. They may be powerless. 10) 
force their demands but remain undaunted and continue t ait 
jtheir wishes and demands. Even.a humble +4 weapon of unusual 

Jnature can be a vocal-martyr, denigrating its own abilities and 
asking only that the character give it the chance.to shatter itself 
against some hated enemy. 

Note: You should roleplay the item as you would any NEC, 
_Refer to Table 4-24: One Hundred Traits (page 128) for ideas on 
personality quirks to make an intelligent item persona more 
‘memorable. 


INTELLIGENT ITEM EXAMPLES 
The items presented below can fit directly. into most campaigns, 
but you should adjust them, changing their alignment, personal 
ity, or even their abilties where needed to fit the particulars of, 
‘your eampaign, its history, and its characters. 

Acrola, Watchful Tooth of Ashardalon: +5 keen dagger; AL 
‘CG; Int 10, Wis 18, Cha 18; Speech telepathy, 120 ft. datkvision, 
blindsense, and hearing; Ego score 22. 

Lasser Powers: Zone of truth 3/day, Item has. 40 tanks in Listen 
(votal modifier+14) and Spot (total moulifier-214), 

Greer Rowers: Clairuoyance 3/<ay, slow 3/day. 

evonality Bards tell that a rooth pried from the living body of 
the terrible dragon Ashardalon arose with its own mind and will. 
‘The tale would seem odi, forthe goals of the long knife are noth 
ing like those of the dread dragon. The wellntentioned but tire= 
less dagger has taken as its personal cause that of protecting the 
weak and the helpless, Actola frequently uses its clairvoyance 
power to scout out areas of trouble or evil, and then Acrola drags, 
tos wielder into the fen | 

‘Strong transmutation; C1 15th; Craft Magic Arms and Armor, 
teen edge; Price 132,802 gp. 


Jomnoth, Giantblight: +} giantbone dwarven wana; ALLG; Int 

10, Wis 14, Cha 14; Speech, 120 ft. vision and hearing; Ego score 14 
‘Lesser Powers: Cure moderate wounds 3/day,sletect magic at wil. 
sycial Purpose: Defeat/slay glans 

Dedicated ower: Songof discon. 

Fenonally: Forged by a long-dead dyvarf smith, Jorsnoth, also 
known as Giantblight, dates {tom an age of giant invasions. The 
success ofthe wataxe cannot be questioned, since upon occasion a 
single dwarf hero has struck down a numberof bewildered and 
overwhelmed giants. A stoic but forceful will has been incarnated 
lnco the waraxe blade, Jominoth speaks little, and is reluctant to 
sive advice or guinsay its wielder except under the most extreme 
circumstances. As long its owner is willing to strike deep into the 
keeps and airs of giantkind, the waraxe never objects 

Strong conjuration; CL. 1th; Craft Magic Arms and Armor, 
summon monster Price 176,430 gp. 


quel: +2 holy composite loghow; ALNG; Int 17, Wis 10, Cha. 17; 
Speech, telepathy, 120 ft darkvision and hearing; Ego score 16 

Lesser Bowers: Daze monster 3/ay, fri ire 3/day, late objet 
day. 

Greater Power: Ls lobe of tulerabity 1/day 

Ferwnality:A loyal and trusted companion to the heto 1quch| 
this ance nameless bow took its first wielder's name after his} 
hheroic stand against a balor. Since then, {quel has searched for a) 
wielder who can live up ta its high standard: grandmaster) 
archer with a zeal for good. Despite its commitmentto the forces 
cof good in the world, quel enjoys casual conversation, relaxation, 
{and delicate care 
{strong evocation Gif miracle is used) [good]; CL 17th; Craft 
‘Magic Arms and Armor, wish or minicle; Price 66,600 gp. 


10; Speech, 30 ft. vision and hearing; Ego score 8, 
Lesser Bowers: Bless 3/day, hold person. 3/day. 


‘legend lone; Price 15,815 gp. 


Speech, 60 ft. darkvision and hearing: Ego score 15 
es 

Bluff (total modifier +13).. 
Perna 


{isonly interested in advancing the tales ofits own le 


{nto thinking that thei desires have been fulfilled, 
Strong evocation (if miracle is used) 

tind Armor, wish or mince; Price 161,560 gp: 
5,718 XP 


macy (total modifier +12) and 10 


total modifier 10), 


to dominate its wearer 


splendor; Price 56,500 gp, 


in 


‘cal forces, gateways.to.other planes, or 


|times.theyire just inconvenient, Occasionally 


cursed, consult the table below. 


Bosk, the Poetic Blade: +2 gon: ALN; Int 14, Wis 14, Cha 


Fersonality: Created by-a wizard experimenting with sentience, 
Bosk was later sold by its creator and has changed hands many. 
times, Always willing offer ts opinion, advice, a story or evena 
poem ofits own devising, Bosk has never met an owner who Wasa 
perfect match, hough pethapsa deaf swordwielder would be best. 

Moderate divination; CL 15th; Craft Magic Arms and Armor,| 


esac, the Deceiver: Lick blade: ALINE; Int 16, Wis 10, Cha 16; 
pwers: Minor image A/day, major mage 1/day, 10 ranks in 
‘A powerful and selfish blade, Vesac has served as the 
‘aveapon.of dozens of petty. tyrants and would-be conquerors. The, 


{lure.of is powerful three wishes draws in many who seck to gain, 
| power.svealth.oradvance their own agenda. However, Vesac itself 


hhaving many wielders over the ages, it continues to hoard its 
wishes frequently deluding wielders (by using is illusion powers) 


171h Craft Magic Arms 
‘ost 40,780 gp + 


| 2ax, Cloak of Kings: Cloak of Charisma.s6.ALLN; Int 10, Wis, 
14, cha 14; Speech, 120 ft. vision and hearing: Ego score 5 

Lesser Rowers Zone of truth 3/day. Iter has.10 ranks in Diplo 
nks in Knowledge (history) 


‘eronality This magic cloak has provided advice to xoyal courts 
{for generation after generation, not only the setling of disputes, 
‘butalso.with accounts of the foibles of leaders past. Zax.as this 
cape has.always been known, isa fine-looking garmentof sable 
tnd fut-Like most rulers, Zax itself has grown somewhat stern abd 
aloof over the year, though its Ego has never been strong enough, 


Moderate conjuration; CL 18th Craft Wondrous Item, eagle} 


EDS 


Tm the process of crafting a magic item, so many delicate factors 
have to-be taken into account that occasionally things ane bound 
to go awry. These small errors ate often readily apparent and ust 
ally show-uup immediately. Sometimes, however, they are more 
subtle.and dont emerge until days, months, or even years later 
Other factors can make magic item go wrong as well—things 
the fault of is cteatorin any way. The forces of chaos and gen: 
ral entropy can cause magic to decay or become corrupted. Time 
Il things —even magic. Long exposure to powerful mag- 
en the proximity of 

other magic items or creatutes can alter a magic item in odd ways. 
Finally, tems with unpredictable or cursed effects can be created 
by the devious intention ofspelleasters wvho are malicious, chaotic, 
‘ot simply insane. These are the most dangerous cused items of al. 
(Cursed items are magic items with some sort of potentially neg- 
ative impact, Sometimes they're directly bad for the user, some 
they-maix bad with, 

| ood, forcing characters to.make difficult choices. Ifyou. want-co 
{include the chance for cursed items in your game, determine tee 
stire sandomlyas.usual, Whenever you rol for a magic item, how: 
ever. make.a second secret d% roll, On a result of 01-05, the item, 
generated is cursed in some way. To determine how the item is, 


‘Cunsep ITEM COMMON Curses 


4%. Curse 
ors Delusion 

16-35, Opposite effector target 
36-45 Intermittent funetioning 
46-60 Requirement 

61-75 Drawback 

76-50 ‘Completely diferent effect 
91-100 Substitute specific cursed item 


Delusion: The user believes the item is what itappears 10 be, 

t actually has.no.magical power other than ta deceive. The 
user is mentally fooled into thinking the item is functioning 
(making him invisible, emitting lighthing.bolts.or whateyes) 
snd eannot be.convinced otherwise without the help of a remove 
cure spel 

Opposite Effect or Target: These cursed items malfunction, so 
that either they do the opposite of what che creator intended, ot 
{they target the user instead of someone else For example, eye of 
charming with the opposite effect makes targets hostile rather than 
charming them. A saf of healing causes woxinds, Eyes of petition 
turn the wearer to stone. A magic arrow curves around to strike the. 
archer, The interesting point co keep in mind here is that these 
‘tems arent always bad to have, A wond of lightning bolt shat heals 
rnther than harms can be used asa potent healing item, 

‘Opposite-effect items include weapons that impose. penalties 
‘on attack and damage rolls rather than bonuses Justasa character. 
shouldnit necessarily immediately know what the enhancement 
onus of a noncursed magic item is, she shouldnt immediately 
know chata weapon is.cutsed. Once she knows, hosteverathe item. 
can be discarded unless some sor of compulsion is placed upon it} 
that compels the wielder to keep and use it. In such cases, a move 
curse spel is generally needed to get rd ofthe item, 

Intermittent Functioning: The three varieties of intexmit: 
tent functioning items all function perfectly as described—at 
least some of the time. The thee varieties are unrelile, depend 
cent and uncontrolled items 

‘Unreliable: Each time the item is activated, there isu $v chance 
(01-0 on di) that it does not function. At the DM option, the 
failure chance can be altered to be anything from 1% (0 10%, de 
pending on the item and the campaign. 

Dependent: The item only functions in certain situations. To 
determine what the situation iss either select a situation or roll on 
the following table. 


4% Situation 
01-03 Temperature below freezing 

(04-05 _ Temperature above freezing 

06-10 During the day 

Te15___Duting the night 

16-20 In ditect sunlight 

21-25, Out of direct sunlight 

26-34 Underwater 

3537__Out of water 

38-45 Underground 

46-55 Aboveground 

56-60 Within 10 feet of random creature type 

61-64 Within 10 feet of a random race or kind of creature 
65-72 Within 10 eet ofan arcane spellcaster 

73-80._ Within 10 fee ofa divine spelleaster 

81-85 Inthe hands ofa nonspellcaster 

86-90. Inthe hands ofa spelicaster 

91-95 Inthe hands of a creature ofa particular alignment 


96 In the hands ofa creature of particular gender 
97-89 On nanholy days or during particular astrological events 
109____More than. 100 miles from a particular site 


Uncontrolled: An uncontrolled item, occasionally activates at 

random times. Rol dy every day, On a result. of 01-05 (or what 

‘ever range the DM decides is appropriate), the item activates at 

some random point during that day. Results range from the 

humorous, such as when.the wearer ofa cursed ring of invisibility 
suddenly disappears right in the middle of bargaining in.the 
market, tothe disastrous, such as when the wielder’s wana of fir:| 
ull discharges in the midst of her friends-—er, former friends, 
Requirement: In a sense, a command wont is a requirement. 

Nevertheless, some items have much more stringent requis: 

‘ments that must be met for them.to be usable. To keep an {tem 

with. this kind of curse functioning, one or more ofthe following 

conilitions must be met 

+ Character must eat twice as much as normal 

+ Character must sleep twice as much as normal 

+ Character must undergo.a specific quest (one time only, and 
then item functions normally thereafter), 

+ Character must sacrifice (destroy) 100 gp worth of valuables per 
aly { 

+ Character must sacrifice (destroy) 2,000 gp worth of magic 
{tems each week. 

+ Character must swear fealty to particular noble or his family 

+ Character must discard all other magic items 

*+ Character must worship a particular deity, 

+ Character must change her name to a specific name, (The item 
only works for characters of that names) 

+ Character must add a specific class atthe next opportunity if 
snot of that class already. 

+ Character must have a minimum numberof ranks in a particu 
Jars 

+ Character must sacrifice some part of her life energy (2 points 

‘of Constitution) one time. Ifthe character gets the Constitution 

points back (such as from a resionation spell), the item. ceases 

functioning. (The.item does not cease functioning ifthe char 
acter receives a. Constitution increase caused, by. level galn, « 

‘wish, or the use of a magic tem.) 

Item mustbe cleansed with holy water each day. 

Item must be used to kill living crearure each day 

Jem must be bathed in volcanic lava once pee month, 

Jem must be used at least once a day, oi wont function aga 

for its current possessor. 

+ Item must draw blood when wielded (weapons only). Iteanttbe 
put away or exchanged for another weapon until thas scored « 
hit 

+ Item must have particular spell cast upon it each day (such as 
‘ess atonement or animate objects). 


Requirements are so dependent upon suitability o the item that 
they should never be determined randomly. An item with a re 
quitement that i also intelligent often imposes its requirement 
through its personality. Ifthe requirement is not met, the item 
‘eases to function, Mit is met, usually the item functions for one 
day befote the requirement must be met again (although some 
requirements are one time only, others monthly, and still others 
contintious). 

Drawback: Items with drawbacks are usally still beneficial 0 
the possessor (forinstance.a weapon with an enhancement bonus 
continues to benefit its wielder in combat), but they also carry 
some negative aspect, You might think of them as "give and take” 
items. Although sometimes drawbacks occur only when the item 
is used (or held in the case of some items such as weapons), ts 
lth deckrenaingwith he hacer for at longaeabe hs 
{rhe item. 

Roll on the table below to generarea drawback that (unless oth: 
‘ecwise indicated) remains in effect as long as the item is in the 
character's possession, 


d%__Drawhack : 

01-04 Characters halt growsT Inch fonger: Only happens once. | 

(5-09 Character either shrinks 1/2 inch (01-50 on d3) or grows 
that much taller ($1~100), Only happens once 

10-13 Temperature around jtem is 10°F cooler than nora 

14-17 Temperature around item is 10°F warmer than normal 

18-21 Character’ har color changes. 

22-25 Character’s skin. color changes. 

26-29 Character now bears some identifing mark (tatoo, weird 
low, or the ke). if 

30-32 Character’ gender changes. 

33-34 Characters race or kind changes. 

35 Characters afMicted with a random disease that cannct be 
cured 

36-39 tem continually emits a disturbing sound (moaning, 
‘weeping, screaming, cursing, insults), 

40. term looks ridiculous (garishly colored, silly shape, glows. 
bright pink.) 

41-45 Character becomes selfishly possessive about the item. 

46-49 Character becomes paranoid about losing the item and 
afraid of damage occuring tot. 

50-51 Character's alignment changes. 

52-54 Character must attack nearest creatute (39% chance {01-05 
‘on ds each da), 

35-87, Characters stunned for 1d4 rounds once ite function is 
finished (or randomly, 1/day), 

58-60. Character's vision is blurry (-2 penaly.on atack lls, 
sayes, and sil checks requiring vision), 

61-64 


Character gains one negative level ] 
65 Character gainstwo negative levels if 


66-0 Character must make a Will save each day of take 1 point of 
Inteligence damage. 

71-75 Character must make a Wil save each day or take.1 point of. 
Wisdom damage, 

76-80 Character must make-a Wil save each day or take? point of 
Charisma damage. 

81-85 Character must make a Fortitude save each day ar take 1 
point of Constitution damage, 

86-90 Character must make a Fortitude save each day or take 1 
point of Strength damage 

91-95 Character must make a Fortitude save each day or take 1 
point of Desterity damage, 

96 Character is polymorphed into a specific creature (516 
‘chance [01-08 on 4%] each day), 

57 Character cannot cast arcane spell 

98 Character eannot cast divine spells 

99 Character cannot cast any spells 

100 OM ether picks one ofthe above that’s sppropriaté of 


creates drawback specifically for that tem. 


Completely Different Effect: The DM should choose » nega 
tive effect for the item, perhaps using the specific cursed 

(see below) as examples. The item may seem to be the item that 
‘was originally determined, but at some juncture it displays differ- 
ent properties altogether; 


SPECIFIC CURSED ITEMS 

‘The items on Table 7~31: Specific Cursed Items are provided as 
‘examples of cursed items. They ate given creation prerequisites.) 
should someone want to intentionally create them (although that 
{does not need to-be the origin of the item if you choose other-| 
wise). Note. however, two exceptions: The crystal hypo ball and 
the big of devouring cannot be created by-any known means. The | 
‘ag of during Ss.aexeature, and the crystal hypnosis alli the tool 
‘of powerful NPCs stch a liches. 

simple delet magicspell yields a misleading aura and strength, 
‘often indicating thatthe item isa noncursed item of similar sort. 


Tape 7~31: Speciric Curseo ITEMS. 


6% tem Market Price 
(01-05 Incense ofobsssion 200 gp 
95-15 Ring of clumsiness 500 ap 
16-20, Amulet of inescapable location 
21-25 Stone of wight. + 
26-30 Bracers of deferslesnes 
31-35 Gauntlets of fumbling | 
36-40 -2 wor, cued 
41-43. Armor of roge 
44-46 Medallion of thought projection 
47-52. Flask of curses 
53-54 Dust ofsneezing and choking 

$5 Helm of opposite alignment 
36-60 Potion of poison 

61 Broom of animated antack 
62-63 Robe ofpoweresness 

64 Mocuous gimoire 

| 65-68 Spear cured backbiter 
69-70. Armor of arrow attraction 
NM Netofsnoring 
73-15 Bog of devouring 
76-80 Mace of blood 
81-85 Robe of vermin 
86-88 Periapt of foul rotting. 

89-82 Sword, beserking 
93-96 Boot of dancing 
{97 Castl hypnosis bolt 


98 Necklace of strangulation 
99 Cloak of poisoneusness 
Seerab of death 


‘An identify spell only has a 1% chance per caster level to reveal & 
cursed items true properties, including the cursed aspect. An 
dwomer reveals the true nature of a cursed item, 

‘Amulet of Ineseapable Location: This device is typically 
worn ona.chain or asa brooch, It appears, to magical analysis, 0 
prevent location, serying (crystal bll viewing and the ike), or 
detection or influence by detect thoughts or telepathy. ttseems i be 
an amulet of proof again deletion and location, Actually, the amulet 
gives the wearer a -10 penalty on all saves against divination 
spall 

Moderate abjuration; GL 10th; Create Wondrous Item, bestow 
‘use; Price 1.000 gp. 

‘Armor of Arrow Attraction: Magical analysis indicates that 
this armor is anormal suit of +3 ful plate. However, the armor is 
‘cursed. It works normally with regard melee atacks but act- 
ally serves.to attract ranged weapons. The wearer takes a ~15 
penalty to AC against any attack by a ranged weapon. The true 


nature of the armor does not reveal itself until the characteris 

fired upon in earnest—simple experiments (throwing rocks, for 

example) do.not sulice. 

‘Strong abjuration; CL 16th; Graft Magic Arms and Armor. 
‘bestow cure; Price 9,000 gp. 

[O Armor of Rage: This armor i simile in appearance to armor of 
ommand and Functions sa suit of + ul plate. However, when itis 
worn, the armor causesthe character to take a4 penalty Charisma 
Allunfriendly characters within 300 feet havea +1 morale bonus on 
attack rolls against het. The effect isnot noticeable to the wearer of 
those affected. (In other words, the wearer does not immediately 
notice that donning the armor is the cause of her problems nor do 
foes understand the reason forthe depth oftheir enmity). 

Strong necromancy; CL 16th; Ceaft Magic Arms and Armor, 
bestow curse; Price 1,600 gp. 

Bag of Devouring: This bag appears to be an ordinary sack. De 
tection for magical properties makes it seem as if t were.a.bag of 
Jholding. The sack is, however, a lure used by an extradimensional 
|creature—in fict. one of ts feeding orifices, 

‘Any substance of animal or vegetable nature i subject to "eal: 
Towing” if thrust within the bag. The hy of dmuring i820 likely 
to ignore any initial intrusion, but any.time thereafter that. it 
senses living flesh within (such as if someone reaches into the bag 
«o pl something out, ts 60% Mkely to close around the offend 
ing member and attempt ro draw the whole victim in.The hag has 
«+8 bonus on grapple checks made ro pull someone in 

The bag can hold up to 30 cubic feet of matter [tacts as.a bug of 

fype buteach hour it has a $% cumulative chance of sl: 

Towing the contents and then spitting the stuff out in some non: 
space ot on some other plane, Creatures drawn within are.con- 

sumed in 4 round. The bag destroye the victims bodyand prevents 

any form of raising or resurrection that requires part of the corpse.| 

There is a 0% chance that a ish, miracle or true resuncton spel 

can testore a devoured victim to life. Check once for each 

destroyed creature. If the check fails, the creature cannot be. 
brought back o life by mortal magic 

‘Moderate conjuration; CL 17th; In effect, this isa creature and 
cannot be created: Price n/a. 

Boots of Dancing: These boots initially appear and function as 
cone ofthe other kinds of magic boots (DMchoice), Bur when the 
wearer is in (or fleeing from) melee combat, bots of dancing 
{impede movement, making. him behave.as{f Otto iresistibe dance 
had been cast upon him, Only a.rmove curse spell enables the 
‘wearer to be rid of the boots once their true nature is revealed. 

Strong enchantment; CL 16th; Create Wondrous Item, Ottos 
imestible dance; Price 30,000 gp. 

Bracers of Defenselessness: These appear to be bracers of 
armor +8 and actually serve as such until the wearer is attacked in 
anger by an enemy with a Challenge Rating equal to or greater 


BEHIND THE CURTAIN 

PUTTING CURSED ITEMS IN YOUR GAME 
Some DMs decide not to use cursed items because they complicate 
the discovery process, since all the players are nervous about having 
their characters try to use newly found items. Other OMS include them 
for a variation of the same reason: Discovering new Items becomes 
‘more exiting, because there's always a minor hint of danger, 

Items with requirements and drawbacks force players to make dif 
cult decisions, which makes for interesting roleplaying opportunities: 
“Do | want the backbiter spear even though it occasionally attacks me?” 

Don't give out a lot of cursed items that characters can't get rid of 
In any way—that only becomes annoying to players, While some 
cursed items are meant to hassle the players a litle, too much annoy- 
ance detracts from fun game play. Once a player has figured out that 


hher character has a cursed item, most ofthe time she should just be 
able to rid herself of it. 

‘And of course, some cursed items aren't realy that bad, Dust of 
sneezing and choking, once i's identified, can be a potent weapon, 
‘Some players who identify cursed items fr what they relly ae wil till 
tty to think of some use for them. Some DMs assume that players wil 
discard cursed iters when they can, which isnot necessarily the case 
Expect most to do s0, but don't step on the creativity of those who 
think af some ingenious use fora cursed item. 

Some ofthe items on the regular magic Item tables have drawbacks 
fr limitations but aren't mentioned in this section, That's because 
either the item is stil so good to have that no one would think twice 
about using it, orth 
fom a campaign, even ifcursed items aren't used, 


fem Is too interesting to automatically exclude it 


than her level. At that moment and thereafter the bracers cause a 
5 penalty to AC, Once their cuseis activate, bmcersof defenses 
ness can be removed only by means fa rmove curse spell 

Moderate conjuration; CL 16th; Create Wondrous lem, 
armor, bestow curse; Brice 1,200 gp. 


8 


Broom of Animated Attack: This item is indistinguishable in 
appearance from a normal broom, It is identical 10a broom of ying, 


val as short of emu Using seve hat» ram. 
animated attaceis avery nasty item, 

Ifa command ("Fly "Go, “Giddy-up or some similar word) is 
spoken, the broom does a loop-the-loop with its hopeful rider, 
«dumping him on his head from 1d4s5 feet off the ground (no 
falling damage, since the falls less than 10 feet), The broom then 
attacks the victim, swatting the face with the straw or ewig end 
and beating him with the handle end. 

The broom gets two attacks per round with each end (two swats 
swith the straw and wo with the handle, fr a total of four attacks 
per round), It attacks with a +5 bonus on each attack roll. The 
straw.end causes a victim to be blinded for 1 round when tt hits. 


The handle deals 1d6 points of damage when it hits The broom} 


has AC 13, 18 hit points, and hardness 4 

Moderate transmutation; CL 10th; Create Wondrous Item, fly, 
animate objets; Price 8,200 gp 

Cloak of Poisonousness: This cloak is usually made of « 
woolen material although it can be made of leather. A detect poion 
spell ean reveal the presence of poison impregnated in the cloak’s 
fabric. The garment can be handled without harm, but as soon a it 
is actually donned the wearer is killed instantly unless she sue 
ceeds on a DC 24 Fortitude save. 

‘Once donned, eloak of osionousess can be xemoved only with 
‘a umove curse spell doing this destroys the magical property of the 
cloak. 1f4 neutralize poison spells then used, its possible ro revive 
the vietim with a raise dead or resurection spell, but-not before. 

Strong abjuration; CL 15th; Create Wondrous Item, poison, and 
limited wish or minacesPice 62,000 gp. 

Crystal Hypnosis Ball: This cursed item is indistinguishable 
from.a normal cya ball. However, anyone attempting t.use the 
serying device becomes faseinated for 1dé minutes, anda tle 


pathie suggestion is irmplanted in his mind (Will DC 19 negates), 


The user of the device believes that the desired creature orscene 
‘was viewed, but actually he came under the influence of powerful 
‘wizard, lich, or even some power or being from another plane. (the 
DM should choose the conttolerto fit his or her campaign.) Each 
further use brings the crystal hypnosis ball grzet deeper under the 
influence of the controller, ether as a servant ora tool. The DM 
decides whether ro make this a gradual or sudden affair, according 
to the surroundings and circumstances peculiar ro the finding of 
the crystal hygmoss hall and the character locating it, Note that 
throughout this time, the user remains unaware of his subjugation. 

Moderate divination; CL 17th: Infect, this i minor artifact 
and cannot be created; Price.n/a, 

Dust of Sneezing and Choking: This fine dust appears 10 be 
ust of appearance. If cast into the ain, it causes those within a 20 
foot spread to flint fits of sneezing and coughing, Those filing 
1 DC 15 Fortitude save take 2dé points of Constitution damage 
immediately In addition, those failing a second DC 15 Fortitude 
save 1 minute laer are dealt tdé points of Constitution damage 
‘Those who succeed on eithet saving throw are nonetheless die 
abled by choking (teat as stunned) for 4 rounds 

Faint conjuration; CL.7th; Create Wondrous Item, poison; Price 
2.400 gp. 

Flask of Curses: This item looks like an ordinary beaker, 

{hortle, container, decanter, ask, or jug, Itmay contain aliquid, ot 
itmay.emit smoke. When the flask is first unstoppered, all within 
30 feet must make a DC 17 Will save or be cursed, taking a ~2 


ppenalty.on attack rolls, saving throws, and skill checks until a, 


‘remove cure spell is cast upon them, 


‘Moderate conjuration; CL 7th; Create Wondrous Item, bestow) 
cure: Price 2400 gp. 

Gauntlets of Fumbling: These gauntlets may be of supple 
leather or heavy protective material suitable for use with armor] 


{(sing, scale, chain, and so.on).tn the former instance, they appear 
[to be sloves of Dexterity. In the latter cae, they appear to be guunlets 


‘of ogre power. The gauntlets perform according to every test as if 
they were glowsof Dexterity or gauntlet of gre power until the wearer 
finds herself under attack or in a life-and-death situation, At that 
time, the curse is activated. The wearer becomes fumble-fingered.| 
with a 0% chance each round of dropping anything held in either} 
hand, The gauntlets also lower Dexterity by 2 points. Once the 
curse is activated, the gloves ean be removed only by means of a 
remove cure spell, a wish, oF a miracle | 

Moderate transmutation; CL.7¢h; Create Wondrous rem, bso 
arse; Price 1300 gp, 

Helm of Opposite Alignment: his metal hat looks like ayp- 
{calhelmet, When placed upon the head, however 
diately takes effect (WilLDC 15 negates), On a failed sa 
alignment ofthe wearer is radically altered to an alignment as di 
ferent as possible ftom the former alignment—good 10 evil. 
chaotic to lawful, neutral to some extreme. commitment (LE, 
CE,or CG), Alteration in alignment is mentalas wellas mora, an 
the individual changed by.the magic thoroughly-enjoys-his new 
outlook. A character who succeeds on his save can continue 10 
‘wear the helmet without sufering the effect of the curse but ithe 
takes it off and later puts it on again, another save-s quired. The| 
curse only works once that is, a character whose alignment has 
‘been changed cannot change it again by donning the helmet a] 
second time. 

‘Only a wish or amine can restore former alignment, and the 
affected individual does not make any attempt to return tothe fr-| 
‘met alignment. (Infact, he views the prospect with horror and 
avoids it in any way possible.) Ifa character of class with analig: 
‘ment requirement is affected, an atonement spell is needed as well 
if the curse isto be obliterated, When a helm of oposite alignment 
hus fnetioned once it loses its magical properties 

Strong transmutation; CL 121h; Create Wondrous item, 
smust be 12th level Price 4,000 gp Weight 3 Ib, 

Incense of Obsession: These blocks of incense appear to be 
incense of meditation, 1fmueditation and prayer are conducted while 
invense.of obsession is burning nearby, its ador and smoke cause the 
‘user to hecome totally confident that her spell ability is superior, 
due to the magic incense, The user is determined 10 use her spells 
at every opportunity even when not needed or when useless. The 
‘user remains obsessed with her abilities and spells until al have 
been used or cast, until 24 hours have elapsed. 

Moderate enchantment; CL. 6th; Create Wondrous Item, bstw 
cure Price 200 gp. 

Mace of Blood: This +3 heauy:mace must be coated in blood 
every day, or is bonus fades away (until the mace is coated again, 
The character using this mace must make a DC 13 Will save every 
day itisswithin his possession or become chaotic evil 

‘Moderate abjuration; CL 8th; Craft Magic Arms and Armor, cre 
ator must be at least 9th level and chaotic evil; Price 16,000 gp. 

Medallion of Thought Projection: This device seems like a 
‘medallion of thoughts even down to the range at which it functions, 
except thatthe thoughts overheard are mulled and distorted, e- 
quiring DC 45 Will save to sort out. However, while the user| 
thinks she is picking up the thoughts of others all she is realy] 
hearing are figments created by the medallion itself. These ill) 
sory thouights always seem plausible and thus can seriously. mmis-| 
Jead any who rely upan them. Whats worse, unknown 10 be, the 
cursed medallion actually broadcasts her thoughts to creatures in 
the path ofthe beam, chus alerting them to her presence. 

Faint divination; CL 7th; Create Wondrous Irem, detect thoughts, 
‘ghost sounds Price 1,800 gp. 


Necklace of Strangulation: A necklace. of stnigulaion appears 
to be a rare and wondrous piece of valuable jewelry. and, short of 
the use of something as powerful asa mime ora wish, can only be 
identified asa cursed item when placed around. characters neck. 
The necklace immediately consricts, dealing 6 points of damage 
round, Iteannot be removed by any means short ofa limit 
wish, or minice and remains clasped around the victims} 
|cnoat even after his death. Only-when be-has decayed toa dry 
|skeleton (after approximately one month) does the necklace) 
loosen, ready for another victim, 

‘Strong conjutation; CL. 18th; Create Wondrous Item, say living 
{Bice 60,000 gp. 

[Net of Snaring: This net provides a +3 bonus on attack rll but 
‘an only be used undervvatesthus making ita somewhat useful tem 
rather than what most would really calla cursed item, Underwater, it 
can be commanded to shoot forth up to 30 feet to tap a creature 

‘Moderate evocation; CL 8th Craft Magic Arms and Armor, fe 
|dom.of movement; Price 1,000 gp. 
|.-Reriapt of Foul Rotting: This engraved gem appears to be of} 

lite value. any character keeps the periapt in her possession for 
‘more than 24 hours she contracts terrible rowing aliction that 
permanently drains 1 point of Dexterity, Constitution, and 
Charisma every week. The periapt (and the affliction) can be 
removed only by application of a remove cure spell followed by a 
«ure dgease and then a heal, miscle,linited wish, or wish spel The 
rotting can also be countered by crushing a.periapt of health and 
{sprinkling its dust upon the afflicted character (a full-round. 
Jaction), whereupon the peript of foul rotting likewise crumbles ro 
faust 
|. Faint abjuration; CL 10th; Creare Wondrous Stem, con 
{Price 17,000 gp 

Potion of Poison: This potion has lost is once beneficial mag. 
Jical abilities and has become a potent poison. The imbiber must 
make a DC 16 Fortitude save or take 1410 points of Constitution 
damage. A-minute later he roust save again (DC. 16). or take 110 
‘points of Constitution damage 

Moderate conjuration; CL 12th; Craft Wondrous Item, poison: 
Price 5,000 gp. 

Robe of Powerlessness: A rib of powerlessness appears to_be.a, 
imagic robe of another sort. As soon as a character dons this gat-| 
iment, she takes a 10 penalty o Strength and Intelligence, forget 
ting spells and magic knowledge accordingly. The robe can be 
removed easily, but in order to testote mind and body, the charac 
tee mustteceive.a remove curs spell followed by heal. 

Moderate transmutation; CL 13th; Create Wondrous Item, 
bestow curse, permanency Price 5.500 gp. 

Robe of Vermin: The weater notices nothing unusual when 
the robe is donned, other than that icoffers great magical defense 
{asa cloak of potertion +4). However, as soon a8 he is in a situation 

[seaquiting concentration and action against hostile opponents, the 
{trwe.nature of the garment is revealed: The weater immediately 
suffers a multitude of bites from the insects that magically infest 
the gurment. He must cease all other activities in onder to scratch, 
shift the robe,and generally showsigns ofthe extreme discomfort 
‘caused by the bites and movement ofthese pests. 

The wearer takes a5 penalty.on initative checks and a—2 
penalty on all attack rolls saves, and skill checks, fhe tries to cast 
aspell,he must make a Concentration check (DC 20+ spell level) 
cor lose the spell. 

‘Moderate abjuration; CL 13th: Create Wondrous tem, summon 

|swarm, creator must be at least 13th level, Price 16,500 gp. 

| Ring of Clumsiness: This ring operates exactly like a ring of 
{feathering However, italso makes the wearer clumsy She rakes 
{a=4.penalty to Dexterity and has a 20% chance of spell failure. 
‘when tying to castany arcane spell that has somatic component. 
(This chance of spell failure stacks with other arcane spell failure. 
chances) 


‘Strong transmutation; CL 15¢h; Forge Ring, father fll bestow) 
cure; Price $00 gp. 

‘Scarab of Death: This small pin appears to be any one of the 
various beneficial amulets, brooches, or scarab: However, ifitis 
hheld for more than 1 round .or carried by a living creature for 1 
minute, it changes into a horrible burrowing beetlelike cre 
{ture. The thing ears through any leather or cloth, burrows into 
flesh, and reaches the victimis heart in 1 round, causing death. A 
DC 25 Reflex save allows the wearer to tear the scarab away 
before it burrows out.of sight, but he still. rakes 3d6_points.of| 
damage, The beetle then returns to its scarab form. Placing the| 
scarab ina container of wood, ceramic, bone, vory.or-metal pre 
vents the monster from coming to life and allows for long-term 
storage ofthe item, 

Strong abjuration; CL 19¢h; Create Wondrous Liem, ay living. 
Price 80,000 gp. 

Spear, Cursed Backbiter: This sa +2 shoryear buteach time 

jitis used in melee against a foe and the attack roll is a natural 1, 
it damages its wielder instead of her intended target, When the. 
ccurne takes effect, the spear curls around to strike its wielder in 
the back, automatically dealing the damage to the wieldes. The 
curse even functions when the spear is hutled, and insuch.acase 
the damage to she hurler is doubled. 

Moderate evocation; CL.10th; Craft Magic Arms and. Armor, 
testo cus; Price 7,500 gp 

Stone of Weight (Loadstone): This stone appears. be adath, 
smoothly polished stone, It reduces the possessor’ base land. 
speed to one-half of normal, Once picked up, the stone cannot be | 
disposed of by any-nonmagical means—if iris thrawn away.or| 
smashed, i reappears somewhere on his pervon, AEa.remiou cune. 
spel is cast upon.alondson the item may be discarded normally.) 
and no longer haunts the individual 

Faint transmutation; CL Sth; Create Wondrous Item, sow Price | 
1,000 gp 

=2 Sword, Cursed: This longsword performs well against ar 
jets In practice, but when used against an opponent in combat, it 
causes its wielder to rake a ~2 penalty on attack solls. 

All damage dealt is also reduced by 2 points, ut never below a 
minimum of t point of damage on any.successful hit, After one 
week ina character's possession, the sword always forces that 
character to employ it rather than another weapon. The swords 

‘owner automatically dravesitand fights with it even when she 
meant to draw or ready some.other weapon, The sword can be 
gotten rid of only by.mmeans.of limited sh, wish, or minal 

Strong evacation; CL 18th; Craft Magic Armsand Armor, best 
‘use and limited wish ot minal; Price 1,500 gp 

Sword, Berserking: This item appears ro have the characteris 
tics of a +2.grntsword. However, whenever the sword is used in 
butte, its wielder goes berserk (gaining all the benefits and draw 
backs of the barbarian’ rage ability). He attacks the nearest cret- 
ture and continues to fight until unconscious or dead or until no 
living thing remains within 30 feet. Although many see this 
sword as. cursed object, others sce itasa boon, 

Moderate evocation; CL sth; Craft Magie Arms and Atmor, we 
bestow curse Price 17,500 gp. 

Vacuous Grimoire: A book of this sort looks like a normal 
‘one on some mildly interesting topic. Any character. who.opens, 
the work and reads so much as a single word therein must 
make two DC 15 Will saves. The first is to determine ifthe, 
reader takes.1 point of permanent Intelligence drain, The! 
second is to find our ifthe reader takes 2 points of permanent. 
‘Wisdom drain. To destroy. the book. a characte must burn. 
while casting remove cuse. If the grimoire is placed with othe 
books, its appearance instantly alters to confarmo the look of 


Tthose other works. 


‘Strong enchantment: CL 20th; Create Wondrous Item, feble- 
‘mind: Price 6,000 gp 


Selling Cursed Items 
‘Suppose you have planted an amulet of mescapule location ina re: 
sure hoard, and the characters have snapped it.up—but they 
baliove ito be an amulet of prof agains dtestion and location 

‘Now, the characters are back in rown and divyying up treasure. 
“They decide to sell the amulet, expecting 10 get half of the hefty, 
35,000 gp market price. What.do you do? 

teenativey, the characters know thatthe item is cursed and, 
to try to sell it off as its much more expensive 
noncursed version. What happens next? 

First, remember that the prospective buyer of the 
|itema has a chance of knowing the item is ctrsed. As 
4.good rule of thumb, give the buyer the same 1% 
chance per level as any caster of the identify spel. 
some cases, the buyer may have access to analyze 
dyeomer which always identifies a cursed item for 
what it is A buyer may be willing ro pay to have 
the spel cat, oF may demand thatthe characters 

yy for such a casting, before he will go through 

ith the deal 

The characters should be aware (although its 
not up 10 you tote them) that rying to dupe 
someone into buying a cursed tem isan evil act. 

They should also consider the fact that some- 

‘one who bought an item from them that 
turned out to be cursed will usually seek 
eparations ranging from a full refund to 
bloody, deadly vengenance. 


The misty past holds many secrets 
‘powerful clerics, not o mention the deities them 
selves have used spells and created items that ate 
beyond the ken of present-day knowledge. These 
‘ems survive as artifacts but their means of cre: 
ation arelong gone 

“Artifacts are extremely powerful. Rather than merely another 
form of magic equipment, they ate the sorts of legendary relics 
that whole campaigns can be based on. Each could be the center of 
a whole set of advenrures-—a quest to recover ita fight against. 
‘opponent wielding ia mission to cause its destruction, and so on 

No table has been included to randomly generate specific art 
facts, since these items should only. enter a campaign through 
deliberate choice on your ptt 


MINOR ARTIFACTS 
Minocartlacts are not necesarily unique items. Even so, they ate 
sac ems that no longrcon be teste let by common 
mortal means. 


Boukef 
sie dares 


Minor Artifact Descriptions 
Described below isa selection ofthe most well-known (not neces 
satily the most numerous) minor artifacts 

Book of Exalted Deeds: This holy book is sacred to divine 
spelleasters of good alignment (LG, NG, CG). Study ofthe work re 
uites one week, but upon completion a good spellcaster gains a 
+1 inherent bonus to Wisdom and.one experience level—recelv 
ing enough XP to pur the characters XP rotal midway between the 
‘minimum needed for his new (higher) level and the minimum 
needed forthe level beyond that 

Divine spellcasters neither good.nor evil (LN, N, GN) lose 
2ud6xt,000 XP for perusing the work. Evil divine spellesters (LE, 
NE, CE) lose twice that amount. In addition, they have to. atone. 

‘see the atonement spell) in order ro gain further experience. 

‘Nonspelleasters who handle or read the book are unaffected. 

Arcane splleastes who read i ake t point of permanent Intel 


gence drain and lose 146%1,000 XP unless they make a DCS 
Will ave 

“Except as indicated above, the writing in book: of evalad deeds 
canbe distinguished from any other magic book, libram, tome, 
‘or so on until perused. Once read, the book vanishes, and the 
same character can never benefit from reading another bok of 
exalted deeds, 

Strong evocation [good CL. 19th; Weight 3 Ib 
Hook of Infinite Spells: This work bestows upon any charac: 
ter of any class the ability to use the spells within its pages 
However, any character not already able to-use spells gains 
‘one negative level for as long as the book iin her posses: 
sion or while she uses its power. A book of infinite sls 
contains 148422 pages. The nature of each page is 
determined by a dice roll 0180, arcane spel 
51-100, divine spell 

Determine the exact spell by-using the 
Stables for determining major sctol. 

spells (the third column on Table. 
7-22: Srall Spell Levels, along with 
Table 2-25; Atcane Spell Scrolls and 
Table. 7-24: Divine Spell Scrolls), 
‘Once a page is turned, st can never be 
flipped back—paging through a boo of 
BF infinite sels is a one-way trip. AE the book s 

closed, ir always opens again tothe page i 
‘was on before the book was closed, When 
the last page is turned, the book vanishes, 

‘Once per day the owner of.the book can. 
‘astthe spell to which the book is opened. If 
that spell happens tobe one thats on the char 
acters clas spel list, she ean cast it up to four 
times per day. The pages cannot be ripped out 
without destroying the book. Similarly rhe spells 

‘cannot be cast as scroll spell, nor can they: be 

copied into spellbook—their magic is bound 
up permanently within the book itsel. 

‘the owner ofthe book need not have the book on her person in 
‘order 10 use its power. The book can be stored in. place of safety 
while the owner is adventuring and still allow its owner to cast 
spells by means of its power 

Each time a spel s cast, there i.a chance thatthe energy con: 
nected with its use causes the page to.magically turn despite all 
precautions. The owner knows thisand may even benefit from the 
turning by gaining access to a new spell. The chance of « page 

epends on the spell the page contains and what sort of 


Condition Chance of Page Turning 
Caster employing a spell usable by own class and level 1096 
Caster employing a spell not usable by own class and level 20% 
‘Nonspelleaster employing divine spell 25% 
‘Nonspellcastec employing arcane spell 30% 


Treat each spell use as if scroll were being employed, for pur 
poses of determining casting time, spell failure, and 50 on, 

‘Strong (all schools), CL sth; Weigh 3 Ib, 

Book of Vile Darkness: This is a work of ineffable evil—meat 
and drink ta divine spellastrs ofthat alignment (LE, NE,CE). | 
fully constime the contents requires one week of study. Once this] 
has been accomplished, an evil spellcaster gains a +1 inherent] 
‘bonus to Wisdom and one experience level—receiving enough] 
‘XP to put che character's XP otal midway between the minimum, 
‘needed for his new. (higher) level and the minimum needed for 
the evel beyond that. 

‘AlLlawsful neutral, neutral, or chaotic neutral characters who 
touch the book take Sd points of damage, and reading its pages 


‘causes them to become evil (Will DC 13 negates). Such converts Each rime catd is taken from the dec itis replaced (making. 
immediately seek out an evil cleric to confirm theirnew align- _it possible to draw the same card twice) unless the draw is the 
rent (with an atonement spel), jester or the fool, in which case the card is discarded from the 
Divine spelleasters neither good nor evil(LN,NCN) who read___pack. A deck of many things contains 22 cards. To simulate the magic 
the book either lose 246x1,000 XP 01-50 on dX) or become evi ‘ards, you may. want to use tarot canis, as indicated in 
without benefit from the book ($1100). Good divine spel . the second column of the accompanying 
casters (LG, NG, CG) perusing the pages of the book of le table, Ifno tarot deck is available, substitute 
darkness have vo make a DC. 16 Fortitude save or dies If ondinary.playing cards instead, as indicated 
they do not die, they must succeed ona DC 15 Will | s inthe thd column. The effects of each card 
save or suffer from a continuous confusion effee Hf summarized on the table are fully described 
(pet the insanity spell) In the later event, even if ))) 
the save is successful, the character lses 20,000 y Balance As in “weighed in the balance and 
“XP, minus 1,000 for each point of Wisdom he found wanting’ the character must change to 
has, (This calculation cannot result in an XP radically different alignment.Lf the character 
gain) fails toact according tothe new alignment. she 
Other characters of good alignment take gains a negative level 
6 points of damage from just handling the ‘Comet: The character must single-handedly 
ome.1f such a character looks inside, there is defeat the next hostile monster or monsters 
‘an Sof chance that an evil outsider attacks the ‘or the benefits lost. If successful, 
Jharacter that night. the character gains enough XP to attain the 
Strong evocation [evil]; CL 19th; Weight next experience level 
3b, Donjon: This card signifies imprisonment — 
Deck of Many Things: A dec of many things a either by.the imprisonment spell or by some 
(both beneficial and baneful is usually found) powerful being, at the DMS option. All gear 
ina box or eather pouch. Each deck contains @ and spells are strippesl fromthe victim in 
number of cards or plaques made of ivory Qn any case, Whether these items are tecover 
xyellum. Each is engraved with glyphs, chard Fl able is, likewise, up t0.the DM. Draw no. 
tors.and sills. As soon as one ofthese cands ig i more cards 
drawn from the pack, its magic is bestowed , Euryale: The medusalike visage ofthis card 
uupon the person who drew it, for better or fa) J dvings.a curse thar only the fates card or. 
worse, deity can remove. The ~t penalty on all saving 
The chatucter with adeck of many things who throwsis otherwise permanent 
wishes to drave a card must announce how ales This card enables the character to avoid 
many cards she will draw before she begins ‘evenan instantaneous occurrence ifsodesited, 
Cards must be drawn within 1 hout ofeach other, for the fabric of reality is unraveled and. 
sand a character can never again draw from this deck a respun, Note thatt doesnot enable something 
‘ny more cards than she has announced. If the char to happen. It can only stop something from 
acter does not willingly draw herallorted number (or happening or reverse a past occurrence. The 
Ashe is somehow prevented from doing so), the cards. reversal is only forthe character who drew the card 
flip out of the deck on their own. Exception: Ifthe jester is ‘other party members may have ro endure the situation 
drawn, the possessor ofthe deck may elect to drawtwoaddi- | Deckof Flames: Hotanger, jealousy, and envy are but a few of 
tional cards ‘mang things the possible motivational forces for the enmity. The 


Deck oF Many THINGS 


Plaque Tarot Card Playing Card Summary of fect 
Balance XI. justice “wo of spades Change alignment instantly. 

Comet Two of swords, Two of damonds Defeat the next monster you meet to gain one level | 
Donjon Four of swords ‘Ace of spades You ae imprivoned 

Eunyale Ten of swords ‘Queen of spades 1 penalty on all saving throws hencefeth 

The Fates Three of cups Ace of hearts ‘Avoid any situation you choose... once. 

Flames XV. The Devil Queen of clubs Enmity between you and an outsider 

Fool 0. The Foo! Joker (with trademark) Lose 10,000 experience points and you must daw again. 
Gem Seven of cups Two of hearts Gain your choice of twenty-five pieces of jewelry o ity gems. 
‘dot “wo of pentacles Two of clubs Lose Intligence (permanent den), You may draw again. 
Jester Ail The Hanged Man Joker (without rademark) Gain 10,000 X? or two more draws from the deck. 

Key V. The Hierophant Queen of hears {Gain a major magic weapon, 

night Page of swords Jack of hearts Gain the sevice ofa thevel fighter. 

Moon XV. The Moon Queen of diamonds You ae granted 144 wishes 

Rogue Five of swords Jack of spades ‘One of your fends tutns agains you, 

Ruin XVI. The Tower King of spades Immediately lose all wealth and real propery. 

Skul il Death Jack of clubs Defeat dread wraith or be forever destroyed 

Star XVI The Stat Jack of diamonds immediately gain a +2 inherent bonus to one ability score. 
Sun XIX, The Sun King of diamonds Gain beneficial medium wondrous item and $0,000 XP. 
Talons Queen of penicles Ace ofc All magic items you possess disappear permanently. 
Throne Four of staves ing of heats. SGalna +6 bonus.on Diplomacy checks plus a small keep. 
Viciee 1K The Hermit Ace of diamonds ‘Know the answer to your next dlerima. 


The Void Eight of swords King of clubs Body functions, but soul is trapped elsewhere. 


enmity of the outsider canttbe ended until one ofthe parties has 
been slain. Determine the outsider randomly, and assiime that it 
attacks the character (or plagues her life in some.way) within 
1d20 days 

ook: The payment of XP and the redraw are mandatory. This, 
card is always discarded when drawn, unlike all others except the, 
jester it 

Gem: This card indicates wealth The jewelry is all gold set with 
igems, each piece worth 2,000 gp, the gems 1,000 gp value each. | 

‘dio Ths card causes the drain of 1d points of Intelligence 
immediately, The additional drawis optional 

Jister: This card is always discarded when drawn, unlike all 
thers except the fool. The redraws are optional 

Key: The magic weapon granted must be one usable by the char- 
acter use the weapon tables beginning with Table 7-10: Weapon 
Type Determination until a useful item is awarded. It suddenly 
appears aut of nowhere in the characters hand. 

Knight:The fighter appears out of nowhere and serves loyally 
until. death. He or she is of the same race (or kind) and gender as) 
the character. (See Chapter 4 ofthis book for typical NPC statistics 
fora dth-level fighter), 

‘Moon: This card sometimes bears the image of a moonstone gem 
with the appropriate number of wishes shown as gleams therein; 
sometimes it depicts moon with its phase indicating the number 
‘of wishes (full = four, gibbous » three; half = two; quarter = one). 
"These wishes are the same as chose granted by the athvlevel wizard 
spell and must be used within a number of minutes equal to the 
number received 

Rogue: When this card is drawn, one ofthe character's NEC 
foiends (preferably a cohort) is totally. alienated and forever after 
hostile 1f the character has no cohorts, the enmity-of some pov 
exful personage (or community of religious order) can be subst 
tuted. The hatred i secret until the time i tipe for itto be revealed 
with devastating effect. 

‘Ruin: As implied by its name, when this card is drayn, all now: 
‘magical possessions ofthe drawer ate lost. 

Skull: A dead wraith (see page 258 of the Monster Manual) 
appears. Treat this creature as an unturnable undead, The character, 
‘must fight italone—if others help they get dread wraiths ro fight), 
tas well, 1f the characteris slain, she is slain forever and cannot be, 
revived, even with a wish ora mile 
‘Star The 2 points are added to any ability the character chooses, 
«cannot be divided among two abilities. 

Sin: Rall for a medium wondrous item (Table 7-28; Medium 
‘Wondrous tems) until a useful item is indicated. 

Talons: When this card is drawn, every-magic item owned ot 
possessed by the character is instantly and irrevocably gon 

Throne:The character becomes true leader in peoples eyes. The 
‘castle gained appears in any open areashe wishes (but the decision 
svhere.to place it must be made within t hour) 
| Visier This card emposeers the character drawing i with the 
‘one-time ability 1o-call upon.a source of wisdom to solve any 
single problem or answer fully any question upon her tequest. The 
‘query or request must be made within one year. Whether the 
information gained can be successfully acted upon is another 
question entirely 

The Void: This black cand spells instant disasterThe characters 
body continues to function, as though comatose, but her psyche is 
tapped in a prison somewhere—in an object on afar plane or 
planet, possibly in the possession of an outsider. A.wish.or a mini 
Jdlesoes not bring the character back, instead merely revealing the 
{plane of entrapment. Drawwno more canis, 

{Strong (all schools), CL 20th 

|_Hammerof Thunderbolts: This +3 Large retwming warhammer 
‘deals 4d points of damage on any hit, Further, ifthe wielder 
wears heltof giant Strength and gauntetsof ogre power and he knows 
thatthe hammer isa hammer of thunderbolts (not just a +3 war 


hhamme), the weapan can be used to full effect: It gains a total «5 
enhancement bonus, allows all bell and gauntlet bonuses to stack 
(only. when using this weapon), and strikes dead any giant upon | 
‘whom it cores ahi (fortitude DC 20 negates the death effect but) 
{not the damage) 
[When hurled, on a successful attack the hammer emits a great 
[noise like a clap of thunder, causing ll creatures within 90 feet to 
be stunned for 1 round (Fatiude DC 15 negates). The hammer’ 
range increment is 30 feet. 

Strong evocation, necromancy, and transmutation: CL 20th; | 
‘Weight 15 Ib 

Philosopher's Stone: This rare substance appears to bean ond: 
nary, sooty piece of blackish rock. Ifthe stone is broken open 
(break DC 20), cavity is revealed atthe stones heart. This cavtyis 
lined with a magical type of quicksilver that enables any arcane 
spellcaster to ransmute base metals (ion and lea) into silver and 
‘gold. A single philosopher’ stone can turn from up to 5,000 pounds 
‘of iron into silver, or up 1 1,000 pounds of lead into gold, How= 
\ever the quicksilver becomes unstable.once the stone is opened 
Jand loses its potency within 24 hours, so all transmutaions must 
take place within chat period 

“The quicksilver found in the center ofthe stone may also he put 
twanother use, If mixed with any.cure potion while she substance 
is sill potent, itcreates a special ol of ifethatacts asa true resurmec- 
tin spell for any dead body icis sprinkled upon, 
rong transmutation: CL 20th; Weight 3 Ib 

Sphere of Annihilation; A sphere of annihilation is globe of 
absolute blackness, ball of nothingness 2 feet in diameter. The. 
‘objects actually a hole in the continuity of the multiverse. Any. 
matter that comes in contact with a sphere is instantly stcked into 
the void, gone, and utterly destroyed, Only the direct intervention. 
‘of a deity can restorean annihilated character. 

‘A sphere of annihilation is static resting in some spotasdfitwere 
a normal hole. Ircan be caused to move, however, by mental effort 
(think ofthis as « mundane form of telekinesis, too weak to.move 
Actual objects but a force to which the sphere, being weightless is 
sensitive). A character’ ability to gain control ofa sphereofanmihi 
lation (oF to keep controlling one) i based on the result of acon: 
trol check against DC 30 (a move action). A.control check Is 4420 
+ character level + character Int modifier. Ifthe check succeeds 
the character can move the sphere (pethaps to bring it into contact 
with an enemy) as. fee action. 

CConttoLof a sphere can be established from as fr away as 40 
{eer (the character need not approach to0 closely), Once control is 
established, it must be maintained by continuing to make control 
checks (all DC.30) each round Foras long asa character mai 
contral (dogs not fai a check) in subsequent rounds, he can con 
trol the sphere from a distance.of 40 feet + 10 feet per character 
level.'the sphere’s speed in a round is 10 feet +5 feet for every 5 
points by which the characters controlcheck result in that round 
exceeded 30. 

Ifa control check fails, the sphere sides 10 feet inthe direction, 
of the character attempting to move it 

Lfzwo or more ereatutes vie for control ofa sphere of annihilation, 
the xolls are opposed. If none.are successful, the sphere slips 
toward the one who rolled lowest. 

Should agate spell be cast upon a sphere of nnhiation, there isa 
50% chance (01-50 on.) that the spell destroys ita 35% chance 
(51-85) thatthe spell does nothing, and a 15% chance (86-100):hat 
gap s tom in the spatial fabric, catapulting everything within.al 
180-foot radius into another plane (see page 151 fra way.to deter-| 
mine this randomly) far of cancellation touches sphere of anti} 
hilation, they negate cach other in a tremendous explosion, Every-| 
{ching within a 60-feot radius takes 246x410 points of damage. Dispel 
[magic and. Merdenkainen’s dsiunction have no effect on a sphere. 

‘See.als talisman of he sphere (below). 

‘Strong transmutation: CL 20th 


Staff of the Magi: A long wooden staff shod in iron and in- 
scribed with sigils and runes of all types, this potent artifact con- 
tains many spell powers and other functions. Some ofits powers 
use charges, while others dont. The following powers do not use 
charges: 
+ Detect magic 

+ Enlarge person (Fortitude DC 15 negates) 
|e_ttold porta 


Light 
Mage armor 
Mage hand 
“The following powers drain 4 charge per usage 

Dispel magic 

*+ Fireball (10d6 damage, Reflex DC 17 half) 

+ estorm 

+ Invisibility 

+ Knock 

{+ Lightning bolt (1od6 damage, Reflex DC 17 half) 

+ ths 

+ Pyrotechnics (Wall or Fortitude DC 46 negates) 

+ Willof fire 

+ Web 

These powers drain 2 charges per usage 
+ Monster summoning 1X 

+ Hane sift (Will DC 24 negates) 
+ Telekinsis (400 Ib, maximum weight, Will DC 19 negates) 

A staf ofthe magt gives the wielder spel resistance 23. If this is 
[sullingly lowered, however, the staff. can also be used r0 absorb 
Tarcane spell energy ditected a its wielder, as. 0d of absorption 

(page 234) does. Unlike the rod, this staff converts spell evels into. 

[charges rather than retaining them as spell energy usable by a 
[spellcaster. Ifthe staff absorbs enough spell levels to exceed its 
{limit of 50 charges, it explodes as if a reributive strike had been 
‘performed (see below), The wielder has no idea how. many spell 
leyels.are.cast at her, for the staff does not communicate this 
‘knowledge asa roof abwotion does. (Thus, absorbing spells ean 
be risky) 

Retibutive Strike: A staf of the magt can be broken for a tettibu: 
tive strike. Such an act must be purposeful and declared by the 
Wielder Allcharges in the staff ae released in a 30oot spread. All 
within 10 fet ofthe broken staff take hit points of damage equal, 
to 8 times the number of charges in the staff, those between 11 
feet and 20 feet away take points equal to 6 times the number of 
charges, and those 21 feet o.30 feet distant take 4 times the 
hhumber of charges. A DC 17 Reflex save reduces damage by hal 

The-character breaking the stafEhas a SO chance (01~500n d%) 
of traveling to another plane of existence (see Table $-7, page 15 
butif she does not (51-100), the explosive release of spell energy 

[destroys het: Only specific items including the staf ofthe magl and 
the taffof power (page 248), are capable of reteibutve strike, 

‘Strong (al schools), CL 20th; Weight Ib 

Talisman of Pure Good: A good (LG, NG, CG) divine spell 
‘eastet who possesses this item can cause a flaming crack to open at 
the feet ofan evil (LE. NE, CE) divine spelaster who is upto 100 
feet away. The intended victim is swallowed up forever and sent 
hurtling to the center of the earth. The wielder of the talisman 
must be good, and if he is not exceptionally pute in. thought and 
deed (DM's diseretion) the evil character gains a DC 19 Reflex 
saving throw to leap away from the crack. Obviously, the target 
must be standing on solid ground for this item tofunction. (In the 

|air ina high tower ot ona ship areal places of safety againstshis 

otherwise parent item) 

{A talinman of nure good has 6 charges. Ifa neutral (LN, N, CN) 

[divine spelleaster touches one of these stones, he rakes édé points. 

[of damage. fan evil divine spellcaster touches one, he takes 846 

points of damage, All other characters are unaffected by the device. 

Surong evocation [good]: CL 18th 


Talisman of the Sphere: This small adamantine loop and 
hanulleae.uselessto those unable to cast arcane spells Characters 
‘who cannot cast arcane spells take 5d6 points of damage merely 
from picking upand holdings talisman of this sort. However.when. 
held by an arcane spellcasterwho is concentrating on control of a 
[sphere ofamntilation (page 278), talisman ofthe sphere doubles the 
character’ modifier on hisconttol check (doubling both his Itell 

ence bonus and his character level for this purpose), 

If the wielder of a talisman establishes control, he need check, 
{or maintaining controlonly every other round thereafter, Econ: 
trol isnot established, the sphere moves toward him. Note that 
while many spells and effects of cancellation have.no effect upon 
a sphere of annihilation, ch talismans power of control.can be sup- 
pressed or canceled 

Strong transmutation; CL t6¢h; Weight Ib 

‘Talisman of Ultimate Evil: An evil (LE, NE, CE) divine spel: 
‘caster who possesses this item can cause a flaming erack toopen at 
the feet ofa good (LG, NG, CG) divine spellcaster who is up t0 100, 
{feetaway, The intended victim is swallowed up forever and sent 
{hurtling to the center of the earth. The wielder of che talisman 
must be evil, and if she is nt exceptionally foul and perverse in 
the sights of her evil dety (DMs discretion} the good character 
gains a DC 19 Reflex save ro leap away from the crack. Obviously. 
the target must be standing on solid ground far this item x0 func 
tion, (Inthe ar, ina high tower, oron a shipareal places of safety’ 
against. ths otherwise potent item) 

‘Atalisman of ultimate evi as 6 charges. a neutral (LN, N, CN) 
{divine spllcaster touches one of these stones, she takes 6dé poi 
‘of damage, Ia good divine spelicaster touches one, she takes 846, 
points of damage. All other characters are unaffected by the device, 

Strong evocation {evil CL 18th, 

Talisman of Zagy: A talisman of this sort appears the same.asa 
stone of controlling earth elementals Its powers are quite different, 
however, and dependent on he Charisma of te individual hol 
ing the talisman, Whenever a character touches a alana of Zag 
he must make a DC 15 Charisma check 

Ihe fils, the device acts as. stone of weight (page 276). Discard 
ing or destroying it results in Sale points of damage tothe charac 
rer and the disappearance of the talisman, 

‘fhe succeeds, the talisman remains with the character for 546 
hours, or until a wish is made swith it, whichever comes first. It 
then disappears. 

‘fhe rolls narural 20, the character finds it impossible tobe rid 
ofthe talisman for as many. months.as he has points of Charisma 
In addition, the artifact grants him one wis for every 6 points of 
the characters Charis, talso grows warm and throbs whenever 
its possessor comes within 20 feet of a mechanical or magic tap. 
(Of the talisman is not held, ts warning heat and pulses are of no 
aval) 

Regardless of which reaction results, a talisman of Zagy disap 
pears when its time petiod expires. leaving behind a 10,000 gp 
diamond in its stead. 

Strong conjuration; CL 20th; Weight 1 Ib 


MAJOR ARTIFACTS 


Major artifacts are unique irems—only one of exch such item 
exists Each has along history, and the tales told of them ae fan 
tastic....and usually fraught with error and misconception, Major. 
artifacts ane secretive things, their current whereabouts unknown, 
‘waiting to be found and once again unleashed upon the war 

Never introduce a major artifact into a campaign without cane- 
ful consideration. These are the most potent of magic items, capa 
ble of alrering the balance of a campaign. 

Unlike all other magic items, major artifacts are not easily de 
soyed. Each should have only a single, specific means of destruc 
tion, determined ahead of time by you. For example, specifica 
fact might be undone by one ofthe following means: 


“Throwing it into the volcano lair of the dragon Uthrax. 
Crushed under the heel ofa demigod. 

Buried inthe Rift of Corrosion in the Abyss, 

Disintegrated while placed atthe base ofthe Infinite Staircase, 
Devoured by Talos, the triple iron golem, { 
Immersed. in the Fountain of Light in the holy Halls of 
Heironeous himself. 
Because the means of destruction of a major artifact are sof 
cult such an item is often buried in.a deep vault, thrown ino the, 
‘Asura Plane, or placed behind.exttemely powerful and untiring) 
‘guardians by those without the power, knowledge, or wherewithal 
tadestroy it 


Major Artifact Descriptions 
‘The artifacts presented here are meant to be examples. Artifacts 
should be tailored ro fit your individual campaign and its history: 
‘The discavery of a major artifact should be a campaign-defining 
‘moment, Feel free 10 change the powers ofthe example artifacts 
given here in onder to customize these artifacts ro your campaign. 
‘The Hand and Eye of Veena: The archlich Vecna may have 
been the most powerful wizard ever to have lived. He may also, 
have been the most evil Apparently risen now to deityhood, he 
left behind relics embodying remnants of his power—the mum 
ified remains of his hand and his eye 
Fives ofthe Eye: In onder to function, the Eye of Veena must be 
placed in the empty socket of a characters skull, The beater of the 
ye loses 2 points of Charisma, and these points may never be 
[restored The £)¢ may not thereafter be removed without resulting 
in the death of ts host. te grants the host continuous darkvision and 
nue seeing Thnve times per day each, the host cans the spells ee 
bite and domination, Once per day, the bearer of the Bye can call 
forth destrvetion and unhallow-A nonevilcharacter-must make a DC 
17,Will save each week to avoid becoming evil. All powers ate at 
{caster level 20th, and all DCs to resist their effects ate 20, 
Anwersofthe Hand: In onder to function the Hard of. Vesa soust 
be placed.on the end of a lft arm whose original hand has been 
severtil The bearer ofthe Har loses 2.points of Dexterity that 
‘may never be regained. Removal of the hand thereafter always, 
results in the death of the host. The touch of the Hand, once.so} 
placed, deals 1d10 points of cold damage to a target. Three times 
per day, its rouch can permanently drain 1 ability score point] 
(hosts choice of ability) from a victim, The host gains the points 
drained forthe rest ofthat day, (They last until the next sunrise.) 
‘Once per day, the bearer of the Hana can call upon blasphemy and 
unholy aura nonevil character must make a DC 
‘each week to avoid becoming evil. All powers are at caster level 
2oth, and all. DCs to resis their effects ane 2, 
vwers with Both Artfact: Ifa single character beats both the 
Hand of Vasa and the Bye of Vena the DC to resist all powers of 
hath jtems increases t.25, The host gains +2 to Strength and «2 10 
Intelligence but takes. a ~2 penalty to Wisdom, She can call upon 
‘umimion monsler 1X once per day (to summon evil outsiders only), 
‘Anionevil character who possesses both items must make a DC23 
‘Will save exch week to void becoming evi 
‘The Mace of Cuthbert: St. Cuthbert, ales say, once walked the 
earth as a man. When he did, he used a potent weapon ro strike 
against the infidels and evil beings he encountered everywhere he 
‘went. Today, this telic appears to bea simple, welkused cudgel, but 
ite simple appearance hides great poet. The Mace of Cuhbert has a 
45 enhancement bonus and functions asa heavy mace with the 
holy, lawful, and disruption special abilities. The wielder.can pro} 
fect caring ight rom the mace a willat caster level 20th 
‘The Moaning Diamond: Said to have been ripped from the 
‘ground ina ritual chat tortured the earth itself, the Mooning Dia 
‘mond appears to be an uncut diamond the size ofa human fist. At 
all times, it gives forth a baleful moaning sound, as if in pas, 
Despite the noise, the Moaning Diamond isnot evil (although it] 


‘vas birthed in torture). The wielder of the stone can, thtee times] 
per day, call upon it to reshape earth and stone as if by the spell 
stone shape. affecting 5,000 cubic fet of material. The Moanin. Dis 
‘mond can summon. an elder earth elemental with maximum hit, 
{points that serves the caster.unti itis slain, Only one such ele- 
mental can be summoned.ata time; if tis slain, a new creature 
‘cannot be summoned for 24 hours. Tales from the past tell of the 
‘Moaning Diamond creating stone structures, opening under 
{ground chambers where there had been none before, and collaps: 
ng entire castles. 

“The Orbs of Dragonkind: These fabled Orbs were cteated eons 
‘ago in order to master dragons in the great Dragon. Wars. Each, 
Contains the essence and personality of an ancient dragon of adit: 
ferent variety (one foreach of the major ten diferent chtomatic 
1nd metallic dragons) The bearer of an Ork.can dominate dragons 
ofits particular variety within 500 feet (as dominate monster. the 
{dragon being forced to make « DC 25 Will save to resist. (Spell. 
Jresistance is noc useful against this effect.) Each Orb of Dragonkind 
‘bestows upon the wielder the AC and saving throw bonuses ofthe. 
dragon within (see the Monster Manual for details on exch dragon 
variety). These values replace whatever values the character would 
‘otherwise have, whether they ate better.or worse, These values 
‘eannot be modified by any:means short of ridding the character of 
the Orh. A character possessing an Orb of Dnagonkind immune to 
the breath weapan—but only the breath weapon—of the dragon 
variety keyed tothe Orb, Thus, the possessor of the Ral Dnigon Orb. 
of Dragonkind is mune to red dragon breath, but. not fire of any. 
other sort. Finally, a.character possessing.an Orb can herself use} 
the breath weapon of the dragon in the Orb rhree.times per day, 
(see the Monster Manu) 

‘All Orbs of Dmgonkind can be used to communicate verbally and 
visually with the possessors of the other Ovbs. The owner of an Orb 
knows whether there are dragons within 10 miles atall umes, Fat, 
dragons of the Orb’ particular variety the range is 100-miles. 
‘within mile of a dragon of the Orbs variety the wieder can 
determine the exact location and age ofthe creature, The beater of 
‘one of these Orbs earns the enmity forever of all dragonkind for 
profiting by the enslayement of one of their kin, even if she later 
Joes the item. 

Each Orhalso has an individual pow 
per round at oth easter level. 

+ Black Dragon Orbs #y.(WaLDC 17 negates), 

+ hie Dragon Ort: Haste CEortitude DC. 17 negates) 
+ Bras Dnagon Ont Telort (Will DC. 19 negates), 

+ Bronze Dragon Ork: Seryng (Will DC 18 negates) 


that can be invoked once 


Copper Dragon. Ont: Suggestion (Will DG 17 negates) 
Gold Dhagon Orbs The owner of the gold Orb can call upon any 
power possessed by one of the other Orby—inchuding the dom! 
‘ate and breath weapon abilities but not AC, save bonuses, oF 
breath. weapon immunity-=but can only use an individual 
power once per day. She can.use-daminate on any other posses 
sor of an Orh within 1 mile (Will DC 23 negates), 

+ Gwen. Dyon. rk: Spectral 

+ Red Dragon Or Wal of fir 


Siluer Dragon Orb: Cure ntcal wounds (Will DC 18 half) 
White Dragon rk Protection from energy (old) (Fortitude DC. 17 
negates). i 
‘The Shadowstaff:This artifact was crafted centuries ago, weay- 
{ng together the wispy strands of shadow itself into anwisted black) 
staff The Shadawstaff makes the wielder slightly shadowy and] 
jincorporeal, granting him a.+4 bonus to AC and Reflex saves} 
(which stacks with any other bonuses). Howevex, in bright light 
(such as that of the sun, but-not a torch) or in absolute darkness, 
the wielder takes a2 penalty onall attack rolls, saves, and checks, 
‘The Shadavsteff also has these powers 
{+ Summon. shadows: Three times per day the staff may summon 
2d4 shadows (see page 224 of the Monster Manual) Immune to 


turning, they serve the wilderas fsalled bya 
Vsspell cast at 20th level 
‘Summon Nighishade: Once per month, the staff can summon « 
nightcrawler nightshade (see page-195 of the Monster Manual) 
that serves the wielder a if called by.a summon monster IX spell 
cast at 20th level, | 
Shadow For: Theee times per day the. wielder can become al 
{ ving shadow, with all the movement pavers granted by.the| 
gascons form spell ‘ 
Shadow Bolts Three times per day the sta can project a ray) 
attack that deals 10d6 points of cold damage roa single target. 
The shadow bolt has a range of 100 fet 
‘The Shield of Prator: A hero of old, the paladin Prator bore 
this relic in many a valiant battle. The Shield of Prator disappeared 
when Prator fell in.the Batle of the Three Hells, although it has 
reportedly surfaced briefly from time to time since then. This +5 
large shield, emblazoned with the symbol ofthe sun, allows the 
jivielder to cast spells as ifshe were a 20th-level paladin with a 
‘Wisdom score of 20. The spells gained are cumulative with any.) 
{existing spells per day that the character might have, even ifshe’, 
‘already a paladin.the Shield of Prstor also grants spell resistance 15 
to its wielder. It absorbs the first 10 points of damage from any 
energy attack (ite, cold, acid, electricity, or sonic) In return for 
all this, once per year the shields owner must undertake a quest 
(no saving throw to avoid) ar the behest ofa lawful good deity. 
‘A character who is evil or chaotic (LE, NE, CE, CN, CG) gains 
four negative levels if she attempts couse this artifact. Although 
{these negative levels never results inactual level loss, they remain, 
Jaw longas the shield isin hand and cannot be overcome in any way 
{ddneluding retonton spells) The negative Levels disappear when, 
the shield is stowed or leaves the wearer’ possession. 
The Sword of Kas: The vampire Kas seas the deeased lew 
tenant of Veena, He used this mighty blade, created by his master, 
to betray and attack the archlich, cutting off his hand and eye in a 


immon. monster 


terrible battle before Veena destroyed himn, Only his sword su 
vived and itis said to forever seek vengeance against Veena. The 
‘Swond of Kas is.a +6.unholy keen vorpal longsword It grants the. 
wielder a +10 enhancement bonus to Strength, The sword is intel: 
Jligent (Int 15, Wis 13, Cha 16, go 34) and chaotic evi. tt can be 

Jused to cast the following spells, once per day each: al lightning 
(106 points of damage, Reflex DC 14 half), blasphemy, and wal 

low, Once per weekcit can be used ro sla living, 


BEHIND THE CURTAIN: 

MAGIC ITEM GOLD PIECE VALUES 

Many factors must be considered when determining the price of magle 
Items you invent. The easiest way to conve up with a price isto match 
the new item to an item priced in this chapter and use Its price as @ 
ude, Otherwise, use the guidelines summarized on Table 7-33 
Estimating Magic Item Gold Piece Values, 

Multiple Similar Abilties: For ites with multiple sirar abilities 
that don't take up space ona character's body (see Magic Items on the 
Body, page 214), use the following formula: Calculate the price of the 
single most costly abilty, then add 759 of the value ofthe next most 
costly ability, plus one-half the value of any other abilities. (The many 
spellsike powers ofa staff of power are good example of multiple sim: 
far abilities) 

‘Multiple Different Abilities: Abilities such as an attack roll bonus or 
‘saving throw bonus and a spelllike function are not similar, and thei 
values are simply added together to determine the cost. For tems that 
dd take up a space on a character's body such as a ring ora necklace), 
each additional power not only has no discount but instead has 2 50% 
Increase in price. A belt of Strength +4 and Dexterity +4 is more valuable 
than a belt of Stength worn with gountlts of Dexterity, since it takes up 
only one space on a character's body, 

O-Level Spells: When multiplying spell levels to determine value, O- 
level spells should be treated as 1/2 level 

Other Considerations: Once you have a final cost igure, reduce that 
‘number if either ofthe following conditions apples: 

—item Requires Skil to Use: Some items requite a specific sil 
(such as Perform for 3 musical instrument) to get them to function. 
This factor should reduce the cost about 10%. 


—item Requires Specific Closs or Alignment to Use: Even more 
restrictive than requiring a skil, this limitation cus the cost by 30%, 
Prices presented in the magic lem descriptions inthis book (the 
sold plece value following the tems caster level) are the market value, 
hich is generally twice what it costs the creator to make the item, 
Since different classes get access to certain spells at diferent 
levels, the prices for two characters to make the same item might 
actually be diferent. Take hold person, for example. A cleric casts it as 
1 2ndlevel spel, so a clere-reated waned of hold person costs 2 (2nd: 
level spell) 3 (Srd-level caster) x 250 gp, divided in hal, or 2,280 gp 
However, a wizard casts hold person as a 3rd:evel spel, so her wand 
costs 3 (3rdlevel spell) x 5 (Sth-level caster) x 780 gp, divided in half, 
1 5,625 gp. A sorcerer also casts hold person as a 3rd-evel spell, but 
he doesn’t get the spell until 6th level, so his wand costs 3 (3rdlevel 
spel) x6 (6thlevel caster) x 780 gp, divided in half, oF 6,750 gp. The 
wand is only worth two times what the caster of lowest possible level 
(in this case, the cleric) can make it fr, however, so the market price 
‘of a wand of hold person is 4,500 gp, rio matter who rakes it 
You'l notice, however, that not all the items presented here adhere 
to these formulas directly. The reasons for this are several, First and 
foremost, these few formulas aren't enough to truly gauge the exact 
differences between, say, a ring offre resistance and boots of speed —two 
very dissimilar items. Each of the magic items presented here was 
examined and modified based on its actual worth. The formulas only 
provide a starting point. The pricing of scrolls assumes that, whenever 
possible, a wizard or cleric created it. Potions and wands follow the 
formulas exactly. Staffs follow the formulas closely, and other items 
require at least some OM judgment calls. Use good sense when 
assigning prices, using the items in this book as examples 


a 


To create magic items, spelleasters use special feats They. invest 
time, money, and their own personal energy (in the form of expe: 
rience points) in an items creation, For details on creating the si: 
ferent types of magic items, see the appropriate section belaw:as 
wells the information on item creation feats in Chapter §: Feats, 
sin.the Mayers Handbook, 
|_Nore that all items have prevequisites in their descriptions, 
{These prerequisites must be met for the item to be created, Most. 
Jo the time they take the form of spells har must be known by the 
‘emis creator (although access through another magic item or. 
spelleasterisallowed) 

While item creation costs are handled in detail elsewhere, note 
that normally.the two primary factors are.the caster level ofthe 
creator and the evel of the spell or spells put nto the item. cre 
‘tor can create an item at lower caster level than het own, but 
never lower than the minimum level needed toast the needed. 
spell. For example, a 1sth-level wizard could craft wad offical, 
at 10th caster level, or even as low as sth level (the minimum) 
‘aster level for fiebll, 31d-level spel), but no lower. Af she did. 
this, the fnball would in all ways be treated as if the caster was of 
the lower specified level (for damage, range, and s0.on), Using. 
metamagic feats a caster can place spells in items ata higher ley 
than normal For example, a caster could heighten a spells level 10 


increase its effectiveness, or quicken a spell o allow ito be used 
asa free action, placing it within an item at the higher metamagic 
level See Chapter 5: Feats in.the Players Handbgok for mare on 
rmetamagic feats 

Magic supplies for items are always haf ofthe base price in gp 
and 1/25 ofthe base price in XP. For many items, the matker price 
‘equals the base price. For example, a cloak of elvenkind has a market, 
|price (and base price) of 2.500.gp. Making one costs 1,250 gp.in. 
ayy materials plus 100 XP } 

Armor, shields, weapons, and items witha value independentof 
theit magically enhanced properties add their item cost to the 
market price, The item cast does not influence the base price 
(ovhich determines the cost of magic supplies and the experience 
point cost), but it does incnease the final market price 

In addition, some items.cast or replicate spells with costly 
‘material components or with XP components, For these items, 
the market price equals the base price plus an extra price forthe 
spell component costs. Each XP inthe component costs ads S gp. 
to.the market price. The cost to create these items is the magic 
supplies cost and the base XP cost (both determined by the base 
price) plus the costs for the components. For example, a ring of 
thre whsheshas a market price of 97,950 gp, which includes 75,000 
gp for the extra 15,000 XP thatthe creator must expend ¢o forge 
the ring, The ring’s base price is only 22,950 gp (the market price 
minus the extra cost for the XP expenditure). Descriptions of 
these items include an entry that gives the total cost of creating 
the item, (You dont have to calculate creation. costs for these 
|items. 108 dane for you.) 

The creator also needs a fairly quiet, comfortable, and well-lit 
place in which to work. Any place suitable for preparing spells 
{sce Preparing Wizard Spells, page 177 of the Payers Handbook) 
{s suitable for making items. Creating an item sequites one day 
| per 1,000 gp in the item’ base price, witha minimum ofa least 
fone day. Potions are-an exception co this rule: they always take 
juscone day.to brew, The character must spend.the gold.and XP 
atthe beginning of the construction process 

The caste works for § hours each day. He cannot.rush the 
process by wrking longer each day But the days need not be con: 
secutive, and the caster can use the rest of his time as he ses it. 
character who takes a break from item creation to adventure} 
should keep track of how-many days of work remain on that item. 

‘Acharacter can work on only one item at atime. Ifa character 
starts work on a nev item all materials used and XP spent on the 
under-construction item are wasted. 

The sectets of creating artifacts are long lost. 


MASTERWORK ITEMS 

‘As detailed.on pages 122 and 126 of the Players Handbook, mas 
terwork items are extraordinarily well-made items. They are 
more expensive, but they benefit the user with improved qual: 
ity. They are not magical in any way. However, only masterwork 
items may be enhanced to become magic armor and weapons. 
(Items that are not szeapons.orarmor may or may not be mas- 
terwork items). 


SPECIAL MATERIALS 
{In addition to magic items ereared with spells, some substances] 
haveinnate special properties. While only a few such marerialsare 
presented here, other special materials may exist ina piven.cam-| 
{paign. Ifyou make asuitofarmor or weapon out of mote than one 
special material, you get the benefit of only the most prevalent 
[ material, For example, full plate made of both adamantine and 
‘mithral will either provide damage reduction or lower weight, not 
tooth, However, you can build a double weapon with each head. 
nade ofa different special material. A dire flail fo example, ould 
have an alchemical silver head for fighting lycanthropes and a 
cold iron head for fighting fey 
‘Adamantine: Found only in meteorites and the raestof veins in 
smagica ares, this ultrahard metal adds ro the quality of awveapon or, 
suit of armox. Weapons fashioned from adamantine have a natural 
ability to bypass hardness when sundering weapons or attacking 
‘objects, ignoring hardiness less than 20, Armor made from adaman: 
‘rine grant its wearer damage reduction of1/~ if its ight armor, 
[ifits medium armor, and.3/-if ts heavy armor. Adamantine iss. 
[costly that weapons and atmor made from it are always of master: 
work quality; the masterwork cost is included in the prices given 
below. Thus, adamantine weapons.and ammunition have.a +1 
enhancement bonus on attack rolls, and the armor check penalty of 
adamantinearmaris lessened by compared roondinary armor of ts 
type. tems without metal parts cannot be made fom adamantine. 
Anatrow-could be made of adamantine, ta guarterstalf could not, 
‘Only weapons, armor, and shields normally made of metal can, 
be fashioned from adamantine. Weapons, armor and shields-nor- 
mally made of steel that are made of adamantine have one-thind 
mote hit points than normal; for instance, an adamantine great 
sword has 13 hit points instead of the normal 10 for steel, Adaman: 
tine has 40 hit points pet inch of thickness and hardness 20, 


“Type of Adamantine tem Item Cost Modifier 
‘Ammunition +960 gp 
Light armor +5.000 gp. 
‘Medium armor #10000 gp 
Heavy armor £15,000 gp. 
Weapon £3,000 gp 


Darkwood: This rare magic wood is as hard as normal wood 
but very light. Any wooden or mostly wooden item (such as a bow, 
an arrow, ora spear) made from darkwood is considered a mast 
‘work item and weighs only halfas muchas a normal wooden item 
of thattype. Items not normally made of wood or only partially of 
‘wood (such as.a battleaxe ot a mace) either cannot be made from 
darkwwood or do not gain any special benefit from being made of 
darkwood. The armor check penalty of a darkwood! shield isles 
‘ened by compared to an ordinary shield ofits type. To determine 
the price ofa darkwood item, use-the original weight but add 10 gp 
pet pound to the price ofa masterwork version of that item, 

Darkatood has 10 hit points-per inch of thickness and hard 
ness.5. 

Dragonide: Armorsmiths can work with the hides of dragons 
to produce armor or shields of masterwork quality. One dragon, 


BEHIND THE CURTAIN: 

SPECIAL WEAPONS MATERIALS 

Each of the special materials described in this section has a definite 
‘game effect. Some creatures, such as fey, have damage reduction 
based on their creature type of core concept. Some are resistant to all 
but a spacial type of damage, such as that dealt by evialigned 
weapons or bludgeoning weapons, Others are vulnerable to Weapons 
‘of a particular material, Fey tend to be susceptible to cold jron 
Combating golems is best done with adamantine weapons. 


Characters may choose to carry several different types of weapons, 
depending upon the campaign and types of creatures they most 
‘commonly encounter, Some may use silesheer, described on page 
266, designed to temporarily add the property of alchemical silver to a 
‘weapon, Its cost was carefully considered so as not to let siversheen 
overshadow weapons actually containing alchemical siver You'l also 
notice that cold ironsheen is not mentioned. This is intentional. Cold 
Iron’s core attribute isis resistance to magic. Making a magic item 


that mimies this atfabute undermines its concept. 


‘Taste 7-32: SUMMARY OF MAGIC ITEM CREATION Costs. 


—— Spell Component Costs Magic 
Magic item__Feat Item Cost Materia xP Supplies Cost __Base Price 
Armor Craft Magic ——-Masterwork armor Cost x50 % $0 (usually none) 1/2 the value Value on 
‘Arms and Armor (usually none) x5 ep on Table 7-2 Table 7-2 
Shield Craft Magic Masterwork shield» 50 (usually none) $0 (usually none) 1/2the value Value on 
Arms and Armor x5 ep ‘on Table 7-2 Table 7-2 
Weapon aft Magic Masterwork weapon $0 (usually none) $0 (usually none) 1/2 the value Value on 
‘Arms and Armor Sep ‘on Table 7-5 Table 7-9 
Petion Brew Potion. — Cost (usuallyone) Cost (usually none) 1/2 the value Value on 
‘on Table 7-2 Table 7-2 
Ring Forge Ring = x30 *50%5 ep Special see Special, see 
Table 7-33 Table 7-33 
Rod Craft Rod y *50 (often none) $0 (often none). Special see Special see 
Table 7-33 Table 7-33 
Sera Scribe Serol Cost (Usually none) Cost (usually none) 1/2 the value Value on 
fn Table 7-2 Table 7-2 
Staff Craft Staff Masterwork x 50/(@ of charges x 505 gp/(W of See page 287 __ See page 287 
|quarterstaf (300 gp) used to activate spell) charges used to activate spell 
Wand raft Wand ee x50 4505 gp Wan 373 


Wondrous tem Craft Wondrous. * 


% 50 (usualy none) 


level of spell level 


level of easter level of caster 
50 (usually none) Special, see Special see 
x5 6p Table 7-33 Table 7-33 


1 Rods usable as weapons, such as aro of fling, must include the masterwork weapon cost 


‘2This cast |s ony for spells activated by th 


lem that have material or XP components. Having a spell witha costly component as a prerequisite 


‘does not automatically incur this cost. For instance, oggls of minute seeing uses true seeing as a prerequisite, but the goggles don't actually 


activate a use of the spel 
|a.tCpurchasing a staff, the buyer pays the XP value in gold pieces, 


‘4A character creating an item pays 1/25 the base price in experience points 
Some items have addtional value, such as the mattock of the stan. This additional yalue comes rom an item cost such as tht forthe mattock’s 


‘masterwork warhar 


‘An item's market price isthe sum ofthe tem cost, spell component costs, and the base price. 


produces enough hide fora single suit of masterwork hide armor 
fora creature one size category smaller than the dragon. By select 
{ng only choicescales and bits of hide,an armorsmith can produce 
one suit of masterwork banded mail for a creature two sizes 
smaller,one suit of masterwork halfplate for a creature three sizes 
smaller, of one masterwork breastplate or suit of full plate for. 
creature four sizes smaller. 1n each case, enough hide i availabe. 
to produce a small ot large masterwork shield in addition to the 
armor, provided thatthe dragon is Large or larger. 

Because deagonbide atmo ist made of metal, druids can wear 
it without penal. 

Dragonhide armor costs dauble what masterwork armor of that 
{type ordinarily costs but it takes no longer to make than ondinary 
armor of that type. 

|-Dragonhide has 10 hit points per inch of thickness and hard 
Jess 10. 

‘ton, Cold This iran mined deep underground, known for its 
effectiveness against fey creatures, i forged at a lower temper 
ture to preserveits delicate properties, Weapons made of cold iron 
cost twice as much to make as their normal counterparts. Also, any 
‘magical enhancements cast an additional 2,000 gp. For example, a 
+2 longswond made of cold iron would cost 10,330 gp, because the 
price doubles for the longswward itself (15 gp to 30 gp), the +2 
enhancement bonus costs §,000 gp. and enhancing cold iron costs 
an additional 2000 gp. (the price includes 300 gp for the master 
work component) 

Items svithout metal parts cannot be made from cold iron, An 
Jarrow could be made of cold iron, but a quarterstaff could not. 
Js double weapon that has only half of it made of cold iron 

increases its costby-s0f A two-bladed sword with one end of cold. 
Jitonand the other end steel would cost 150 gp. 

‘Cold iron has 30 hitpoints pe inch of thickness and handness 10 

Mithral: Mithral i avery rare silvery, glistening metal that is 


lighter than iron bur just as hard, When worked like steel, it be 
‘comes a wonderful material from which to create armor and is 
‘occasionally used for other items ax well, Most mthral armors are 
‘one category lighter than normal for purposes of movement and 
other limitations (for example, whether a barbarian can use her 
fast movement ability while wearing the armor oF not), Heavy 
armors are treated as medisim,and medium armors are treated as 
light, but light armors are. still treated as light. Spell fatlure 
chances for armors and shields made from mithral are decreased 
by. 10% maximum Dexterity bonus is incteased by 2, and armor 
check penalties are lessened by 3 (to minimum of 0). 

‘An item made from mithral weighs half as much as the same 
fem made from other metals In the case of weapons, this lighter 
weight does nor change a weapons siz category or the ease with 
whieh it can be wielded (whether: itis light, one-handed, ot tw: 
handed) ttems not primarily of metal are not meaningfully af: 
fected by being partially made of mithral. (A longsword can be a 
mithral weapon, while scythe cannot be.) 

‘Weapons.o¢ armors fashioned from mithral ae always master 
‘work items as well: the masterwork costs included in the prices 
siven below. 

‘ith has 30 hit poines per inch of thickness and hardness 15, 


“Type of Mthral item Item Cost Modifier 
Light armor +7,000 ap 
Medium armor. +4.000 gp) 
Heavy armor 49,000 ¢p 
Shield 21,000.p 
Other items +500 gpilb. 


Silver, Alchemical: A complex process involving metallurgy 
{and alchemy.can bond silver to.a weapon made of steel so that it 
bypasses the damage reduction of creatures such as lycanthropes, 


Tape 7-33; ESTIMATING Macic ITEM GoLo Piece VALUES 


Effect Base Price Example 
Ability bonus (enhancement) Bonus squared 1,000 gp Gloves of Destenty +2 
‘Armar bonus. (enhancement) onus squared 1,000 gp +1-choinmall 

Bonus spell Spell level squared 1,000 gp Pearl of power 

‘AC bonus (deflection) Bonus squared 2,000 gp Ring of protection +3 

‘AC bonus (other)? Bonus squared «2,500 gp oun stone, dusty rose prom 


Natural armor bonus (enhancement) 


Bonus squared x 2,000 gp 


“Amulet. of natural armioe +. 


Save bonus (resistance) Bonus squared 1,00 gp lok ofresitonce +5 
Save bonus (othe)! Bonus squared» 2,000 gp Stone of god uck 

Shi bonus (competence) Bonus squared x 100 gp lok of eenkind 

Spel. resistance 10,000 gp per point over SR 12; SR 13 minimum Mantle of pel ressiance 
Weapon bonus (enhancement) Honus squared x 2000 gp 1 lonpswons 

Spell fect Base Price Example 

Single ute, spel completion Spel evel cater evel 25 gp Sel ofhste 

Single use, uteactvated Spel level x caster level $0 gp Pationof cue ight wounds 
50 charge, spell rigger Spel level x catter level 780 gp Wondofrebol! 


Command word 
Usesactivated or continuous. 


Spell evel x caster level «1,800 gp 
Spell level x caster level x 2,000 gp? 


Cape of the mowntebank 
Lantern of reveling 


Special Base Price Adjustment Example 
Charges per day Divide by (5 divided by charges per day) Boots of teleportation 
Uncustomary space limitation? ‘Multiply entire cost by 1.5, Helm of teleportation 
No space limitationt ‘Multiply entive cost by 2 foun stone 

Multiple diferent abilities ‘Multiply higher item cost by 2 ‘Helm of briliance 
‘Charged (50 charges) 1/2 unlimited use base price ing ofthe ram 
Component Extra Cost Example 

‘Armor, shield, or weapon ‘Add cost of masterwork tem +1 composite longbow 
Spell has material component cost ‘Add direty into price of item per charge’ ‘Wand of soneshin 
Spell has XP cost ‘Add 5 gp per 1 XP per charge? Ring of three wishes 


‘Spell Level: A O-leve spells half the value ofa tatlevel spel for determining price 


1. Such as a luck insight, sacred, or profane bonus, 


2 a continuous item has an effect based on a spell with a duration measured in rounds, multiply the cost by , If he duration of the spel i. 1 
‘minute/leve, multiply the cost by 2, and ifthe duration is 10 minutes/level, multiply the cost by 1.5. f the spel has a 24-hour duration or greater, 


dlvde the cost in half, 
4 Sethe sidebar on Body Slot Affinities, page 288 


4 See Magic items on the Body, page 214. Basically, an jtem that does not take up one of the spaces on a body costs double. 
5 Hfitem is continuous or unlimited, not charged, determine costas it had 100 charges fit has some dally limit, determine as ifit had SO charges 


(Ona successful atack with a silvesed weapon, the wielder takes 
{=1 penalty on the damage roll (with the usual minimum of 4 
point of damage). The alchemical slvering process cant be applied 
to nonmetal items, and it doesnt work on rare metals sich as 
adamantine, cold iron, and michal 

‘Alchemical silver has 10 hit points per inch of thickness and 
hardness 8. 


“Type of Alchemieal Silver Item Item Cost Modifier 
Ammunition 4249p 
Light weapon +20 gp 
‘One-handed weapon, or one head of a double weapon +90,gp 
“worhanded weapon, ot bath heads of adouble weapon +180 gp 


CREATING MAGIC ARMOR 

‘To create magic armor, a.character needs a heat source and some 
iron, wood, or leatherworking tools. He also needs a supply of 
materials, the most obvious being the armor or the pieces of the 
armor to be assembled, Armor to be made into magicarmor must 
be masterwork armor, and the masterwork.cost is added to the 
base price to determine final market value. Additional magic sup- 
plies costs for the materials are subsumed in the cost for creating 
the magic armor—balf the base price presented on.the tables in 

this chapter. 

Creating magic armor has a special prerequisite: The creator’ 
‘caster level must be.at least three times the enhancement bonus.of 
the armor. Thus,a 6th-level creator can make a +2 breastplate, a 9th 
level creator can create the same breastplate and make it +3, and.a 
ssth-level caster ean make it +5. Ifan item has both an enhance 


‘ment bonus and a special ability (such as cold resistance), the 
higher of che two caster level requirements must be met 

Magic armor or a magic shield must have.at least a +1 enhance 
‘ment bonus to have any of theabilities listed on Table 7-5: Armor 
Special Abilities and Table 7-6: Shield Special Abilities. A charac 
teccant create, for example, simply shadow chainmail, In onder to 
have a special ability the chainmail needs first 1 have an enhance 
ment bonuis ofa east +1 

1fspellsae involved in the prerequisites for making the armor, the 
creator must have prepared the spells ro be cast (or must know the 
spells, inthe cae of a sorcerer at hand), must provide any material 
‘components or focuses the spells requireand must pay any XP costs 
required forthe spells The act of working on the armor triggers the 
‘prepared spells making them unavailable for casing during each day 
cof the armors creation. (Chats those spell slots are expended from 
his currently prepared spells justas if they had been cast) 

Creating some armot may entail other prerequisites beyond or 
‘thee than spelleasting. See the individual descriptions on pages 
217-221 fordetals, 

Crafting magic armor requires one day for each 1,000 gp value 
of the base price. A suit of +1 chainmail has an item cost of 300.gp| 
and a base price of 1,000 gp It takes one day to craft. | 

‘tem Creation Feat Required: Craft Magic Arms and Armor, 


CREATING MAGIC WEAPONS. 
‘To create 4 magic weapon, a character needs.a heat source and 
some iron, stood, or eatherwarking tools She also needs supply 
‘of materials the most obvious being the weapon or the pieces of 
the weapon to be assembled. Only a masterwork weapon can 


become a magic weapon, and the masterwork cost cost saddled to 
the total cost to determine final market value, Additional magic 
supplies costs for the materials are substumed in the cost forcreat- 
ing the magic weapon—hal the base price given on Table 7-2 
Weapons, according tothe weapons total effective bonus 

Creating amagic weapon has a special prerequisite: The cre 
ator’ caster level must beat least three times the enhancement 
{bonus of the weapon. Thus.a.éth-level creator can make a +2 long: 
{word 9thleve creator can create the same word and make it +3 
fand a. 15th-level caster can make it+5, Fan item has both an, 
Jenhancement bonus and a special ability (such as ghost touch), 
|the.higher ofthe wo caster level teguinements must be met 

‘Amagic weapon must have at least a.+1 enhancement bonus to 
have any of the abilities listed. on Table 7~14 or Table 7-15. A char 
acter cant create, for example, simply a keen rapier. A keen rapier 
needs an enhancement bonus ofat last +1 
}-_ spells are involved in the prerequisites for making the weap- 
fon, the creator must have prepared the spells to be cast (or must, 
{Iknow-the spells in the case ofa sorcerer or bard) but need not pro-| 
{vide any material components or focuses the spells require, not ate 
any XP costs inherent in a prerequisite spell incurred in the cx 
ation of the item. The act of working on the weapon triggers the 
prepared spells, making them unavailable for casting during each 
‘day of the weapon’ creation. (Thats, those spell slots are expended 
from his currently prepared spell, just asif they had been cast.) 

‘At the time of creation, the creator must decide ifthe weapon 
{glows or not asa side-effect of the magic imbued within it. This 
|decision.does not affect the price or the creation time, but once, 
|the item isfinished, the decision is binding, 

Creating magic double-headed weapons is treated as creating 
1wo weapons when determining cost, time, XB. and special abil 
tes, For example, a dire lal could have a + laming head and a +3 
disruption he 

Creating some weapons may ental other prerequisites beyond 
‘or. other than spellcasting, See the individual descriptions on 
pages 223-229 for details. 

Crafting a magic weapon requires one day far each 1,000 gp 
value of the base price. A +2 longswvond has an item cost of 315 gp 
and a baye price of §,000 gp, lt takes eight days to craft I 

tem Creation Feat Required: Craft Magic Arms and Armor 


CREATING POTIONS 

The creator of potion needs. level working surface and at least a 
few containers in which to mix liquids, s well asa source of heat 
to boil the brew. In addition, he needs ingredients. The costs for 
materials and ingredients are subsumed in the cost for brewing 
the potion—25 gp the level ofthe spell x the level ofthe caster 
All ingeedicnts and materials used to brew. pation must be fresh 
Jind unused. The character-must pay the full cost for brewing each 
| potion. (Economies of scale do nor apply) 

The imbiber of the potion is both the caster and the target; 
therefore, spells such as shield other cannot be stored in potion 
form. Spells with arange of personal cannot be made into potions, 
so spells such as shield never exist in potion form. 

The creator-must have prepared the spell ro be placed in the po- 
tion (or must know the spell in the.case of a sorcerer or bard) and 
‘ust provide any material component or focus the spell requires. 
If casting the spell would reduce the casters XP total he pays the 
XP cost upon beginning the brew in addition to the XP.cost for 
making the potion itself, Material components are consumed 
[whem he begins working, buta focus isnot (A focus. used in brew 
ng a potion can.be reused.) The actof btewing triggers the pre 
{pared spell, making it unavailable for casting until the character 
Thas.rested and regained spells (That is, that spell slot is expended. 
from his currently prepared spells, just as if it had been cast.) 
Brevwing a potion requires one day. 

Item Creation Feat Required: Brew Potion 


Porion BASE Prices (BY BREWER's CLAss) 


Spell Level. Cir, Drd, Wiz Sor Bed Pal, Rare 
0 go ep 2S gp Be 

Ist S0ge SO gp 100gp_——100gp 

Ind -300gp 400 gp 400400 gp 

3rd 730gp__900gp 1,050 gp 750gp 


© Caster level is half class level 
Prices assume that the potion was made atthe minimum caster level 


Base Cost To Brew A Porion (BY Brewer's CLASS) 


Spell Level_ Cl, Drd, Wiz Sor Brd Pal, Rer® 
0 WapSsp WepSsp WepSsp 
STXPG1XP ATX. 

Ist ep Sep SOD 50.gp 

42XP_42XP_ A XP 14x? 
and 1S0gp -200gp 2004p 200g 
412KPHGXPS1GXP 16 XP. 
ad WSgp  450gp 5254p © 75 gp. 
S30XP___s36XP__ 4D XP 30K. 


Ts Caster levels half cass level. 
‘Costs assume thatthe creator makes the potion a the minimum 
caster level 


CREATING RINGS. 

To create a magic ting, a character needs a heat source, He also 
needs a supply of materials, the most obvious being ating os the 
pieces of the ring o be assembled. The cost fr the materials i sub- 
sumed in the cost for creating the ring, Ring costs are difficult ro} 
formularize. Refer to Table 7-33 on page 288 and use the ring. 
prices in this chapterasa guideline. Creatinga ring generally costs 
half the ring’ market price. | 

Rings that duplicate spells with costly material oc XP compo 
nents add in the value of [0% the spells component cost. Having. 
spel with a costly component asa prerequisite does not automat 
cally incur this cost. The act of working on the ring triggers the 
prepared spells; making them unavailable for casting during each 
dla of the rings creation. (That is, those spell sls ate expended 
from his currently prepared spells, just as if they had been cast.) 

Creating some rings may entail other prerequisites beyond or 
other than spelleasting, Sex-the individual descriptions on pages 
230-233 for detal 

Forging a ring requires one day for each 1,000 gp of the base 
pce. 

‘tem Creation Feat Required: Forge Ring 


CREATING RODS 
To create-a magic rod, a character needs s supply of materials, the 
‘most obvious being a rod or the pieces of the rod to be assembled. 
The cost for the materials is subsumed in the cost for creating the 
rod, Rod costs are difficult vo formularize. Refer to Table 7-33 on 
page 285 and use the rod prices inthis chapters a guideline, Cre 
ating arod costs half the marker value listed. 

1 spells are involved in the prerequisites for making the rod, 
the creator must have prepared the spells to be cast (or must know 
the spells in the case ofa sorcerer or bard) but need not provide 
ny material components or focuses the spells requite, nox are any 
XP costs inherent ina prerequisite spell incurred in the creation of 
the item. The act of working on the rod triggers the prepared 
spells making them unavailable for casting during each day ofthe 
rod’ creation, (Thatis, those spell slos are expended from his cur 
rently prepared spells, justas if they had been cast. 

Creating some rods may entail other prerequisites beyond or} 
other than spellcating. See the individual descriptions on pages 
234-237 for details. 

Crafting a rod requires one day for each 1,000 gp of the base 
price, 

‘tem Creation Feat Required: Craft Rod. 


CREATING SCROLLS. 

To create a scroll, « character needs a supply. of choice writing 
materials, the cost of which is subsumed.n.the cost for scribing 
the scroll—12.5 gp x the level of the spell x the level ofthe caste. 
Al writing implements and materials used to scribe a scroll must. 
be fresh and unused, A character must pay.the full cost fr srib 
ing each spel scroll no matter how many times she previously as, 
scobed the same spell. 

“The creator must have prepared the spell to be scribed (or must. 
‘know the spell. i the case of a sorcerer or bard) and must provide. 
‘any material component or focus the spell requites. If casting the 
spell would reduce the caster’s XP total, she pays the cost upon 
beginning the scroll in addition to the XP cost for making the 
scroll itself. Likewise, a material component is consumed when 
she begins writing, bu a focus s no, (A focus used in scting a 
scroll can be reused) The act of writin triggers the prepared spell, 
making itunavailable for casting until the character has rested and 
regained spells (Thats, that spel slot is expended from her eu 
rently prepared spells just as if it had been cast.) 

Seribing a scroll requires one day’ pet each 1,000 gp of the base 
price 

Item Creation Feat Required: Seribe Scroll 


ScROLL Base Prices (BY ScwineR’s CLAss) 


Spell Level Cir, Ded, Wiz Sor Brd Pal, Rgr® 
0 VepSsp \2epSsp W2epSsp 
18 25gp 25gp $0 gp. 50 gp 
and 1S0gp 200gp—200gp 200g 
3rd Y5gp  480gp —S254p 375. gp. 
Ath 70g 800gp 1,000 gp 7004p 
sth W)25 gp 1.250 gp 1,625. gp. — 
eth 11650 gp 1.800 gp 2.400gp = 
mh 2275 gp 2450 gp — a 
ath 3000 gp 32005 = oe 
th 325 gp 405049 = 


Caster level is half clas level 
Prices assume that the scroll was made at the minimum caster level 


BASE Macic SUPPLIES AND XP CosT To ScRIBE A SCROLL 


(By Scrinen’s Cass) 

Spell 

Lovel Clr, Dvd, Wi Sor rd Ree 

0 Gep2spSep Gap2spSep Ggp2spSep  — 
KP 41x? KP 

Vt W2goSsp__12gn5.sp__ gp AS gp 
+1xe *LxP s2XP_ 2 XP 

and Sap 100 gp 100 gp 100 gp 
46x? sxe 48XP BNP. 

3d 187 gp5sp 225 gp —_ 262. gp Sp 187 gp 5 sp 
415 XP S18 XP. 22) xP 415 xP 

4th 3809 400 gp 500g 3500 
$28xP +324 HOKE 428XP 

Sth S62gpSsp___65 gn. SIZgpSsp 
+45 XP 450xP 465.9 

6th 826 gp 900g 1200p — 
166%? 47x° 496xP 

Th 1.135 gp 5sp_—1.225 gp. = = 
+91 XP 498 XP 

th —1,500¢p 1,600 gp = = 
20 #P 28x? 

Sth 1.912 gp$sp 2.025 gp = - 
#153 X8 21628 


* Caster level is half class level 
‘Costs assume that the creator makes the scrll atthe minimum. 
caster level 


CREATING STAFFS 

To create a magic saffa character needs a supply of materials, the 
most abvious being a staff or the pieces ofthe staff to be assem: 
‘bled, The cost fr the materials is subsumed inthe cost for creat: 
ing che staff—375 gp x the level of the highest-level spell x the 
Htevel of the caste, plus 75%.of the value ofthe next most costly 
ability (281.25 gp x the level of the spel «the leveLof the caster, 
plus one-half of the value of any other abilities (187.5 gp x the 
evel of the spell x the level of the caster), Stafis are always fully 
charged (50 charges) when cteated. 

If desired, a spell can be placed into the staffat only half the 
normal cost, but then activating that particular spell costs 2 
charges from the staff The caster level ofall spells in.a.stall must 
be the sume, and no staf can have a caster level of less than Sth, 
even ifall che spells in the staf are low-level spells. 

‘The creator must have prepared the spels to be stored (or must 
know the spell in the case of a sorcerer or bard) and must provide 

Jany focus the spells require a well as material and XP component. 
costs sufficient to activate the spell a maximum number of times, 
(50 divided by the number of charges one use of the spell 
‘expends). This isin addition to the XP cost for making the staff 
itself Material components are consumed shen he begins work: 
ing, but focuses are not. (A focus used in cteating a salt can be 
reused.) The act of working on the staff. triggers the prepared 
spells, making them unavailable for casting during each day ofthe 
staffs creation, (that is, those spell slots are.expended from his, 
currently prepared spells, just asf they had been cast 

Creating a few. staffs may entail other prerequisites beyond 
spellcasting. See the individual descriptions on pages 243-245 for 
details 

Crafting a staff requites one day for each 1,000 gp ofthe base price.| 

tem Creation Feat Required: 


CREATING WANDS 
To create a magic wanda character needs a small supply. of mate 
tial, the most obvious being a baton or the pieces ofthe wand fo 
be assembled, The cost for the materials is subsumed. in the cost 
for creating the wand—375 gp x the level of the spell x the level 
of the caster, Wands are always fully charged (50 charges) when 
created. 


WANo BASE Prices (BY CRAFTER’s CLASS) 


Spell Level Ch, Ord, Wie. Sor Bid al, gre 
° S7Sgp Sap 375 gp 
1st 750 gp 7504p. 1,500 gp 1500 gp 
Ind 4500p (6000 gp 6,000 gp 6000 gp 
Sid 11,280 gp 13,500 gp 15,750 gp 11,250 gp 
ith 21000 24,0009 30000 21,000 gp 


* Caster levels half class level 
Prices assume thatthe wand was made atthe minimum caster level 


Base MAGIC SUPPLIES AND XP Cost To CRAFT A WAND 


(By Crarrer’s Ciass). 

Spell evel Cl, Drd, Wie Sor rd Pal, Rgr* 
0187 ep Ssp 187 gpSsp THT gpSsp 
S1SKP)19XP—#15XP 
is 75g 37Sep © 150gp ——_750gp. 

SOXP—330XP_—s60%P_460.XP 
Ind 2.250 gp 3,000 gp 3000 gp 3,000 gp 
+ia0xP — 240xP 240 xP 240K | 
iid___5625 gp 6750 gp 7.875 9 5.625 gn_| 
“450XP__«540.XP_+630.XP__+480.4P_| 
sth 10800gp 12000gp 15.000gp 10.500gp | 
+HOXP —-960XP+1.200XP +840 XP 


* Caster eve is half lass level 
(Casts assume that the creator makes the wand at the minimum 
caster level, 


The creator must have prepated the spell 10 be stoned (or must 
know the spel, in the case ofa sorcerer or bard) and must provide 
any focuses the spell requires, Fifty ofeach needed material com- 
ponent are required, one for each charge. If casting the spell 
‘would reduce the casters XP rota, she pays the cos (multiplies by. 
50) upon beginning the wand in addition to.the XP cost for} 
making the wand itself. Likewise, material components are con-| 
{sumed when she begins:working. but focuses are not. (A focus 
used in creating a wand can be reused.) The act of working on the), 
jsvand riggers the prepared spell making it unavailable forcast 
during each day devoted to the wands creation. (That is that spell 
| slotis expended from her currently prepared spells just asifit had 
been cist) 

Crafting a wand requites ane day per each 1,000 gp of the base 
price. A wand of stoneskin and a wand of charm monster each take 
‘weenty-one days to create 

Item Creation Feat Required: Craft Wand, 


GREATING WONDROUS ITEMS i 
Ito create a wondrous item, a character usually needs some sort of, 
‘equipment or tools to,work on the item. She also needs a supply of 
‘materials, the most obvious being the item itself or the pieces of 

the tem tobe assembled. the cost forthe material is subsumed in 
the cost for creating the item. Wondrous item cost ifficult to 
formularize. Refer to Table 7-33 on page 285 and use the item. 
prices in this chapter as a guideline, Creating an item costs half 

[the market value listed 

| afspells are involved in the prerequisites for making the item, 

[the creator must have prepared the spells to be.cast (or must know 

{the spells, in the case of a sorcerer or bard) but need not provide. 

jany material components or focuses the spells require, not are any 

{Post inherent na prerequisite spell incurred in the creation of 


the item. The act of working on the item triggers the prepared 
spells, making them unavailable for casting during each day ofthe 
items creation. (That is, those spell slots are expended from his, 
currently prepared spells, just as if they had been cast) 

Creating some items may. entail other prerequisites beyond or 
[other than spellasting See the individual dseriptions beginning 
{on page 246 for details. 

Crafting » woncdous item sequires one day for each 1,000 gp.of 
the base price. 

Ikem Creation Feat Required: Craft Wondrous Item. 


INTELLIGENT ITEM CREATION 
To create an intelligent item, a character must have acaser level of 
15th orhigher. Time and creation costae based on.the normal item, 
creation rules swith the market price values on Table 2-80: Item | 
Intelligence, Wisdom, Charisma, and Capabilities (page 269) 
treated as additions to time, gp cost, and XP cost. The item align: 
{mentisthe simeas itscreator’s Determine other features randomly, 
following the guidelines in the relevant sections ofthis chapter. 


ADDING NEW ABILITIES 

‘creator can add new magical abilities to.a magic tem with no 
restrictions. The costo do this s the same asf the item was not 
magical. Thus, a4 longswond can be made into.a+2 vorpal ong 
sword, with the cost to create it being equal. to.hat of a+2 vorpal 
swond minus the cst fia +1 won 

If the item is one that occupies a specific place on a characte’ 
boy (see Magic ems on the Body, page 214),the cost of adding | 
‘ny additional ability o that item increases by St Fox example if 


a character adds the power to confer niubility thet singof pot: 
tion +2, the cost of adding this ability is the same as for creating | 
ring of nvsity mulled by 1 


BEHIND THE CURTAIN: 
BODY SLOT AFFINITIES 
‘A character who already has winged boots wants the hast effect pro 
vided by boots of speed. The player asks, *Can | make a hat of speed 
Instead?" What's your answer? 

The question comes up with some frequency because some parts of 
the body can accommodate many more kinds of magic items than 


thers. Almost every character gets a magie cloak of some kind early in 
her career, even ifit's a simple clock of restance +, But magic vests 
tare few in number, and almost all the magic robes are too expensive for 
lowslevel characters. Characters who have “empty" spaces on their 
bodies are natually eager to fill them with useful tems that would ord: 
arly go in spots where they already have magi: 

Some magic items strain credulity if they're placed in an unusual 
location on the body. I's much easier to imagine gountlets of ogre power 
than goggles of ogre power. Other changes seem straightforward 
‘enough: fr instance, a cloak of blending makes just as much sense as 
robe of blending 

Each location on the body, or body slot, has one or more affinities: 
‘4 word or phrase that describes the general function or nature of magic 
Items designed for that body slot. Body slot affinities are deliberately 
broad, abstract categorizations, because a hard-andfast rule can’t 
cover the great variety among wondrous items. 

You can use the affinities in the list below to guide your decisions on 
Which magic items you'l allow in which body slots. And when you 
design your own magie items, the affinities give you some guidance for 

‘hat form a particular item should take. 

Some body slots have different affinities for different specific 


items, Gloves and gauntlets occupy the same body slot, for 
‘example, but have the affinities of quickness and destructive power 
respectively. 


Body Slot Afinity 

Headband, helmet ‘Mental improvement, ranged attacks 
Hat Interaction 

Phylactery Mocale, alignment 

ye lenses, goggles Vision 


Cloak, cape, mantle 
Amulet, brooch, medallion, 
necklace, periap, scarab 


‘Transformation, protection 
Protection, discernment 


Robe Mulhple effects 

Shirt Physical improvement 
Vest, vestment {Class ability improvement 
Bracers Combat 

Bracelets Allies 

Gloves Quickness 

Gaunt Destructive power 

Belt Physical improvement 
Boots Movernent 


Wondrous items that don't match the affinity fr a particular body 
slot should cost 50% more than wondrous items that match the 
affinity. Compare the boots of teleportation with the helm of teleport 
tion. Unless you are intentionally aiming for a truly oddball game, 
avoid patently absurd combinations such as eyeglasses of giant 
‘Strength at any price, 


bis chaptef has thtee pate Special Abiltier, Condition 
Summary, and The Environment. Throiygout the pathy 
Youll find wefergncos fo spedal Bbilities ofall kinds 
if dnergypllfe-niimbing touclgh,iud-the ability 10 become 
stantial eo-namsea few, This section Wlenates the shost 
‘ighifiane abilities and provides devails on how to use thet 
and whit they Took bike 
Folldwing thigseetioh youean find a coniprehens 
mary of character conditions, such as panicked 
pless 16a character falls victim to any sort o 
Aram fees tefero that condition’ listing for how to handle 


Jand 


the:situation. 
Finully, petits of the environment such a drownixg, and the 
effectyof heatand cold are covered in the closing section 


| S g 
i TA special ably is eitherextraordinary,spelike, or supernatural 
ie rate 

Extraordinaty Abilities (Ex): Extraoniary ab 
magical. they ate, hovéever, not something that just anydbe ean, 
oor eyen learn to da without extensive traning (which; in gue 
terms, means ur take anew character class. monks ability 0 
evade attacks anda barbarians uncanny dodge ane exraosinary 
Ubilitiegaffectoneateas that negate oF disrupt magic have no 
coffee on exttagndinary abilities 

‘Spell-Like Abilities (Sp): Spell-like abilities) the name 
implies, are spell and magical abilities that are very much ik& 
spells Spolldike abilities ate subject spell resistunceand dispel 
‘magi. They do nar funetoivin areas where magic issuppres 
negated (suchas an uniinaiefeld) 


C 


RIVISS 


peasy “ony 


Supernatural Abilidies (Su) Sypertaniral abilities are 
rnpaical but-not spel)like: this Atsseaehing category 
{chides the baalisks peerfving stake, ee monks ki strike, 
anJ the ghouls patalyrié ouch. Supernatural abilities are 
‘ngnaubject to spell eystimcgand do sigh ction in areas 
White: maienis Auppressell ot nieyated (such ax on 
‘yf peagc fel) 2 spor orara-abiligreffect cannot be 
isp and is not subjecrtacounterspell 

Scetable $21, 6n the nett pages for usurhmary ofthe 
typeb of special abilities 


ABILITY SCORE LOSS 
‘An uncles! shadowsouches Tordel, 


LHOId aaldVHO 


1d his. axe immedi 
ately feels heavier in his hand. A abt Wasp. stings 
Mialee, aid her notinally graceful movemésts bérome 
hhaifog and sift 
Various attacks cai ability score loss either ability 
HYamagevor ability drain: Points lost to ability damage 
returfpat he rate of 1 point per day (orsdouble that if 
the charietér géts complete bed cest) 16 each dam: 
‘ged abiityfand the spells le estoratiow amd sto 
tion offserability damage ag well Ablbty dial, how 
ver, fs Permanent, though resfortien eanrtestove 
ceyen those lst ability score points 
‘While any oss is debilitating, losingall ints in 
an abil ycone can be devastating 
42 Strengrh 0 micas thatthe character canpot move at 
all-He liéshelplesson the ground. 
‘s-<Drsrertty Omeahs thatthe character eannot move 
tall He stands motittess, rigid, and helpless. 
+ Constitution 0 means that the characteris dead, 


Tape 8-1: SPECIAL ABILITY TYPES 


Extraordinary Spell-tike Supernatural 
Dispel ‘No Yes Yes 
Spell resistance No Yes No 
Antimagic field No Yes Yes 
Attack of opportunity No Yes No 


Dispel: Can dsgel mogic and similar spells dispel the effects of abies 

[-fthat type? 

[Spell Rsitonce: Does spell resistance. protect » creature from these 

abilities? 

“Atinage Field Does an antimapic ldo similar mage suppress the) 

Labi? 

‘Attack of Opportunity: Does using the ability provoke attacks of 
‘opportunity the way that. casting a spell does? 


+ Inelligence 0 means that the character cannot think and is 
tunconscious in a comalike stupor, helpless. 

{= wisdom o means cha the characteris withdrawn into a deep), 

{sleep filled with nightmares, helpless. 

{+ Charisma 0 means thatthe character is withdrawn into a cata: 
tonic, comalike stupor, helpless 

Keeping track of negative ability score points is never neces: 
sary. A character's ability score cant drop below 0, 

Having score of 0 in an ability i different from having no abi 
ty score whatsoever, A wraith has no Strength score, not a 
Strength score of 0A clay golem has no Intelligence, not an Intl 
Htigence score of The wrath can move itjustcant act physically 
{onother objects The golem is not ina stupor or helpless, but thas 
{no thoughts or memory. 

Some spells or abilities impose an effective ability score reduc 
tion, which is diferent from ability score loss. Any.such reduction 
disappears atthe end of the spells or ability duration, and the 
bility score immediately returns to its former vale 

Ifa characters Constitution score drops. then he loses t hit 
polit pet Hit Die for every point by which his Constitution mod: 
fier drops. For example, at 7th level, Tondek is hit by-poison that 
causes his Constitution to drop from. 16.6013, His Constitution 
rmodifir falls from +3 10 +1, 0 he loses 14 hit points (2 pet level). 
‘A minute later, the poison deals another 8 points of Constitution 
damage, dropping his score to § and his modifier to ~3, He loses 
another 28 hit points—fora total of 42 hit points lost because of, 
an overall 6-point drop in his Constitution modifier. 

‘Ait point score cant be reduced by Constitution damage or 
drain to less than 4 hit point pet Hit Die. At 7th level, Mialee has 
22 hit points when fully healed. Even if her Constitution score 
‘drops to § ot lower, she will still havea least 7 it points (less any 
damage she may take), 

The ability that some creatures have to dain ability scores (such 
{as shadows draining Strength or lamias draining Wisdom) is» 
|supernarural one, requiting some sort of attack. Such creatures do 

not drain abilities from enemies when the enemies strike them, 
‘even with unarmed attacks or natural weapons. 


ANTIMAGIC 
‘The beholder opens its lange central eye, and suddenly Lida (who 
had been invisible) becomes visible, and Tordek (who had been 
flying) drops unceremoniously to the floor, The adventurers 


‘magic weapons ate now no better than masterwork versions, and. 
their ayers of magical protections are gone. The fire giant working 
with the beholder hefts his axe, grins, and charges 

‘An antimuagic fel spell or the main eye ray ofa beholder cancels 
| magicalrogether This spellike effect is extremely powerful—the 

Jultimate defense.against magic. An antimagic effec has the fol 

owing powers and characteristics. 
+ No supernatural ability, spell-like ability, or spell. works in an 
ates of antimagic (but extraordinary abilities sll work), 

4+ Antimagic does not dispel mage; t suppresses it. Once amagis, 
cal effect is no longer affected by the antimagic (the antimagic 
fades, the center ofthe effect moves away, and soon), the magic 
returns. Spells that stil have part of theic duration left begin 
functioning again, magic ems are once.again.useful. and so 
forth. 

+ Spell ateas that include both an antimagic area and a normal 
{_atea, but are not centered inthe antimagic aea, till function in 
[the normal area IF the spells center is in the antimagic aea, 

then the spells suppressed. 

Golems and other constructs, elementals, outsiders, and corpo- 
real undead, still function in.an.antimagic area (though. the 
sntimagic area suppresses their spllcasting and their superna: 
vual and. spell-like abilities. normally), AF such. creatures. are 
summoned or conjured, however, see below. 

+ Summoned or conjured creatures of any-type,as well as incor 
poreal undead, wink out if they enter the area. of an antimagic. 
effect, They reappear in the sime spot once the field goes away. 

“+ Magic items with continuous effects, such as aigof holding. do 
not function in the area of an antimagic effect, but thelr effects 
are not canceled (so the contents ofthe bag are unavallable, but 
neither spill out nor disappear forever) 

+ Two antimagicareasin the same place do nor cancel each other] 
‘out, nor do they stack. 

+ Wil of fone prismatic wal, and prismatic sphere ate notalfected by 
antimagic. Break enchantment, diel. magi, and. gral dis. 

‘magic spells do not dispel antimagic. ination 
has a 1% chance per caster level of destroying an.antimgi fild 
{fF che antimage field survives the disjunction, no items within it 
are disjoined 


BLINDSIGHT AND BLINDSENSE 

‘Some creatures have blindsight. the extraordinary ability to use a 

nonyisual sense (ora combination of such senses) to operate effec: 

‘ively svithout vision, Such sense-may.inchude sensitivity to vibr 

tions, acute scent, keen hearing, or echolocation, This ability makes 

{invisibility and concealment (even magical darkness) irrelevant to 

the creature (though it still cant see ethereal creatures). This ability 

‘operates out toa range specified in the creature description. 

+ Blindsight never allows a creature fo distinguish color or visual 
contrast A creature cannot read vith blindsight. 

+ Blindsight does not subject. a creature 10 gaze attacks (even 
though darkvision does). 

+ Blinding aacks do not penalize creatures using blindsight. 

+ Deafening attacks thwart blindsight if it relies on hearing (asa 
‘bath echolocation ability does), 

+ Blindsight works underwater but notin 9 vacuum, 

+ Blindsight negates displacement and blur effects 


VARIANT: SEPARATE ABILITY LOSS 
Some players don't like keeping track of abllty scores that go down 
because they find it hard to recalculate their statistics based on their 
new ability modifiers, These players may find it easier to track ability 
loss separately sort of the way nonlethal damage works. In ths variant, 
for each 2 points of ablity damage, the character takes a ~1 penalty on 


checks related to that ability If the ability loss equals or exceeds the 
ability score, then the character suffers the effect of having a 0 score in 
that ability, Abily damage goes away atthe eate of 1 point per day 

“This variant leads to very nearly the same results as standaed ability 
loss does. 


a 


Blindsense: Other creatures have blindsense, a lesser ability 
that lets the creature notice things it cannot see, but without the 
precision of blindsight. The creature with blindsense usually does 
not need to make Spot or Listen checks to notice and locate crea 
tures within range of its blindsense ability, provided that it has. 
line of effect to that creature. Any opponent the creature cannot 
see has rotal concealment (Si miss chance) against the creature, 

|with blindsense, and the blindsensing creature still has-the| 
‘normal miss chance when attacking foes that have concealment... 
Visibility still affects the movement ofa creature with blindsense. 
‘A cceature with blindsense is stil denied its Dexterity bonus t0 
‘Armor Class against attacks {rom creatures it cannot se. 


BREATH WEAPON, 
‘While dragon fireisthe classic example, a breath weapon may also 
thea cloud of poisonous gas.a boltof lightning, ora stream of acid 
The creature is actually expelling something from its mouth 
(atherthan conjucingit by means ofa spell orsome other magical, 
effect). Most.cteatutes with breath weapons are limited t0.2 
numberof uses per day or by aminimum length of time chat must) 
‘pss between uses. Such creatures are ustally smart enough to, 
save their breath weapon until they really need i. 
+ Using a breath weapon is typically a standand action, 
+ Noattack rollis necessary. The breath simply fills its stated area. 
+ Any character caught in the area must make the appropriate 
saving throw or suffer the breath weapons full effect. In many 
cases, a character who succeeds on his saving throw sil takes 
half damage or some other reduced effect. 
‘+ Breath weapons ae supernatural abilities except where noted. 
‘+ Creatures are immune to their own breath weapons 
atures unable ro breathe can sil use breath weapons. (The 
term is something of a misnomer) 


CHARM AND COMPULSION 

‘As the strange, wolflike creature loped toward Tordek, he reallzed 

that it was a good friend that meant him no harm. But why was 

Mialee casting. firebull at if? He needed to stop her from doing. 

chat again, Later, things got even worse when Lidda didn know. 

that the noble she was chatting up was actually a vampire. Ate. 

‘one ook into his eyes, she heard his voice inher mind, giving het} 

orders that she obeyed without hesitation, She felt like a mere. 
‘observer, trapped behind her own eyes, watching as “she sought 
‘our her companions and invited them to a private party at the 
nobles estate 
Many abilities and spells ean cloud the minds of cliaracrers and 
monstets, leaving them unable to tel frend ftom foe—or worse 
yet deceiving them into thinking that thei former friends are 
how theie worst enemies. Two general types of enchantments af 
fect characters and creatures: charms and compulsions 

CCharmuing another creature gives the charming character the 
abilty.to befriend and suggest courses of actions to his minion, 
but the servitude isnot absolute or mindless. Charms ofthis type 
include the vasious charm spells. Essentially, a charmed character 
retains free will but makes choices according toa skewed view of, 
the world. 

‘+ A charmed creature doesnt gain any. magical ability ro under- 
stand his new friend’ language. 

+ A charmed character retains his original alignment and alle: 
giances, generally with the exception that he-now regards the 
charming creatute asa dear friend and will give great weight 10 
‘his suggestions and directions. 

[=A charmed character fights his former allies onlyifthey threaten 

| his new ftiend, and even then he uses the leat lethal means at 
his disposal as long. as these tactics show any- possibility of 
success (justas he would in fight between two actual friends). 

*+ A charmed characteris entitled to an opposed Charisma check. 
against his master in order to resist instructions or commands 


that would make him do something he wouldnt normally do 

even fora close friend, If he succeeds, he decides not to.g0, 

along wth that order but remains charmed. 

+A charmed character never obeys « command that is obviously 

| suicidal or grievously harmful 0 her. 

{Af the charming creature commands his minion ro do some 

{thing thar che influenced character would be violently opposed 

10, the subject may attempt new saving throwto break fee of 

the influence altogether. 

+ Acharmed character who is openly aracked by the creature who 
‘harmed im or by that creature’ apparentallies automatically 
fred ofthe spell or effect. 

Compulsion is a different matter altogether. A compulsion 
overrides the subject's free will in some say-or simply, 
changes the way the subject’ mind works. A charm -makes the: 
subject friend of the caster; compulsion makes the subject 
jabey the caster 

Regardless of whether a characte is charmed or compelled, he 
|ywont volunteer infocmation ot tactics shat his master doesnt ask 
‘for. fa Astleve wizard happens to have a sof of fi the vampite 
that is compelling him doesnt know that the wand is there and. 
cant tll the wizard to give him the staff or use-the staff on his 
former friends. The vampite, however, can.sty,"Hand over your 
‘most powerful magic item. 


COLD IMMUNITY 
Acreature with cold immunity, such as a frost giant, never takes cold, 
darmage. It has vulnerability to fire, which means it takes half again.as 
much (450M) damage as normal from fre regardless. of whether a 
saving throw is allowed, o i the save isa success ot failure 


DAMAGE REDUCTION 
The arrow sticks into.the vampire, bue she just pulls it our and, 
laughs as the wound instantly heals, "You!ll need to do better than. 
that she hisses 

‘Some magic creatures have the supernatural ability to.instantly 
heal damage from weapons or to ignore blaws altogether as 
though they were invulnerable, 

‘The numerical part of a creatures damage reduction is the 
‘amount of it points the cxeatute ignores from normal attacks, 
Thus, ¢ creature with a damage eduction number of 5 struck for & 
points of damage ignores 5 points and takes only 3, 

Usually, certain type of weapon.can overcome this reduction. 
‘This information is separated from the damage reduction number 
by a slash. For example, a werewolf's damage reduction is 
10/silver, meaning the werewolf ignores the first 10 points of 
damage from every normal attack unless the weapon is made with 
alchemical silver. Other kinds of damage reduction are overcome 
bby magic weapons (any weapon swith a-+1 of higher enhancement 
bonus, not counting the enhancement from masterwork quality), 
certain types of weapons (such as slashing or bludgeoning), and 
‘weapons imbued with an alignment (such as that granted by the 
holy special ability or the align. weapon spell), If a dash follows the 
‘slash (as with the damage reduction that is a class feature of the 
barbarian), then the damage reduction is effective against any 

ack that does not ignore damage reduction. 

Ammunition fired from a projectile weapon with an enhance- 
ment bonus of +1 or higher is treated as a magic weapon for the 
purpose of overcoming damage reduction. For example,asling| 
stone hurled from a+ slingis treated as a magic weapon. Similarly, | 
ammunition fired from a projectile weapon with an alignment| 
(such asa +1 holy.longhow ora crossbow under the effect of the) 
‘align weapon spell) gains the alignment of that projectile weapon) 
Gn.addition to any alignment it may already have), For example, a 

{+Lunholy arrow fired from a +2 anarchic shortbow would be both 
evil-aligned and chaos-aligned (the former from its own unholy 
special ability the later from the shortbow), 


‘Whenever damage reduction completely negates the damage 
from an artack,italso negates most special effects that accompany. 
the attack, such as injury. type poison.a monk’ stunning, and 
injury type disease, Damage reduction does not negate touch 
attacks, energy damage dealt along with an attack (such as fire, 
damage from fire elemental), or energy drains, Nor does it affect | 
poisons or diseases delivered by inhalation, ingestion, oF contact. 
[attacks that deal no damage because of the targets damage reduc-| 
tion do not disrupt spells, 
spells, spell-lik abilities, and energy attacks (even nonmagical| 
fire) ignore damage reduction. 
| Sometimes damage reduction is instant healing. A sword slash 
‘across a demons hide slices it open, but the open wound seals as 
fast as it's made. Sometimes damage reduction represents the 
creature's rough hide or body, such as with a gargoyle or iron 
golem, In either case, characters can see that conventional atacks 
lont.work 
Ia creature has damage reduction from more than one sources 
{the wo forms of damage reduction do nor stack. Instead, the crea-| 
Jrure gers the benefit ofthe best damage reduction ina given situa} 
tion. For example,a sverebear with damage reduction 10/silver 
receives a rightous might spell and gains damage reduction $/evl 
1 the werebear is attacked with a weapon that is neither silver nor 
evil ic takes 10 fewer points of damage from each arack. Damage 
from a silver weapon that is not evil is reduced by 5 points per 
tack (since ir bypasses the DR 10/slver but not the DR s/evl), 
jand damage from an evil weapon that is not silvers teduced by 10, 
{points per attack (since it bypasses the DR $/evil but not the DR. 
Ftovliver.Onlya weapon thats oth ilvecand evi uch asa ai 
{ered unholy weapon) deals fll damage o he sxeatute 


DARKVISION 

Darkyision is the extraordinary ability to see.with no light source 
{arall, out toa range specified for the creature 

Darkvision is black and white only (colors cannot be dis 
cerned). At does not allow characters to see anything that they. 
could not see otherwise—invisible objects are stil nvisibl, and 
illusions are still visible as what they seem to be. Likewise, dark 
vision subjects a creature to gaze attacks normally 

the presence of light does not spoil darkvision. Lf character 
has darkvision with a 604400 ange, and he stands within a 20foot 
radius of light, the character ean see normally in the light, and 40, 
feet beyond the light because of his darkvision. 


DEATH ATTACKS 
Lidda, scouting ahead of her party, meets the eyes ofthe figure she 
discovers in.the shadows. Is one of the awful undead creatures 
Jknown as bodaks. She feels a sudden vertigo, as her spark of life 
itself i attacked by the bodaks supernatural power. 

The bodak’s abyssal eyes can kill with a glance. The dreaded 
power.wond kill spell can slay without even allowing the victim a 
saving throw A single armaw of slaying can fell a dragon, Even a 
fighter with 100 hitpoints can be killed by a single death attack 
In most cases, a death attack allows the victim a Fortitude save 
to avoid the affect, but if the save fails, the character dies 
instantly 
* Rate dead doesnt work on someone killed by a death attack 

Death attacks slay instantly. A victim cannot be made stable and 

thereby kept live. 

+ In case it matte 
|=to hit points, 
[+ the spel death ward prorecsa character against these attacks, 


QISEASE 
‘When a character is injured by a contaminated attack (such as 
mummy's slam attack, which can transmit mummy rot, 
touches an item smeared with diseased marter, ot consumes dis: 


adead character, no matter how she died, has 


‘aseciainced food or drink, he must make an immediate Fortic| 
tude saving throw, If he succeeds, the disease has no eflect—his] 
immune system fought off the infection. If he fails, he takes 
damage after an incubation period. Once per day afterward, he. 
jmust make a successful Fortitude saving throw to avoid 
repeated damage, Two successful saving throws in a row indi 
late that he has fought.offthe disease and recovers, aking no 
more damage. 

You can roll these Fortitude saving throws forthe player so that 
Lhe doesnt know whether the disease has taken hold, 


Disease Descriptions. 
Diseases have various symptoms and are spread through a number 
of vectors. The characteristics of several typical discases are sum: 
marized on Table 8-2: Diseases and defined below. 

‘Disease: Diseases whose names ate printed in italic in the table 
jane supernatural in nature. The others ate extraordinary 

{necion: The diseases method of delivery—ingested, inhaled, 
via. injury or contact. Keep in mind that some injury diseases may. 
‘he transmitted by as small an injury asa flea bite and that most 
inhaled diseases can also be ingested (and vice vers). 

DC: The Difficulty Class forthe Fortitude saving throws to pre 
vent infection (if the character has been infected), to prevent each 
instance of repeated damage, and to recover from the disease. 

‘ncubation Period: The time before damage begins. 

Damage: The ability damage the character takesafter incubation 
and each day afterward 

‘Types of Diseases: Typical diseases include the following: 

‘Blinding Sicknes: Spread in tainted water 

‘Cackle Fever Symptoms include high fever, disorientation, and 
frequent bouts of hideous laughter. Also known as “the shrieks. 

‘Demon Fever: Night hags spread it. Can cause permanent ability. 
drain 

Devil Chile Barbazu and pit flends spread itt rakes three, not 
two, successful saves in a row to recover from devil chil 

Filth Fever: Dire rats and otyughs spread it Those injured while 
in filehy surroundings might als eatc it 

Mindjire: Feels like your brain is burning. Causes stupor. 

‘Mummy Rot: Spread by mummies. Successful saving throws do 
not allow the character to recover (though they do prevent 
damage normally), 

ed Ache: Skin turns xed, bloated, and warm to the touch. 

the Shakes: Causes involuntary twitches, tremors, and fits. 

limy. Doom; Victim turns inte infectious goo from the inside 

‘out. Can cause permanent ability drain, 


Taote 8-2: Diseases 
Disease Infection DC _ Incubation Damage 
Blinding sickness Ingested 16 1d3 days. 144 St 
Cachle fever Inhaled 161 day 1d6 Wis 
Demon fever Injury 18 Vay 16 Cont 
Deol chills? Injury, 14 Yet days. Ye Str 
Filth fever Injury 12 Nd days” 163 Dex, 
163 Con 
Mindfire Inhaled 12.1 day id Int 
Mummy rot Contact 201 day 146 .Con 
Red ache Injury 1S ‘Ve days Nd. Ste 
Shakes Contact, 13. day 148 Dex 
Sim doom, Contact 14 day 1d4.Con? 


| ach time the vietim takes 2 or more damage from the disease, he 
‘must make anather Fortitude save or be permanent blinded, 

'2 When damaged, character must succeed on anottier saving throw. 
(1 point of damage is permanent drain instead, 

3 The victim must mae three successful Fortitude saving throws ina 
‘1940 recover from devil chills 


‘A Successful saves.do not allow the character to recover. Only magical 


healing can save the character, 


Healing a Disease 
Use of the Heal skill can helpa diseased character. Every time a 
diseased character makes.a saving throw. against disease effects, 
the healer makes a check. The diseased character can use the 
healer resul in place of his saving throw if the Heal check result 
is higher. The diseased character must be in the healers care and, 
must have spent the previous & hours resting, 

Characters recover points lost ro ability scare damage at arate. 
i perday per ability damaged, and tis rule applies even while a dis-| 
‘ease in progress. That means thata character with a minor disease 
might be able ro withstand it without accumulating any damage. 


ENERGY DRAIN AND NEGATIVE LEVELS 
‘An undead wight hashes an adventurer, and she feels cold and 
‘weal, while the wight moves with greater vigor than before, When 
the wight strikes heragain, she grows weaker, as i her life force 
{vere slipping away. Her friends see her face drain of color and her 
flesh shrivel slighdy, With th third strike, the adventurer falls 0, 
the ground, a desiccated husk. A fellow adventurer, also struck by 
the wight, survives the encounter, Over the next day hs spt ral: 
lie, and he throws off the hungry force that clawed at his very soul 

Some horrible creatures, especially undead monsters, possess 
fearsome supernatural ability to drain levels from those they 
strike in combat. The creature making an energy drain attack 
draws a portion ofits victims fe force ftom her 

Most energy drain attacks require a successful melee attack 
‘toll—mere physical contact is not enough..Monks, for instance, 
‘aan pound such creatures with theie fists without risking their 
lie energy. 

Each successful energy drain attack bestows one or more nega 
tive levels on the opponent. creature takes the following pena 
ties for each negative level it has gained, 

1 onal skill checks and ability checks. 

=1 onattack rolls and saving throws, 

Shit points 

=Leflective level (whenever the creature’ level is used in.adie 
roll or calculation, reduce it by one foreach negative level) 

Uf the victim casts spells, she loses access to one spell.as i she 
had cast her highest-level, currently available spel. (Uf she has 
‘more than one spell at her highest level, she chooses which she. 
loses) In addition, when she next prepares spells or regains spell 
slots she ges one less spell slat her highest spell level 

‘Negative levels remain for 24 hours or until removed with 
spell, suchas rsorton. After 24 hours the afflicted creature ms 
ttemapt Fortitude save (DC 10.2 4/2 attacker's HD attacker's 
(Cha modifies). (The DIC is provided in.the attacker's description.) 
Ifthe saving throw succeeds, the negative level goes away with no 
harm to the creatuee, The afilicted creature makes a separate 
‘saving throw for each negative level thas gained, Lf the save fails, 
the negative level goes away, but the creature's level isalso reduced 
by one (see Level Loss, page 296). 

A character with negative levels at least equal to her current 
level, or drained below. tst level, instantly slain. Depending on 
che creature that killed her she ay rise the next night asa mon 
ser of that kind. not, she rsess.a wight 

‘A creature gains § temporary hit points for each negative level 
irbestows (though not if the negative level is caused by a spell or 
similar effect) 


ETHEREALNESS 
Gut of nowhere, a spider the size ofa horse appears and bites 
‘Mialee. Lidda wheels ro stab it, but its gone. The adventurers 
‘Know.the phase spider is somewhere neachy, lurking on the Ethe- 
real Plane, watching them and waiting. 
‘hase spiders and certain other creatures can exist on the Ethe-| 
real Plane (see page 151), While on the Ethereal Plane, a creature is 


called ethereal Unlike incorporeal creatures, etheveal creatures 
axe not presenton the Material Plane 

Ethereal creatures are invisible, inaudible, insubstantial, and. 
scontless to creatures on the Material Plane. Even most magical at 

‘tacks have no effect on them, Scemvsblty and tru seeing real 
ethereal creaures. 

‘An otheteal creature an see and hear into the Material Plane in 
1 60-foot radius, hough material objects still block sight and 
ound, (An ethereal creature cant see through a material wal, for 
instance.) An ethereal creature inside an object on the Material 
Plane cannot see. Things on the Material Plane, however, look 
gray indistinct and ghostly. An ethereal creature cant affect the 
‘Material Plane, not even magically. An ethereal creature, however, 
interacts with other ethereal creatures and. objects the.way.mate 
sia creatures interac with material creatures and objects. 

Evenif creature on the Material Plane can see an ethereal crea 
tute (for instance, with se inisbiliy, the ethereal creature s.on 
another plane. Only force effects (such as magic mle) can affect 
|the.ethereal creatures. {f, on che other hand, both creatures ae. 
ethereal, they can affect each other normaly 

‘A force effect originating on the Material Plane extends onto 
the Ethereal Plane, so chat uloffore blocksan.ethereal creature, 
and a magic msi can strike.one (provided the spelleaste can see 
the ethereal target) Gaze effects and abjuraionsalso extend from, 
the Material Plane 0 the Ethereal Plane, None of zhese effects 
‘extend fiom the Ethereal Plane tothe Material Plane 

Ethereal creatures move in any direction (including. up or 
dwn) at will. They. do not need ro walk on the ground, and mate-, 
rial abjects dont block them (though they cant see while theit 
yes are within solid materia) 

Ghosts have a power called manifestation that allows them to 
appear on the Matecial Plane as incorporeal creatures. Still they. 
tre on the Ethereal Plane, and another ethereal creature can inter: 
‘ct normally with a manifesting ghost 

Ethereal creatures passthrough and operate in. waters easly 

Fthereal creatures do not fll or take falling damage 


EVASION AND IMPROVED EVASION 
These extraordinary abilities allow the target of an area attack ro 
Jeap oF twist out ofthe way. Rogues and monks have evasion and 
Improved evasion as class features, but certain other creatures 
have these abilities, too 

{f subjected to an attack that allows. a Reflex save for half dam: 
age.acharacter with evasion takes no damage on asuccessul save 

‘As witha Reflex save for any creature, a character must have 
room ta move in order to evade, A bound character or one squeet 
tng through an atea (crawling through a2-1/2foor-vide shot, for 
‘example) cannot use evasion. 

‘Axwwith a Reflex save for any creature, evasion is reflexive abil 
ity The character need not know hat. the atack is coming to use 
evasion. 

Rogues and monks cannot use-evasion in medium or heavy 
frmot, Some creatures with the evasion ability as an innate quality 
do not have this limitation. 

Improved evasion is like evasion, except that even on a failed 
saving throw the character takes only balf damage 


FAST HEALING. } 
A creature with fast healing has the extraordinary ability to egain| 
hitpoints atan exceptional rat. Except for whats noted hee, fst) 
healing is like natural healing (sce page-146.of the Bayer Hand-) 
rool. | 

‘Acthe beginning ofeach ofthe creatures turns, ithealsa certain 

‘number of hitpoints (defined in its description), 

Unlike regeneration (page 298), fast healing does not allow a 

‘reature to regnon¢ or reattach lost body parts 


‘A creature that bas taken both nonlethal and lethal damage 
heals the nonlethal damage frst. 

Fast healing does not restore hit points lost from starvation, 
thirst, or suffocation, 

Fast healing does not increase the number of hit points} 
regained when a creature polymorphs. 


FEAR i 
‘Ayoung adult green dragon changes the adventurers Tondek feels | 
anwinge of fear bur grits his teeth and ignores it. Lidda doesnt) 
‘stand up as well the charge. She holds her ground, but fear takes 
|the-edge of her skill The cobort who had recently joined them, 
hhawever, drops her sword and fles recklessly, her screams fading 
inthe distance, 

Spells, magic items, and certain monsters ean affect characters 
with fear, In most cases, the character makes a Will saving throw 
to resist this effect, and a failed roll means that the characteris 
|shaken, tightened, or panicked. it 

‘Shaken: Characters who are shaken take a~2 penalty on attack] 
tolls, saving throws, skill checks, and ability checks. 

Frightened: Characters who are frightened are shaken, and in 
addition they fle from the source oftheir fear as quickly as they 
can. They can choose the path of their fight. Other than that stip- 
tlation, once they are our of sight (or hearing) of the source of 
their fear, they can act as they want. However, ifthe duration of 
theit fear continues, characters can be forced. flee once more if 
|the source oftheir fear presents itself again, Characters unable to 
[ttc can fight (though they are still shaken): 
|. Panicked: Characters who are panicked are shaken, and they 
‘tun away fromthe soutce of their fear as quickly.as they can, 
|Other than running away from the source, their path is random, 
{they flee from all ocher dangers that confront them.rather than 
facing those dangers, Panicked characters cower f they are pre 
{vented from fleeing 

Becoming Even More Fearful: Fea effects ane cumulative. A 
shaken character who is made shaken again becomes frightened, 
anda shaken character who is made frightened becomes panicked 
{nstead. A frightened character who is made shaken or frightened 
‘becomes panicked instead. i 


FIRE IMMUNITY. 

‘Acreatute with fire immunity, such asa fire giant,never takes fi 
damage. It has vulnerability to.cold, which means it takes half 
‘gain os much (+S) damage as normal from cold, regardless of 
whether a saving throw is allowed, or ifthe sive is.a success or 
failure 


GASEOUS FORM. 
Some creatures have the supernatural or spell-like ability o take 
|the form of a cloud of vapor or gas 

Creatures in gaseous form cant run but can Ely. A gaseous cres 
Ture an move about and de the things that cloud of gas can con- 
ceivably do, such as flow. through the crack under a door. It cant, 
however, passthrough solid matter. 

Gaseous creattites cant attack physically ot cast spells with 
verbal, somatic, material, ot focis.components. They lose their 
supernatural abilities (except for the supernatiiral ability to 
assume gaseous form, of course) 

Crearures in gaseous form have damage reduction 10/magie 
Spells, spell-like abilities, and supernatural abilities affect them 
‘normally. Creatures in gaseous form lose all benefit of material 
jarmor.Gncluding natural armor), though size, Dexterity, deflec- 
{rion bonuses.and armor bonuses from force armor (for example, 
[from the mage armor spell still apply. 
| Gaseous creatures do nor need to breathe and are immune to 
attacks involving breathing (troglodyte stench, poison gs, and. 
the Like), 


(Gaseous creatures cant enter water or other liquid They are not 
‘ethereal or incorporeal. They are affected by winds or other forms, 
‘of movingaictothe extent thatthe wind pushes them inthe direc-| 
tion the wind is moving. However, even the strongest wind cant 
disperse or damage a creature in gaseous form, 

Discerninga creaturein gaseous form from natural mist requires 
{2 DC 15 Spot check. Creatures in gaseous form attempting to hide 
{nan area with mist, smoke, or other gas gain a 420 bonus, 


GAZE ATTACKS i 
‘The medusa looks around, throwing dangerous glances every-| 
Where, and focusing its eyes on specific victims. Lida closes her 
eyes and tries to aim her atrows by ear. Jozan avert his eyes but 
tries to.watch the creature with peripheral vision so he knows 
Where to project his searing light spell. Tordek musts fare ant looks | 
the thing in the eye as he swings his mighty axe. Magic sashes 
through him, and he shrugs it of. Jozan, however, accidentally 
catches the things eye, and he's not strong enough to resist. His 
body hardens and turns stone. 

‘While the medusa gaze is well known, gaze attacks can also 
‘charm, curse, or even kill, Gaze attacks not produced by spell are 
supernatural 

Each character within range of gaze attack must attempt a 
saving throw (which can bea Fortitude or Willsave} each round at 
the beginning of his rum. 

‘An opponent can avert his eyes from the creature’ face, looking 
a the creature body, watching its shadowy, or tracking the crea 
ture in a reflective surface, Each round, the opponent has. a SO 
chance of not having to make a saving throw, The creature sith 
the gaze attack gains concealment relative o the opponent. 

‘Anopponent can shut his eyes, tue his back on the creature, or 
wear a blindfold. In these.cases, the opponent does not need 10, 
make a saving throw. The creature with the gaze atack gains total, 
concealment relative ro the opponent. 

‘Aceatute with a gaze attack can actively attempt tose its gaze 
as an attack action. The creature simply chooses a target within 
range, and that opponent must attempt a saving. throw. If the 
target has chosen to defend against the gaze as discussed above, 
the opponent gets a chance o avoid the saving throw (either S0% 
chance for averting eyes or 100%, chance for shutting eyes). Iris 
possible for an opponent.to.sive against a creature's gaze twice 
during the same round, once before its own action and once 
during the creature's action, 

Looking atthe creatures image (such asin a mi 
anillusion) does not subject che viewer toa gaze 

‘A creature is immune to its own gaze attack 

f visibility is limited (by dim lighting, a fog, or the like) so that 
‘results in concealment, theresa percentage chance equal tothe 
normal miss chance for that degree of concealment that a charac 
ter wont need to make a saving throw in a given round. This 
chance is not cumulative with the.chance for averting your eyes, 
but is rolled separately. 

Invisible creatures cannot use gaze attacks. 

‘Characters using darkvision in.complete darkness are affected 
by.a gaze attack normally 

Unless specified otherwise, creature with a gaze attack can 
‘contro its gaze attack and “turn it off” when so desired. 


INCORPOREALITY 4 
Lidda spots a translucent face poking forth from a wall, but its| 
‘gone by the time she alerts her companions. The party starts 10 
‘back out of the.ruined throne room they'se-exploring, when 
suddenly. several ghostly figures fly out of the walls toward) 
them. Tordek raises his magic shield to fend off a spectre’ 
antack, but the incorporeal hand passes through the shield and 
{through his magic plate armor. It touches his heart, which sud- 
denly graws.cold. 


of as part of 
ck 


Spectres, wraiths, and a few other creatures lack physical 
bodies. Such creatures are insubstantial and cant be-touched by 
‘nonmagical matter or energy. Likewise, they cannot manipulate 
objects or exert physical force on objects, However, incorporeal 
beings have a tangible presence that sometimes seems like a phys: 
seal atack (uch asthe touch ofa spectre) against a corporeal crea 
ture, Incorporeal creatures are present on the same plane as the} 
characters, and characters have some chance to affect thei. 

Incorporeal creatures can be harmed only by ther incorpotea 
‘creatures, by magic weapons, or by spells, spel-lke effects, or, 
supernatural effects. Tey are itumune to all nonmagical attack 
forms. They are not burned by normal fires, affected by natural 
sold, or harmed by mundane acids, 

Even when struck by magic ot magic weapons, an incorporea! 
creature has a 0M chance-t0 ignore any damage from a corporeal 
source —except fora force effect, such as magic mis or damage 
ddealtby.a ghost touch weapon. 

Incorporeal creatures are immune to critical hits extra damage) 
{rom being favored enemies, and from sneak attacks. They move}, 
in any direction (including up or down) a wil They do not need: 
to walk on the ground. They can passthrough sold objects at wil, 
although they cannot see when their eyes are within solid matter. 

Incorporeal creatures hiding inside solid objects get a #2 cir 
‘cumstance bonus on Listen checks, because solid objects carry 
sound well. Pinpointing an opponent from inside a solid object 
uses the same rues as pinpointing invisible opponents (see Inve 
ibility, below. 

Incorporea creatures are inaudible unless they. decide to make 
noise. 

‘The physicabattacks of incorporeal eneatutes ignore material 
‘armor, even magic armor, unless itis made af force (such as mage 
armor ot bracets of armor) or has the ghost touch ability. 

Incorporeal creatures pass through and operate in water as 
‘easily as they do in ar. 

Incorporeal erates cannot fll or take filling damage. 

Corporeal creatures cannot trip oF grapple incorporeal crea 

Incorpoteal creatures have no weight and do not set off. traps 
thar ace triggered by weight. 

Incorporeal creatures do not leave foorprints, have no scent, 
and make no noise unless they manifest, and even then they only 
sake noise intentionally. 


INVISIBILITY. 

‘An invisible quasit is spying on the adventurers when Lidda gets « 
strange feeling, “There something here.’ she whispers, and sig: 
nals for silence as she tries to locate it by eat 

Theability © move about unseen is wonderful, bt isnot foo! 
proof. While they cant be seen, invisible creatures can be heard, 
smelled, or felt 

Anvisbility makes a creature undetectable by vision, including 
darkvision 

Invisibility does not, by itself: make a creature immune to cr 
cal hits, bur it does make the creature immune to extra damage 
from being a rangers favored enemy and from steak attacks. 

creature can generally notice the presence of an active invis 
ible creature within 30 feet witha DC 20 Spot check. he observer 
gains a hunch that ‘Something’ there" but cant see itor target it 
accurately with an attack, A creature who is holding stil is very 
hhard to notice (DC 30). An inanimate objec, an unliving creature 
holding stil, ora completely immobile creature i even hander to 
spot (DC. 40). Its practically impossible (+20 DC) to pinpoint an. 

{invisible creature’ location with a Spot check, and even if a char 

{acter succeeds on such acheck, the invisible creature stil benefits 
from total concealment (50% miss chance). 

creature can use hearing to find an invisible creature. A. 
character can make a Listen check for this purpose as a free) 


action each round. A Listen check result atleast equal.to.th 
Invisible crearure’s Move Silently check result reveals its pres-| 
fence, (A creatute with no ranks in Move Silently makes a Move 
Silently check.as a Dexterity check to which an armor check. 
{penalty applies.) A successful check lets a character hear an 
Jinvisible creature ‘over there somewhere. It practically impos: 
sible to pinpoint the location of an invisible creature. A Listen 
‘check that beats the DC. by 20 pinpoints the invisible creature's 
location. 


Listen CHeck DCs To Devecr INVISIBLE CREATURES 


Invisible Creature Is... pe 
{n.combat or speaking. 0 

Moving at balf speed Move silently check result 
‘Moving at fll speed Maye Silently check result 4 
Running or charging Move Silently check result ~20 
Some distance away +1 per 10 feet 

J Behind an obstacle (door), +s 

| Behind an obstacle (stone wall) +15 


‘A creature can grope about to find an invisible ereauure.A charac: 

ter can make a touch attack with his hands ot a weapon into. to 
adjacent S-foat squares using.a standard action. fan invisible 
target is in the designated area, chete isa Sti miss.chance.on the 
touch attack. If successful, the groping character deals no damage 
but has successfully pinpointed the invisible creature's current 
location. (Xf the invisible creature moves its location, obviously, is, 
jonce again unknown.) 

‘fan invisible creature strikes a character, the character struck 
stil knows the location of the creature that struck him (unti} of. 
course, the invisible creature moves), The only exception isifthe 
‘invisible crearuce has areach greater than § feet. In this case, the 
struck character knows. the genetal location ofthe creature but 
has not pinpointed the exact location. 

Ifa character tries to attack an invisible creature whose loca 
tion he has pinpointed, he attacks normally, but.the invisible 
creature still benefits from full concealment (and.thus.a 50% 
miss chance). At your option, a particularly large and slow eres 
ture might get a smaller miss chance, La,wizard project a disin 
{egrae tay into the center of an invisible Huge black pudding 
you could reduce or ignore the miss chance; its pretty hard to 
miss something that big. 

‘fa character tiesto attack an invisible creature whose loca 
tion he has not pinpointed, have.the.player choose the space 
where the character will direct the attack. If the invisible crea 
ture is there, conduct the attack normally. If the enemy's not 
there, rll the miss chance as ifit were there, dont let the player 
see the result, and tell him that the character has missed. That 
‘way the player doesntt know whether the attack missed because 
the enemy's not there or because you successfully rolled the miss 
chance, 

Lan invisible character picks up.a visible object, the object 
remains visible, One could coatan invisible object with flour ro at 
least keep track of its position (until the flour fell off or blew 
away). An invisible creature can pick up a small visible stem and, 
hide it on his person (tucked in a pocket or behind a cloak) and. 
render it effectively invisible. 

Invisible creatures leave tracks. They ean be tracked normally. 
Footprints in sand, mud, or other soft surfaces can give enemies 
clues toan invisible creature's location 

‘An invisible creature inthe water displaces water revealing its] 
location. The invisible creanure, however is till hand to see and 
benefits fom concealment 

‘A creature with the scent ability (page 298) can derect an invis- 
ible cteature a5 it woulda visible one 

‘Acteature with the Blind-Fight feat has better chance to hitan 
invisible creature- Rol the miss chance twice, and he misses only 


‘if both rolls indicate a miss, (Alternatively, make one 25% miss 
chance rll rather than two s0% miss chance rolls) 

‘A creature with blindsight can arack (and otherwise interact 
with) creatures regardless of invisibility. 

‘An invisible burning torch stil gives off light, as does an invis-_ 
Able object with a ight spell (r similar spell) cast upon it 

Ethereal creatures ate invisible. Since ethereal creatures are not 
| materially present, Spot checks, Listen checks, Scent, Blind-Fight, 
and blindsight dont help locate them, Incorporeal creatures are 
‘often invisible, Scent, Blind-Fight,and blindsigh¢ dont help crea: 
tures find or attack invisible, incorporeal creatures, but Spot 
‘checks and possibly Listen checks can help, 

Invisible crearures cannot use pxze attacks 

Invisibility does not thwart detect spells 

Since some creatures can detector even see invisible creatures, 
itis helpful tobe able to hide even when invisible 


LEVEL LOSS rt 
‘A character who loses level instantly loses one Hit Die. The char} 
‘acters base attack bonus, base siving throw bonuses, and special 
class abilities ate:now reduced tothe new, lower level. A2ni-level 
rogue, for example, normally has the evasion ability, but when she 
{sdrained to 1st level, she lses that ability. Likewise, the character 
loses any ability score gain skill ranks, and any feat associated 
with the level (if applicable), the exact ability score or skill ranks 
increased froma level now lost is unknown (ar the player has for 
{gotten} lose 1 point from the highest ability score or ranks from, 
[the highest-ranked skills. If familiar or companion creature 
(such asa paladins mount) has abilities ted toa character who has 
los evel theists ales reas fhe characters 

ew level 

The victims experience point rota is immediately set. to the 
‘dpoint ofthe previous level, For example, a character drained 
from 2nil to ist level would drop to 500 experience points 


LOW-LIGHT VISION 
Characters. with low-light vision have eyes that are so sensitive 
light that they can see twice as faras normal in dim light. bus if 
a group of adventurers passes doven a dark passage with a. torch) 
iMlursinating a 20fo0t radius, an elf with low-light vision can see 
everything within 40 feet of the torch, Low-light vision is color 
vision, A spelleaster with low-light vision can read a scroll as long. 
as even the tiniest candle lame is next 10 her asa source of light 
Characters with low-light vision can sce outsloors on a moonlit 
night as wellas they: can during the day, 


PARALYSIS 

‘A cleric of Hextor brandishes his unholy symbol at Tordek, ges- 
tutes with it, and speaks unintelligible words. Suddenly Towdek 
[fcels.his body freeze up.and he cant will his limbs to obey. He 
[stands rigid and helpless. He hears a fight raging around him and 
sees whatever passes in front of his eyes, but he cant rurn to see 
how his friends are faring. The sound of his own breath and the 
beating of his heart fll his ears. Then he hears someone behind 
him, and alle can do ishope its. fiend. 

Some monsters and spells have the supernatural or spellike 
ability ro paralyze thei victims, immobilizing them through mag 
tcal means, (Paralysis from toxins i discussed in the Poison sec 
tion below) 

A patalyzed chatacter cannot move, speak, or take any: physical 
action. He is rooted to. the spot, frozen and helpless. Nor even 

jftiends can move his limbs. Me may take purely mental actions, 
{such as asting.a spell with no components 

‘A.winged creature flying in the airatthe time sha it becomes 
paralyzed. cannot flap its wings and falls. A swimmer eant swim 
and:may.drown. 


Perils of Using Poison 
|Acharacter has 45% chance of exposing himself poison when- 


POISON 


When. character takes damage from an attack with a poisoned. 
weapon, foiches an item smeared with contact poison, consumes 
poisoned food or drink, ori otherwise poisoned, he must make a 

{Fortitude saving throw. Ife fils, he takes the poison’ initial 
‘damage (usually ability damage). Even if he succeeds, he typically 
Laces more damage 1 minute later, which he can also avoid with a 
successful Fortitude saving throw. 

‘One dose of poison smeared on a weapon or some other object 
alfects just single target. A poisoned wespon or object retains its, 
‘venom until the weapon scores hit or the objectis touched (un- 
less the poison is wiped off before a target comes in contact.with 
it), Any poison smeared on an object or exposed to the elements in 
any way-—if the vial containing itis left unstoppered, for in-| 
stance—temains potent until itis ouched or use 

Although supernatural and spelllike poisons are possible, pol: 
sonous eflects are almost always extraordinary. 

Poisons can be divided into four basic types according to the 
{method by which their effect is delivered, as follows. 

Contact: Merely touching this type of poison necessitates a 
saving throw. Itcan be actively delivered via.a weapon or a touch 
attack. Even ifa creature has sufficient damage reduction ro.avoid 
taking any damage from the attack, the poison.can stil afectt.A 
chest or other object can be smeared with contact poison.as part of 
trap, 

Ingested: Ingested poisons are virtually impossible ro uilize in 
‘combat situation, poisoner could administer. a pation toan un: 
consciols creature or attempt ro dupe someone into drinking or 
ating something poisoned. Assassin and other characters tendto 
use ingested potsans autside of combat 

Inhaled: Inhaled poisons are usually contained in fragile vials 
cor exgshells, They.can.be thrown as a ranged! attack with a range: 
Increment of 10 feet. When it strikes a hard surface (oris stuck 
hard), the container releases its poison. One dose spreads toil he 
‘volume of 10fo0t cube, Each creature within the area must make 
«saving throw (Holding one’ breath is ineffective against inhaled 
poisons they affect the nasal membranes, tear ducts, and other 
parts of the body) 

Injury: This poison must be delivered through a wound, If 
creature has sufficient damage reduction to avoid taking any damm- 
age from the attack, the poison does not affect it Traps that cause 
dlamage.trom weapons, needles, and the like sometimes contain 
{njury poisons. 

The.characteristics.of poisons are summarized on Table 8-3: 
Poisons Terms on the table ate defined below. 

Type: The poisons method of delivery (contact, ingested, 
Inhaled, oc via an injury) and the Fortitude sive DC to avoid the 
poisons damage. 

Initial Damage: The damage.the character takes immediately 
upon failing his saving throw against this poison. Ability damage 
4s temporary unless marked with an asterisk *) in which case the 
Joss isa permanent drain, Paralysis lass for 246 minutes. 

Secondary Damage: The amount of damage the character takes 1 
‘minute after exposure as a result of the poisoning, if he fails a 
second saving throw, Unconsciousness lasts for 13 hours. Ability 
damage marked with an asterisk is permanent drain instead of 
temporary damage. 

‘riceThe cost of one dose (one vial) ofthe poison. Its not pos 
sible to.use or apply poison in any quantity smaller than one dose.| 
‘The purchase and possession of poison is always illegal. and even 
in bigeitiesitean be obtained only from specialized, less than reps} 
table sources, 


ever he applies it to.weapon ot otherwise readies it for use. Addi- 
tionally, .character who rolls a natural 1 on an attack roll with a 


Taste 8-3: PoIsons, 


Poison Tyre Initial Damage Secondary Damage Price 
Carrion crawler brain juice Contact DC 13 Paralysis 0 200 g0 
Nihari, Contact DC.13. 0 446 Con 650 gp 
Sassone leaf residue Contact DC 16 2ar2hp 1d6 Con 300 gp 
Malyss root paste Contact C16 1 Dex 244,Dex 500 gp 
Teinay root Contact DC 16 146 Dex 246 Dex 750 ep 
Black lotus extract Contact DC 20 3d6.Con 36 Con 4,500,gp 
Dragon bile Contact OC 26 3d6.Su 9 1,500 gp 
Striped toadstool Ingested OC 11 1 Wis 2d6.Wis + 1d Int 180.9 
Arsenic Ingested DC 13, 1.Gon 48 Con 1208p 
Id moss Ingested DC 14 14 int 2d6 Int 125.p 
Oil of ageit Ingested DCS oO Unconsciousness 905° 
Lich dust Ingested DC.17 246 St 146 sir 250.gp 
Dark reaver powder Ingested DC 18 246-Con 146 Con + 1d6 Str 5300 ep 
Ungol dust Inhaled DC.15 cha 1d6 Cha + 1.Cha® 1,000 gp, 
Insanity mist Inhaled DC 15 14 Wis 246 Wis 1,500 gp 
Burnt othur fumes Inhaled OC 18 1 Cone 3d6 Con 2,100 gp. 
Black adder venom Injury OC 11 1d6 Con 146 Con 1208p 
Small centipede poison Injury C11 1d2 Dex 142 Dew ‘0 gp 
Bloodroot Injury C12 0 164.Con #143 Wis 100.¢p 
Drow poison Injury OC 13, Unconsciousness Unconsciousness for 244 hours 75gp 
Greenblood oi Injury BC 13, Von, 142.Con 1008p 
Blue whinnis: Ipjury OC 14 Con Unconsciousness 1205p 
‘Medium spider venom Injury OC 14 1d Sir 144 Sir 150gp 
Shadow essence Iejury C17 sue 246 Su 250 gp 
Wyvern poison Injury OC 17 246 Con 246 Con 3,000 gp 
Lage scorpion venom oj OC 18 16 Str dé Str 200 gp 
Giant wasp poison Aojury OC 18 146 Dex 106 Der 210 gp 
Deathblade Injury OC 20 146 Con 246 Con 1,800 gp 
Purple worm polson Injury OC 24 146 Str 2d6 Str 700 ap 


Permanent drain, not temporary damage. 


poisoned weapon must make a DC.1S Reflex save or accidentally 
poison himself with the weapon, 


Poison Immunities 

‘Wyvern, medusas, and other creatures with natural poison, 
attacks are immune to thelr own, poison. Nonliving creatures 
(constructs and undead) and crearures without metabolisms (such, 
ag elementals) are always, immune to poison. Oozes, plants, and, 
certain kinds of outsiders (such as tanarr) are also immune to 
poison, although conceivably special poisons could be concocted 
specifically. harm therm, 


POLYMORPH. 

Lidda thought that the caprain of the guard was acting a little 
strangely, but she put it down to stress. When she turned away, 
however, she heard a strange squishing sound behind her. She 
spunaround to see that the man had turned into a 10foottll blue: 
skinned monster, complete with a greatsword—an ogte mage. 

‘Magic can cause creatures and characters to change their 
shapes—sometimes against their will, but ustally to gain an 
advantage. Polymarphed creatures retain their own minds but 
have new physical forms. 

‘The polymorph spell (see page 263 of the Player Handbook) 
defines the general polymorph effect. 

Creatures that polymorph themselves with an ability (not a 
spell) do nor suffer disorientation (as described in polymorph). 


Since creatures do not change types, a slaying or bane-weapon. 
designed to kill or harm creatures ofa specific type affects those 
creatures even if they ate polymorphed. Likewise, a creature poly 
morphed into the form of a creature of «different rype is:not sub 
ject to slaying and bane effects directed at that type of creature. 

‘Aranger’ favored enemy:bonusis hased.on knowing what the 
foe iso ifa creature tha isa rangers favored enemy polymorphs 
into another form, the ranger isdenied his bonus, 

‘A divarf's bonus for fighting giants is based on shape and size, 
so he does not gain.a bonus against a.giant polymorphed into 
something else, but does gain the bonus against any creature poly 
morphed into. giant. 


PSIONICS 

Telepathy, mental combat and psychic powers—psionics {s a 
catchall word that describes special mental abilities possessed by 
various creatures, These ate spell-like abilities that a creature gen- 
‘erates from, the power of its mind alone—no other outside magi- 
cal force or ritual is needed. The most well known of the psionic 
creatures is.the dreaded mind flayer. which blasts its prey's mind 
and then devours the brain of the prey while it Kes stunned, Each 
psionic creature's description in the Monster Manual contains 
details on its psionic abilities 

Psionic attacks almost always allow Will saving throws.to.resist. 
them, However, not all psionic attacks are mental attacks. Some. 
psionicabilities allow the psionic creature to reshape itsown body, 


VARIANT; NONMAGICAL PSIONICS 

Under this variant rule, psionic powers aren't magical at all, but a 
different sort of estraordinary power altogether. Antimagic fields have 
no power over psionics (and likewise, most psionic abilities cannot 
Interfere with magic). A creature's special immunities o resistances to 


‘magic do not protec it from psionic abies 
‘The danger ofthis variant is that, without the traditional checks that 
evist for magic, psionic abilities quickly threaten to become over 
\whelmingly powerful Since conventional magical defenses don't work, 
plonic defenses need to be added to the treasure tables and spell. 


heal its wounds, or teleport great distances. Some psionic crea: 
tures can see into the future, the past, and the present (in far-off 
locales) as well as read the minds of others, 


RAYS 
A thin, green beam leaps from one of the beholder’ eyes and) 
streaks across the chamber at Mialee, She twists to avoid it (as she 
{would move to avoid an arrawor a sword), but the beam flies srue| 
[and connects. Green energy encompasses her in a flash, trying 10} 

‘disintegrate her. Her face contarts.as she struggles to resist the 
spel. In an instant, the green energy is gone, and Mialee is safe 
{The beholder then projectsa second eye beam at het. 

AlLray attacks, whether from a.myof enfeeblement spell or « 
beholder’ eye ray require the attacker to make successful ranged 
touch attack agninst the target. ays have varying ranges, which 
are simple maximums. A.tay's attack roll never takes a range 
penalty. Even if ray his, itusually allows the target to make a 

{saving throw (Fortitude or Will. Rays never allow a Reflex saving | 
|rhnoss.but ia characters Dexterity bonus to AC is high it might 
{be hard to hit hex with the ray in the frst place. 


REGENERATION 
Creatures with this extraordinary ability recover from wounds 
quickly and can even regrow or reattach severed body part, 
Damage dealt o the creature is treated as nonlethal damage, 
tnd the creature auromatically cures itself of nonlethal damage at 
jafixed rate (or example, § points per ound for troll). 
{Certain attack forms, typically fire and acid, deal damage to the 
Jereature normally; that sort of damage doesnt convert 10 non: 
Hfethal damage-and so doesnit go away, The creature's description, 
Jincludes the details 
Creatures with regeneration can regrow lost portions of their 
‘bodies and can reattach severed limbs or body-part. Severed parts 
{die ifthey are not reattached. 
Regeneration does not restore hit points lost from starvation, 
thirst, or suffocation, 
‘Attack forms that dont deal hit point damage (for example, 
‘implosion and most poisons) ignore regeneration 
‘An attack that can cause instant death, such asa coup de grace, 
‘massive damage, oF an assassins death attack, only chreatens the 
cate with death ia delivered by weapons tht dea eb 
lamage 


RESISTANCE TO ENERGY 
‘A creature with resistance to energy has the ability (usually extraor 
dlinary) 0 ignore some damage of. certain rype (such as cold, elec 
tricity or fie) each round, but it does not have total immunity 

ach resistance ability is defined hy. what energy type it resists 
‘and how many points of damage ate resisted. For example, a janni 
Aas tesistance to fite 10. janni.can ignore the frst 10 points of 
fire damage it takes each attack. It doesnt matter whether the 
damage has a mundane or magical source. 

When resistance.completely- negates the damage from an 
energy attack, the attack does not disrupt a spell 

This resistance does not stack with the resistance that a spell, 
such as endure elements, might provide. 


SCENT 
‘This extraordinary ability lets a creature detect approaching ene 
mies, sniff out hidden foes, and track by sense of smell 
‘creature with the scent ability ean detect opponents by sense 
of smell, generally within 30 feet. Ifthe opponent is upwind, the 
range is 60 feet. If itis downwind, the range is 15 feet. Strong 
scents, such as smoke or rotting garbage, can be detected at rwice 
the ranges noted above. Overpowering scents, such as skunk musk 
or troglodyte stench, can be detected at three times these ranges. 
The creature detects another creature’ presence but not its spe= 


i moves within $ feet of the scent’s source, rhe creature can pin 
point that source. 


‘A-creature with the Track feat and the scent ability can follow.) 


tracks by smell, making a Wisdom check to find or follow a track 
“The typical DC fora fresh rail is 10. The DC increases or decreases 
[depending on how strong the quarry’ odor is, the number of crea- 
tures, and the age ofthe tail For each hour that the tail is cold, 
the DC increases by 2.‘the ability otherwise follows the rules for 
the Track feat (see-page-101 ofthe Players Hanubook). Creatures 
tracking by scent ignore the effects of surface conditionsand poor 
visibility 
Creatures with the scent ability can identify familiac odors just 
as humans do familiar sights 
‘Water particularly running water, ruins a ail for airbreathing 
creatures, Water-breathing creatures such as sharks, however, have 
dthe scent ability and can use it in the water easily 
False, powerful odors can easily mask other scents. The pres- 
[ence of such an odor completely spoils the ability to properly 
detect or identify creatures, and the base Survival DC to track 
becomes 20 rather than 10, 


SPELL RESISTANCE 

Spell resistance isthe extraordinary ability 10 avoid being affected 

by spells. (Some spell also grant spell resistance.) 

To affect a creature that has spel resistance, spellcaser must 

rake a cater level check (1420 + cater level) at least equal. the 

creatures spell resistance. (The defender’ spellzesstanceis ike an 

“Armot Class against magical attacks, Lf the caster fails the check, 

the spell doesnt affect the creature. The possessor daes not have 10 

do anything special to.use spell resistance, The creature need not 

even be aware ofthe threat for its spel resistance to operate. 

Only spells and spell:ike abilities ate subject to spell resistance. 
Extraordinary and supernatucl abilities (including enhancement 
bonuses on magic weapons) are not. For example, the fear effect 
from a rd of lnily might is subject to spel resistance because itis a 
spel-like effect. The rods combat bonuses (such as the +2 bonus 
from the rods mace form) are not, A creature can have some abil 
ties that are subject to spell resistance and some that are not. For 
‘example, an androsphinx’s divine spells are subject to spell resst- 
ance, but its roar js not. (The-roar is a supernatural ability.) A 
clerick spells ate subject ro spell resistance, but his use of positive 
or negative energy isnot. Even some spells ignote spell resistance, 
see When Spel Resistance Applies. below. 

‘Acreatue can voluntarily lower its spel resistance. Doing so is 
«standarc action that does nor provoke an attack of opportunity 
Once a creatute lowers its resistance, ir remains down until the 
creatures next tur. At the beginning of the creatures next turn, 
the creatures spell resistance automatically returns unless the 
‘creature {ntentionally keeps it down (also a standard action that 
does not provoke an attck of opportunity) 

‘A creature's spel resistance never interferes with its own spells, 

sms. ot abilities. 

‘A creature with spell resistance cannot impart this power to 
others by touching them or standing in their midst. Only the 
rarest of crearuresand a few magic items have the ability ro bestow 
spell resistance upon another. 

Spell esistance doesnot stack. Iroverlaps. Ifa cleric wearing +1 
chainmail that grants him spell resistance 15 casts holy. aura, which | 
grants spll resistance 25 against evil spells and spells cast by evil 
creatures, he has spel resistance 25 against the aforementioned 
spells and spell resistance 15 against other spells and spell-like 
abilities. 


When Spell Resistance Applies 
Each spell described in the Player's Handbook includes an entry 
that indicates whether spell resistance applies to the spell. 1n 


cific location, Noting the direction ofthe scent isa move action. If 


general, whether spell resistance-applies depends on sshat the 
spell does: 

‘Targeted Spells: Spell resistance applies ifthe spell is targeted 
atthe creature. Some individually targeted spells, such.as magic 
missile when cast by a 3dslevel caster, can be directed at several 
creatures simultaneously In such cases, .creatute’s spell resist 
ance applies only to the portion of the spell actually targeted at| 
{chat erature. If several diferent resistant creatures are subjected 
to such aspel, each checks its spell resistance separately i 

‘Area Spells: Spel resistance applies if the resistant creature is 
within the spells area, i protects the resistant creature without 
affecting the spell itself, 

“Effect Spells: Most effec spells summon ot create something 
and ate not subject to spell resistance. For instance, summon nan 
sHer I summons a monster that can attack a creature with spell 
resistance normally. Sometimes, however, spell resistance applies 
to effect spells, usually-to those that act upon a creature more or 
Jess directly, such as web | 

‘Spell resistance can protect a ereature from a spell that’ already | 
heen cast, Check spel resistance when the creature is first affected. 
‘by the spell For example, if an ogre mage fies within 10 feet of 2, 
‘wall offre, the caster must make a caste level check against the 
‘ogre mage’ spell resistance of 18, If che caster fils, the wall does 
not damage the ogre mage. 

Check spell resistance only once for any particular easing of a 
spell or use of a spell-ike ability. Lf spell resistance fas the First 
time, (fails each time the creature encounters that same casting 
ofthe spell. Likewise, ifthe spell resistance succeeds the first time, 
icalways succeeds. For example, a succubus encounters Jouan’s 
ladle barrier spell. Ifthe cleric makes a sucessful roll. overcome 
the spell resistance of the succubus, the creature takes damage 
from the spell. L the succubus survives and enters that particular 
lade hamera second time, the creature willbe damaged again. No 
second roll is needed. f the creature has voluntarily lowered its 
spell resitance and is then subjected to spell the creature still 
has a single chance to resist that spel ater, when ts spell resist: 
ance is up 

Spell tesistance has no effect unless the energy created or 
released by the spell actually goes to work on the resitant-cnea 


tures mind or body, Ifthe spell acts on anything else (the air, rhe | 


round, the rooms light), and.the creature is affected as conse: 
uence, no rol is required. Creatures can be harmed by a spell 
without being directly affected. For example, a daylight spell 
hharms dark elf because drow have ight blindness. Daylight, how: 
ever, usually is cast on the area containing the drow, making it 
bright, noton the drow ise, so the-effects indirect, Spell resist 
ance would only apply if someone tried.to cast daylight on an 
objec the drow was holding, 

Spell resistance does not apply iEan effect fools the creatures 
‘senses or reveals something about the creature, such as minor il 
sion ardetec thoughts does. 

Magic actually has to be working for spell resistance to apply. 
‘pels that have instantaneous durations but lasting results arent 
subject to spell resistance unless the resistant creature is exposed 
to the spel the instantit is cast. For example, a creature with spell 
resistance cant undo a wall of stone that has already been cast 

‘When in doubt about whether a spells effect is ditect or indi 
rect, consider the spells schoo!: 

“Abjuration: The target creature must be harmed, changed, ot 
restricted in some mannet-far spell resistance to apply. Perception 
‘changes, such as nondetection, arent subject ro spell resistance. 

|Abjurations that block or negate attacks are not subject.to an 
[astacker’s spell resistance—it is the protected cteature that is. 
| afiected by the spell (becoming immune o resistant the attack). 

Conjuration: These spells are usually not subject to spell resist 
ance unless the spell conjures some form of energy, such as Melfi 
arr or power won! stun. Spells that summon creatures or produce, 


fects that function lke crearures are not subject to spell resitance.| 

Divination: These spells do not affect creatures directly and] 
are not subject 10 spell resistance, even though what they reveal 
abouta crearure might be very damaging. i 

Enchantment: Since enchantment spells affect creatures 
‘minds, they are typically subject ro spel resistance. 

“Evocation: Ifan evocation spell deals damage ro the create, It 
hhasa direct effect. If the spell damages something els, it has an 
Inditect effec. For example, a lightning bol cast ata resistant crea: 
{ute is subject to spell zesistance (which would protect only the 
creature but would not affect the spell itself) f the lightning boltis) 
castata chamber’ ceiling, bringing down a rain of debris.itis not 
subject spell resistance. 

Illusion: These spells are almost never subject 10 spell resis. 
ance. Ilusions that entail a direct attack, such as phantasmal killer 
‘or shadow evocation, are exceptions. 

Necromaney: Most ofthese spells alter the target create’ life 
force and are subject to spell resistance. Unusual necromancy. 
{spells such as spectral hand, dont affect other creatures directly and 

Jare not subject to spell resistance. 

‘Transmutation: These spells are subject ro spell resistance if 
they transform the target creature, Transmutation spells are not 
subject to spell resistance if they are rargeted.on.a point in space 
instead of on a creature. Tnomute rok to mud.and entangle change 
creature's surroundings, not the creature itself,andarenot subject 
to spel resistance. Some transmutations make objects harmful (or 
smote harmful), such as magi stone, Even these spells are-not gener: 
ally subject to spell resistance because they-affect.the objects, not 
the creatures against which the objects are used. Spell resistance 
works against magic stonconly if the creoture wth spell sistance 
holding the stones when the cleric cats magi sone on them. 


Successfill Spell Resistance 
Spell resistance prevents a spell or a spelhike ability {rom affect 
{ng ot harming the resistant creature, but it never removes. a mag 
ical effect from another creature ot negates a spells.effect.on 
another creature. Spel resistance prevents a spell from disrupting. 
another spel 

‘Against an ongoing spell that has alceady been cast, a failed 
check against spell resistance allows the resistant creature to 
ignore any effect the spell might have. The magic continues to 
affect others normally. 


TREMORSENSE. 
creature with tremorsense automatically senses the location of 
anything that is in contact with the ground and within range 
(such as 60 feet for the thoggu) 

If no straight path exists through the ground from the creature 
to those that it's sensing, chen the range defines the maximum die 
tance ofthe shortest indirect path Ltmust itself be in contact with 
the ground, and the creatures must be moving 

‘As long as the other creatures are taking physical actions, 
Jncluding casting spells with somatic components, they're consi 
xed moving; they. donit have to move from place to place for a 
creature with tremorsense to detect them. 


TURN RESISTANCE 

By virtue of superior strength of will or just plain unholy power. 
some creatures (usually undead) are less easily affected by clerics. 
or paladins (see Turn or Rebuke Undead, page 159 of the Player’. 

Handbook), 
‘Turn resistance és an extraordinary ability. + 
When resolving a turn, rebuke, command, or bolster attempt, | 
added the appropriate bonus to the creature's Hit Dice toral. For 
‘example, a shadow has +2 turn resistance and 3 HD. Attempts to 
‘turn. rebuke, command, or bolsterit treat the shadow as though it 

has 5 HD, though itis a 3 HD creature for any other purpose. 


This section describes the adverse conditions that weaken, slow, 
or even kill characters. Lf more than one condition affects a char- 
acter, apply them all. Lecertain effects cant combine, apply the 
most severe effect. For cxample, a character who is dazed and cou-| 
fuse rakes.no actions whatsoever (dazed is more severe than con) 
{fus). The confwed character might want. 10 attack a random char-| 
{acter bu he cant because he dazed. | 

Ability Damaged: The character has temporarily lost 1.0r 
‘more ability score points. Lost points return at arate of 1 per day. 
unless noted otherwise by.the condition dealing the damage. A 
character with Strength 0 falls to the ground and is helpless. A 
‘character with Dexterity 0is paralyzed, A character with Consttu 
tion 0 is dead. A character with Intelligence, Wisdom, or 
Charisma 0 is unconscious (See Ability Score Loss under Special 
Abilities earlier in this chapter) 

}- Ability damage is different from penalties to ability scores 
{which goavay.when the conditions causing them (fatigue, entan- | 
{element and s0 on) go away. 

Ability Drained: The character has permanently lost t or more 
ability score points. The character can regain these points only 
through magical means. A character with Strength 0 fills to the 
‘ground and is helpless. A character with Dexterity Os paralyzed 
A character with Constitution 0 is dead, A character with Intell 
{ence, Wisdom, of Charisma 0 is unconscious, (See Ability Score 
Loss under Special Abilities earlier in this chapter) 

[Ctitinded: The character cannot see. He takes.a~2 penalty 1 
Armor Class loses his Dexterity bonus to AC (ifany), moves at 
half speed, and takes a~+ penalty on Seatch checks and.on most 
‘Strength- and Dexterty-based skill checks. All checks and activ 
ties that rely on vision (such as reading and Spot checks) automat 
{cally fail. All opponents are considered to have total concealment 
(50%. miss chance) ro the blinded characte, 

‘Characters who remain blinded for along time grow accus 
‘omed to these drawbacks and can overcome some of them (DMS 
discretion), 

Blown Away: Depending on its size, a creatute can be blown, 
away by winds of high velocity (see Table 3~24, page 98), A creature 
con the ground thats blownaway isknocked down and rolls 4x10 
feet, taking 1d4 points of nonlethal damage per 10 feet. A flying, 
creature thats blown aways blown back 24610 feet and take 
points of nonlethal damage duc to battering and bufering, 

Checked: Prevented from achieving forwatd motion by an 
applied force, such.as.wind, Checkéd creatures on the ground 
merely stop. Checked flying crearures mave back a distance speck 
fied in the description ofthe effect. 

Confwed: confuse character actionsare determined by rolling 
{dhat the beginning of his rurn: O1~10,attack caster with melee or 
}ranges. weapons (or close. with caster if attacking is not possible), 

{1-20,act normally, 21-50, do nothing but babble incoherently; 
51-70, flee away from castetat top possible speed, 74-100, attack 
nearest crearure (for. this purpose, a familiar counts as part of the 
subjects self). A confuse character who canitcarry out the indicated 
action does nothing but babble incoherently. Attackers are not at 
any special advantage when stacking aconfused character. Any con 

fused character who is attacked automatically attack its attackers 
fm its next turn, as long as it stil confsed when its turn comes. A 
«confused character does not make attacks of opportunity against any 
creature tha itis not already devoted.o aracking (either because 

{ofits most recent action or because it has just been attacked). 

|_cowering: The characteris frozen in fear and can.take no. 

factions. A cowering character takes a2 penalty to Armor Class 

[anu .oses her Dexterity bonus (ifn) 

Dazed:qThe creature is unable to act normally. A dazed creature 
‘an take.no actions, but has no penalty to AC. 

Adzed condition typically lasts 1 round, 


Dazzled: The crearure is unable to se well because of overstimu 


Javion ofthe eyes. dazzled creature akesa—1 penalty on atackolls,, 


Search checks, and Spot checks. 

Dead: The characters hit points are reduced to 10, his Cansti 
tution drops t 0, or he is killed ouright by a spell or effect. The 
character soul leaves his body. Dead characters cannot benefit 

|from normal or magical healing, but they can be restored to life via. 

‘magic. A dead body. decays normally unless magically preserved) 
but magic that restores a dead character to life also restores the 
body either to full health orto its condition atthe time of death 
(depending on the spell or device, 

Either way, resurrected characters need not worry about igor 
‘mortis, decomposition, and other conditions that.afect dead bodies. 

Deafened: A deafened character cannot heat. She takes a3 
penalty on initiative checks, automatically fails Listen checks and. 
has a 20% chance of spel failure when casting spells with verbal 

components 

Characters who remain deafened for a long time grow accu 
|tomed to these drawbacksand can overcome some of them (DMs 

[diseretion), 

Disabled: A character with 0 hit points, or one who has nega 
tive hit points but has become stable and conscious, is disabled. A. 
disabled character may take.a single move action or standard 
action each round (but not both, nor can she take full-round 
actions), She moves at half speed, Taking move actions doesnt risk 
further injury, but performing any standand action (or any. other 
action the DM deems strenuous, including some free actions such 
ascastingaquickened spel) deals 1 point of damage afte the com: 
pletion of the act. Unless the ation increased the disabled charac 
ter’ hit points, she is now in negative hit points and dying, 


‘Adisabled characte with negative hitpoints recovers hit points 


naturally ifshe is being helped. Otherwise, each day she has. 10 
chance to start recavering hit points naturally (starting with sat. 
day), otherwise, she loses tit point. Once an unaided character 
starts recovering hit points naturally, she ls no longer in danger of 
losing hit points (even if het current hit points are.negative) 

Dying: A dying characteris unconscious and near death, She 
has—1 10-9 current hit points. A dying chatacter can take no 
actions and is unconscious. At the end of each round (starting 
with the round in which.the character dropped below 0 hit 
points), the character-ralls ds, t0.see whether she becomes 
stable. She has a 10% chance.to become stable, If she does not, 
she loses it point. fa dying character reaches ~10 hitpoints, 
she is dead. 

Energy Drained: The character gains one or more negative 
levels, which might permanently drain the character's levels, 

Ifthe subject hast least as many negative levels as Hit Dice, he 
ties. Each negative level gives a creature the following. penalties: 
=1 penalty on attack rolls, saving throws, skill checks, ability 
checks; los of shit points, and tro effective level (for determin: 
ing the power. duration, DC, and other detats of spells or special 
abilities) Inaddition,aspelleaster loses one spell or spell sot fom 
the highest spell level castable. 

Entangled: The characteris ensnared. Being entangle impedes 
movement, but does not entirely. prevent it unless the bonds are 
anchoted to an immobile object ot tethered by an opposing force. 
‘An entangled creatute moves at half speed, cannot run or charge, 
and takes 2 penalty on all attack rolls and a penalty to Dester 
ity. An entangled character who attempts to casa spell must makes | 
Concentration check (DC 15 + the spells level) or lose the spell. 

“Exhausted: An exhausted character moves a half speed and 
takes 6 penalty to Sttength and Dexterity After hour of com 
plete test, an exhausted character becomes fatigued. A fatigued 
‘character becomes exhausted by doing something else that would 
normally cause fatigue 

‘Fascinated: A fascinated creature is entranced by a supernat 
‘al or spell effect. The creature stands or sits quietly, taking no 


actions other than fo pay attention tothe fascinating effect, for as 
long asthe effect lass. takes penalty on skill checks made os 
reactions, such as Listen and Spor checks. Any potential threat, 
such asa hostile erature approaching, allows the fascinated crea 
ture a new saving throw against th. fascinating effect, Any obs 
cous threat, such as someone drawing a weapon, casting a spell, ot 
aiming a ranged weapon atthe fascinated creature, automatically.) 
breaks the effect. fascinated creatures ally: may shake i free.of| 
the spell asa standard action, } 

Fatigned: A fatigued character can neither run nor charge and 
|takes a~2 penalty to Strength and Dexterity. Doing anything that 
{would normally cause fatigue causes the fatigued character to 
become exhausted. Afir 8 hours of complete Fest, fatigued char 
acters are no longer fatigued. 

Flat-Footed: A character who has not yer acted during 2 
combats flat-footed, not yet reacting normally tothe situation. A 
flacfooted character loses his Dexterity bonus to AC (if any) and. 
|cannot make atacks of opportuni 

Erightened: A frightened creature flees from the source ofits 
ear as best it can, f unable to flee, it may fight frightened crea 
ture takes a -2.penalty on all attack rolls, saving throws, skill 

checks, and ability checks. A frightened creature can use special 
abilities, including spells, to flee; indeed, the creature must use 
such means if they are the only way to escape, 

Frightened is like shaken, except that the creature must lee if 
possible. Panicked isa mote extreme state of fet 

Grappling: Engaged in wrestling or some other form of hand: 
to-hand struggle with one or more atackers.A grappling charac 
ter can undertake only limited number of actions. He does not 
threaten any squares, and loses his Dexterity bonus to. AC (if any), 
against opponents he isnt grappling. 

Helpless: A helpless character \s paralyzed. held, bound, 
sleeping, unconscious, or otherwise completely atan.oppon 
mere, A helpless target is treated as having a Dexterity. of 
‘modifier). Melee attacks against a helpless target get at bonus 
(equivalent to attacking a prone target). Ranged attacks gets no. 
special bonus against helpless targets. Rogues can sneak attack 
helpless targets 

‘As a full round action, an enemy can use a melee weapon to 
deliver coup de grace to3 helpless foe. An enemy can also use a. 
‘bow or crossbow, provided heis adjacent tothe target. The attacker. 

uomaveally hits and scores a critical hit. (A rogue also gets her 
sneak atack damage bonus against helpless foe when delivering 
1 coup de grace.) If the defender survives, he must make a Fort 
tude save (DC.10 + damage dealt or de 

Delivering a coup de grace provokes attacks of opportunity 

Creatures that are immune fo critical hits do.not take critical 
damage, nordo they need to make Fortinude saves to avoid being 
killed by a coup de grace. 

Ancorporeal: Having no physical body, Incorporeal creatures 
are immune to all nonmagical attack forms, They ean be harmed 
only by other incorporeal creatures, +1 or better magic Weapons, 
spells, spelllike effects or supernatural effects. (See Incorporeal: 
ity under Special Abilities, eater inthis chapter.) 

Invisible: Visually undetectable, An invisible creature gains a 
+2 bonus on attack rllsagninstsighted opponents, and ignores its 
‘opponents’ Dexterity bonuses to AC (if any). (See Invisibility, 
under Special Abilities, earlier in this chaptet) 

Knocked Down: Depending.on their size, creatures can be 
knocked down by winds of high velocity (see Table 3-24; Wind 
Effects, page 98). Creatures on the ground are knocked prone by 
the force of the wind, Flying cteatures are instead blown back 
[ideo fet. 

‘Nauseated: Experiencing stomach distress. Nauseared crea: 
tures are unable to atack, east spell, concentrate on spells ot do 
anything else requiring atention. The only action such a character. 
can take isa single move action per rurn 


Panicked: A panicked creature must drop anything it holds 
and flee attop speed from the source ofits fear, as well asany other| 
dangers itencounters,along a random path. It ant take any other 
ction. In addition the creature takes a ~2 penalty on all saving 
throws, skill checks, and ability checks. If cornered, a panicked 
crearure cowers and does.not attack, typically using the total 

[defense action in combat. A panicked creature can use special abil: 
ities, including spells 1o.lee; indeed, the cteature-must use such 
means if they are the only. way to escape. 

Panicked isa more extreme stat of far than shaken o frightened.) 

Paralyzed: A paralyzed characte is frozen in place and unable 
to move or at, such as by the hold person spell. paralyzed charac: 
ter has effective Dexterity and Strength scores of O ands helps, 
but can take purely mental actions. A winged creature flying in 
the airatthe time that it becomes paralyzed cannot flap its. wings 
and fills paralyzed swimmer cant swim and may drown. crea 

{rure can move through a space occupied by a paralyzed creature— 
Jally or not. Each square occupied by a paralyzed creature, however, 
counts as 2 squares 

Petrified: A petrified character has been turned stone and is 
‘considered unconscious. Ifa petrified character cracks or breaks, 
‘bur the broken pieces ate joined with the body as he returns 10 
flesh, he is unharmed, Ifthe characters petrified body. is incom: 
plete when itreturns to flesh, the body is likewise incomplete and. 
the DM must assign some amount of permanent. hit point loss 
and/or debilitation, 

Pinned: Held immobile (but not helplessina grapple 

Prone: The character is on the ground. An attacker who is} 
prone has a4 penalty.on melee attack rolls and.cannot use.a 
ranged weapon (except fora crossbow). A defender who is prone 
‘gains a +4 bonus to.Atinot Class against ranged artacks, but rakes 

4 penalty to ACagainst melee attacks. 

Standing up is amove-equivalent action that provekesan atack 
‘of opportunity 

Shaken: A shaken character takes a ~2 penalty on atick rolls, 
saving throws, skill checks, and abi 

‘Shaken isa less severe state of fear than frightened or panicked. 

Sickened: The character takes a~2 penalty on all attack roll, 
weapon damage rolls, saving throws. skill checks, and ability 
checks. 

‘Stable: A character who was dying but who has stopped losing 
hit points and still has negative hit points is stable, The character 
{sno longer dying, but is still unconscious, Ifthe character has 
become stable because of aid from.another character (such as 4 
Heal cheek or magical healing), then the character no longer loves 
hit points. He has a 10% chance each hout of becoming conscious 
and disabled (even though his hit points are still negative), 

If the character became stable on his own and hasnt had help, 
he is sil at risk of losing hit points. Each hour, he has.a 10% 
chance af becoming conscious and disabled, Otherwise he loses 1 
hit point. 

‘Staggered: A character whose nonlethal damage exactly equals 
his current hicpoins is staggered. A staggered character may take 
‘single move action or standard action each round (but not both, 
‘nor can she take full tound actions). 

‘A character whose current hit points exceed his nonlethal 
damage is no longer staggered: a character whose-nonlethal 
dlamage exceeds his hit points becomes unconscious. 

Stunned: A stunned creature drops everything held, cant take 
actions, takes 2 penalty to AC, and loses his Dexterity bonis a} 
AAC (ifany) 

‘Turned: Affzced bya ura undsadaemps Timed undead] 
fle for 10 rounds (1 minute) by the bestand fastest means avail) 
able to them. If they-cannot.lee, they cower. 

‘Unconscious: Knocked out and helpless. Unconsciousness 
|can result from having current hit points between -t and ~9, or 
from nonlethal damage in excess of current hit points. 


‘Characters crossing the burning desert face heatstoke and deby- 
dation. Plunging into the murky depths raises the risk of drown: 
ing and even decompression. Adventurers spend a lot of time in 
the most dismal, dangerous,and generally unpleasant places imag: 
{nable. If the monsters and the villains dont kill them, the envi 
{nonment itself might. This section details hazands the player char-| 
acters face from the physical world around them. Some of these 
‘hazards are specific to certain environments (the perils of severe. 
heat almost never apply in.an.area of cold mountains, for 
instance), while others are threats that could come int play in any 
environment (such as acd effects or starvation and thirst) 

Environmental hazards specific to one kind of terrain (such as 
anavalanche, which occurs in the mountains) are described in 
Chapter 3 Adventures, Environmental hazards common to more 

than one setting ae detailed below, 


ACI D EFFECTS 
} Corrosive acids deals 1 points of damage per round of exposure 
except in the case-of total immersion (such as into a vat of acd), 
which deals tod points of damage per round. An attack with acid, 
suich as from a hurled vial ora monster’ spittle, counts asa round 
of exposure, 

The fumes from most acids are inhaled poisons. Those who 
come close enough toa large body of acid to dunk a creature in it 
must make a DC 13 Fortitude save ot take 4 point of Constitution 
[damage. All such characters must make.asecond save 4 minute 
Tater ot take another te4 points of Constitution damage. 

Creatures immune o acid eaustic properties might stl drown 
Init f they are totally immersed (see Drowning. page 304), 


COLD DANGERS 
The prickly fingers of icy death have robbed many an adventurer 
cof her life. Prolonged exposure to cold temperanures and harsh 
‘eather can wear down a character who isnt protected against the 
climate, Hypothermia, frostbite, and exhaustion can quickly kill 
nv bad weather. The best defense against cold and exposure isto 
saet under cover and keep warm. 

Gold and exposure deal nonlethal damage ro the, victim, This. 
nonlethal damage cannot be recovered wntil the character gets out 
of the cold and warms up again. Once a characteris rendered 
unconscious through the accumulation of nonlethal damage, the 
cold and exposuse begins o deal lethal damage a che same tate. 

‘An unprotected.character in cold weather (below 40" F) must 
make a Fortitude save each hour (DC 15,+ 1 pet previous check) 
‘or tke 1d¢ points of nonlethal damage. A character who has the 
Survival skill may receive a bonius on this saving throw and may 
‘beable o apply this bonus to other charictes as well (see the skill, 
|description, page 83 ofthe Payers Handboe). 

In conditions of severe cold or exposure (below 0°), an unpro- 
tected character must makea Fortitude sive once every 10 minutes 
(DC 15, +1 per previous check) taking tdé points of nonlethal dam 
‘age on each failed save. A character who has the Survival skill may 
receive a bonus on this stving thraw.and may be able to apply this 
bonus to other characters as Well (se the ski description, page 83 
of the Player's Handbook), Characters wearing winter clothing only 
need check once per hour for cold and exposure damage 

A character who takes any nonlethal damage fram cold or expo- 
sure i beset by frostbite oc hypothermia (treat her as fatigued see 

[page 301). These penalties end when the character recovers the 
jnonlethal damage she took from the cold and exposute. 

| Extreme. cold (below —20" F) deals 1d6 points of lethal damage 
{pet minute (no save). In addition, a character must make a Fort: 

tude save (DC 15, +1 per previous check) or take 1d¢ points of 
nonlethal damage. Those wearing metal armor or coming into 
contact.vith very cold metal ae afected asf by acill metal spell. 


Ice Effects 
(Characters walking on ice must spend 2 squares of movement 1 
enteca square covered by ice, and the DC for Balance and Tumble 
checks increases by.+5. Characters in prolonged contact with ice. 

jmay run the risk of raking damage from severe cold (see above) 


DARKNESS 

“The adventurers are exploring a cavern passageway avhen a whis 

peted spell in the shadows extinguishes Jozan’s daylight spell, 

plunging the chamber inro complete darkness. The soft jingle of 
[mail and rasp of swords drawn from scabbards announces a drow 
antac. 

Darkvision allows many characters and monsters to see per 
fectly well without any light at all, but characters.with normal 
vision (or low-light vision, for that mater) can be rendered com: 
pletely blind by pusting our the lights, Torches or lanterns can be 
{blown out by sudden gusts of subterranean wind, magical light 
sources can be dispelled or countered, or magieal traps might 
\create fields of impenetrable darkness. 

In many cases, some characters or monsters might be able to 
‘ce, while others are blinded, For purposes ofthe following points, 
a blinded creature is one who simply cant see thtough the sur 
rouunding darkness 

—Creatures blinded by-darkness lose the ability to-deal extra 
damage due to precision (for example, a rangers favored enemy ot 
asneakatack), 

—Blinded creatures are hampered in their movement, and pay 
2 squares of movement per square moved into,(dauble normal. 
‘cost, Blinded creatures cant run or charge { 

All opponents have total concealment froma blinded. crea 
ture, so the blinded creature has a $0 miss chance in combat. A 
blinded creature. must first pinpoint the location of an opponent 
in order to attack the right square; if the blinded creature launches. 
an artack without pinpointing its foe, it attacks a random square 
within its teach. For ranged attacks or spells against a. foe whose 
location is not pinpointed, rll to determine which adjacent 
square the blinded creature is facing; its attack is directed atthe 
closes arget that lies in that direction 

—A blinded creatute loses its Dexterity adjustment to AC and 
takes a-2 penalty 10 AC. 

—A blinded creature takes a4 penalty.on Search checks and 
most Strength: and Dexterity-based skill checks, including any 
‘with an armor check penalty. A creature blinded by darkness auto- 
matically fails any skill check relying on vision 

Creatures blinded by darkness cannot use gaze attacks and 
are immune to gaze attacks 


‘A creature blinded by darkness can.make a Listen check as a free 
ction exch round in order to locate foes (DC equal to opponents 
Move Silently checks). A successful check lets blinded character 
hear an unseen creature “over there somewhere,” It's almost 
impossible to pinpoint the location of an unseen creature, A 
Listen check that beats the DC by 20 
square (but the unseen creanute stil h 
the blinded creature) 

—A blinded creature can grope about to find unseen creatures. 
AA character can make.a touch attack with his hands or weapon. 
into two adjacent squares using a standard action. Ifan..unseen 
target i in the designated square, there isa 50% miss chance on 
the touch attack. If successful, the groping character deals no 
damage but has pinpointed the unseen creatutes current location.) 
Ff the unseen creature moves, its location is once again} 
tinknovwn) t 

=Ié.a blinded creatute is struck by an unseen foe, the blinded 
character pinpoints the location of the creature that struck him 
until the unseen creature moves, of course). The only exception is 
ifthe umseen creature has a reach greater than $ feet (in which 


eals the unseen creature’ 
total concealment from 


‘ease the blinded character knows the location ofthe unsten oppo- 
nent, but has not pinpointed him) or uses acinged attack (in 
which case, the blinded character knows the general direction of 
the foe, bt not his location), 

—A creature with the scent ability automatically pinpoint 
unseen creatures within S feet of its location, 


FALLING } 
(One of the most common hazards to adventurets is a fall from, 
some great height 

Falling Damage: The basic rule is simple: 1d6 points of 
damage per 10 fet fillen, toa maximum of 2046. 

‘fa character deliberately jumps instead of merely slipping or 
falling the damage isthe same but the first 1d6 is nonlethal dam- 
age. A DC 15 Jump check or DC 15 Tumble check allows the char 
acter toavoid any damage from the first 10 feet fallen and converts 
‘any damage from the second 10 feet r0 nonlethal damage. Thus, a 
character who slips from a ledge 30 feet up takes 3d6 damage. If 

|the same chatacter deliberately jumped, he takes 146 points of 
‘nonlethal damage and 2d6 points of lethal damage. And ifthe. 
character leaps dawn, with a successful Jump or Tumble check, he 
takes only 1d6 points of nonlethal damage and tde points of lethal 
damage from the plunge. 

Falls onco yielding surfaces (soft ground, mud) also convert the 
first 1d6 of damage to nonlethal damage. This reduction is cum 
ae with reduced dasage duo delbenumptand be mp 

(ski 

Falling into Water: Falls into water are handled somewhat 
ifferently. Uf the water is atleast 10 feet deep, the first 20 feet of 
falling do no damage. The next 20 feet de nonlethal damage (1d3 
per 10-f00t increment), Beyond that, falling damage is lethal 
damage (1d6 per additional 10-f00t increment). 

Characters who deliberately dive into water take no damage on 
‘successful DC 15 Swim check or DC 45 Tumble check.so long 3s 
the waters at least 10 feet deep for every 30 feet fallen. However, 
the DC of the check increases by 5 for every s0 feet. the dive 


FALLING OBJECTS 
Justas characters take damage when they fall more than 10 feet, so} 
too do they rake damage when they are hit by falling objects... 
‘Objects that fall upon characters deal damage based on thelr, 
‘weight and the distance they have fallen, 


TABLE 8-4; DAMAGE FROM FALLING OBJECTS 


Object Weight Falling Distance 
200-10 Ib. 20f. 
100-51 ib, 30f 
50-31 Ib, 408 
30-11 sof 
10-61, eon 
5-1 Ib 20f. 

For each 200 pounds of an object's weight, the object deals 1d6 


points of damage, provided it alls atleast 10 feet, Distance also 
‘comes into play, adding an additional Ad¢ points of damage for 
every 10-foot increment it falls beyond the first (toa maximum of 
2046 points of damage). 

‘Objects smaller than 200 pounds also deal damage when 
dropped, but they must fal farther to deal the sime damage. Use 


VARIANT: LESS LETHAL FALLS 

Generous DMs who feel that falling is too lethal can make the fist 146 
of falling damage always nonlethal damage, rio matter what the 
circumstances, 


“Table 8. Damage from Falling Objects o see how faran object 
a given weight must drop to deal 1dé points of damage. 
‘Example: magic flying ship silts to one side and drops.a 400-| 
pound stone sturue (a petrified comrade) overboard. The state 
| deals 2de points of damage to.anything it strikes by virtue ofits 
‘eight alone. Ifthe ship were 10 feet inthe air atthe time, the 
fling statue would deal an additional 96 points of damage, for a 
roralofttde, 

For each additional increment an object fall, it deals an add 
tional 1d6 points of damage. For example, since 30-pound metal, 
sphere must fall 50 feet to deal damage (Ads, points. of damage), 
such a sphere that fll 180 feet would deal 3d6 points of damage. 
Objects weighing less than 1 pound do not deal damage to those 
they land upon, no matter how far they have fallen, 


HEAT DANGERS. 
‘The hot desert sun can be as deadly an enemy as a hostile tribe of 
Jores. Prolonged exposure to hot remperatures can quickly wear 
down a character, and heatstroke can be deadly 

Heat deals nonlethal damage that cannot be recovered ntl the 
character gets cooled off (teaches shade, survives until nightiall, 
gets doused in water, is targeted by-enidure.clements, and v0 forth), 
Once rendered unconscious through the accumulation of nom 
lethal damage, the character begins to take leshal damage.at the 
same rate, 

‘A character in yery hot conditions (above 90° F) must make. 
Fortirude saving throw each hour (DC 15,11 for each, previous. 
check) ot take 1d4 points of nonlethal damage. Characters weat-| 
{ng heavy clothing or armor of any sort rake at penalty on theit 
saves, A character with the Survival skill may receive. bonus on 
this saving throw and may be able to apply this bonus to other. 
characters as well se the skill description, page 83 ofthe Pays 
Handbook). Characters xeduced to unconsciousness begin taking 
lethal damage (1d4 points per hou. 

In severe heat (above 110° F) a character must make. Fortitude 
save once every 10 minutes (DC 15, +4 for each previous check) oF 
take id points of nonlethal damage. Characters. wearing heavy 
clothing or armor of any sort take a + penalty.on thei saves. A 
character with the Survival kill may-receive a boniis on this 
saving throw and may be able ro apply-this bonus to other charac 
ters as well. Characters reduced to unconsciousness begin taking 
lethal damage (td4 points per each 10-minute period) 

‘A character who takes any nonlethal damage from heat expo- 
sure now suffers from heatstroke and is fatigued (see page 304), 
These penalties end when the character recovers the nonlethal 
damage she took from the heat 

Extreme heat (air temperature over 140° F fire, boiling water, 
lava) deals lethal damage. Breathing ait in these temperatures 
deals 1d6 points of damage per:minute (no save). In addition, a 
character must make a Forttudesave every minutes (DC 15, +1 
per previous check) or take Ad points of nonlethal damage. 
‘Those wearing heavy clothing or any sort of armor take a —# 
penalty.on their sive. n addition, those wearing meta armor ot 
‘coming into. contact with very hot metal are affected as if by 8 
heat. metal spell. 

Bolling water deals 1d6 points of scalding damage, unless the 
characte is fully immersed, in which case it deals 10d6 points of, 
damage per round of exposure, 


Catching on Fire 
‘Characters exposed to burning oil, bonfires, and noninstantc| 
neous magic fires such as. of fie might find theit clothes,| 
hair, orequipmenton fie. Spells such a fireball or flame strike dont. 
normally sea.character on fire, since the heat and flame from 
|these-came and go ina flash 
Characters atrisk of catching fire are allowed a DC 15 Reflex 
“ave to avoid this fare, IF character’ clothes or har catch ire, he 


takes 1dé points of damage immediately. In each subsequent 
round, the burning character must make another Reflex saving 
throw. Failure means he takes another Ads points of samage that 
rouind. Success means that the fire has gone out. (Thats, once he 
succeeds on his saving throw, he's no longer on fire) 
‘A character on-fire may automatically extinguish the flames) 
by jumping into enough water to douse himself. 1 no body.of| 
{water is at hand, rolling.on.the ground or smothering the fire| 
[with cloaks or the like permits the character another save with a 
4 bonus i 
‘Those unlucky enough to have their clothes or equipment 
[catch fire must make DC 15 Reflex aves fr each item, Flammable 
tems that fll take the same amount of damage as the character. 


Lava Effects 
Lava or magma deals 2d6 points of damage per round of exposure, 
exceptin.the case of totalmmersion (such as when a character 
falls into the crater of an active volcano), which deals 20d6 points 
{ofdamage pet round. f 
{Damage from magma continues for 1d3 rounds ater exposure 
‘ceases, but this additional damage is only half ofthat dealt during 
actual contact (dha is, 1d or LOdé points per round). 
‘An immunity or resistance to fire serves as an immunity o lava 

‘or magma. However, a creature immune to fite might sil drown 
‘fcompletely immersed in lava (see Drowning, below), 


SMOKE EFFECTS, 
|Accharacter who breathes heavy smoke must.make a Fortitude 
|save each round (DC 15, +4 per previous check) or spend that 
round choking and coughing, A character who chokes for 2 con: 
{secutive rounds takes tdé points of nonlethal damage. 
|_-smoke obscures vision, giving concealment (20%. miss chance) 
Jia characters within it. 


TARVATION AND THIRST 

‘Characters might find themselves without food or water and with 
‘no means to obtain them. In normal climates. Medium characters 
need at least. gallon of fluids and about a pound of decent. food. 
per day to avoid starvation, (Small characters need half as much.) 
Tn very hor climates, characters need two oF three times as much 
water t avoid dehydration, 

‘A character can go.without water fort day plus a number of 
hhours equal to his Constitution score. After this time, the charac 
{er must makea Constitution check each hour (DC.10, +1 for each 
previous check) or ake te6 points of nonlethal damage, 

‘A character can go. without fod for3.days.in growing discom: 

fort. After this time, the character must make a Constitution 
scheck each day (DC 10, +1 for each previous check) ot take 146 
{points of nonlethal damage, 
{characters who have taken nonlethal damage from lack of food 
lorseater are fatigued (see page 84). Nonlethal damage from thirst 
‘or starvation eannot be recovered until the character gets food or 
‘water, as needed—not even. magic that restores hit points (such as 
«ure ight wound) heals this damage. 


SUFFOCATION 
‘A character who has no ait.to breathe can hold her breath for 2 
rounds per point of Constitution, After this period of time, the 
character must make a DC 10 Constitution check in onder to con- 
tinue holding her breath. The save must be repeated each round, 
{with the DC increasing by +1 foreach previous success 
| hen the character fails one ofthese Constitution checks, she 
Shegins to suffocate. Inthe first round, she falls unconscious (0 hit 
‘points. In the following round, she drops to 1 hit points and is 
dying. In.he third round, she suffocate. 
Slow Suffocation: A Medium character can breathe easily for, 
‘hoursina sealed chamber measuring 10 feet on aside- After that 


w 


time, the character rakes 146 points of nonlethal damage every 15 
‘minutes, Each additional Medium character or significant fire. 
source (a torch, for example) proportionally reduces the time the. 
si wil last. 

For example, two people can last for 3 hours, after which they 
Teach take 1dé points of nonlethal damage per 15 minutes. If they 
have a torch (equivalent toanother Medium character in terms of 
the ai uses) the airuns.outin only 2 hours. 

‘Small characters consume half as much air as Medium charac 
ters. larger volume ofais of course lasts fora longer time. 0, for. 
‘instance, iftwo humans and a gnome ate in asealed chamber 
‘measuring 20 feet by 20 fet by 10 feet, and they have a torch, the 
aie will astalmost 7 hours (6 houss/3.5 people and torches 410 
ficcubes = 6,86 hous), 


WATER DANGERS 
Historically, waterways were one of the most important modes of 
|travel and communication within and between countries, On the 
Jother hand, characters.on foot will ind that lakes rivers, and. 
|streams often block their travels inthe wilderness. What's mote, 
underground streams, cisterns, sewers, and moats are all part of 
the dungeon environment 

‘Water presents adventurers with five general problems. First, 
in'san obstacle that can block their movement, Second, characters, 
{in the water face the danger of drowning ot losing geat Thi, « 
character caught in fast moving water can be swepaviay’ {tom the. 
rest of his party and battered or killed by. rapids and waterfall, 
Fourth really deep water deals damage from the great pressure it} 
exerts Finally, exposue to cold water can be dangerous, afflicting. 
characters with hypothermia. 

The skills most commonly used in dealing with water as.an) 
obstacle ate Swim and Profession (sailor), Unfortunately, not 
every character who gets into the water his these skills 

‘Any character can wade in relatively calm water that isnt over 
his head, no check required (hence the importance of fond). Sim: 
larly, swimming in calm water only requires skill checks with a 

DDC of 10, Trained swimmers can just take 10, (Remember, how 
ever, that armor or heavy gear makes any attempt at swimming 
much more dificult. See the Swim skill description, page 84of the 
Hlayer' Handbook.) 

By contrast, fast moving water is much more dangerous. On a 
successful DC 15 Swim check ora.DC.s Strength check, ir deals 
13 points of nonlethal damage per round (1dé points of lethal 
damage if lowing over rocks ans cascades), On failed check, the 
character must make another check that round to avoid going 
tinder. 

Very deep water is not only generally pitch black, posing a nav 
igational hazard, but worse, it deals water pressure damage of 1d6 
points per minute for every 100 feet the characteris below the sur 
face. A successful Fortitude save (DC 15, +1 for each previous 
check) means the diver takes no damage in that minute. 

Very: cold water deals 146 points of nonlethal damage from 
‘hypothermia per minute of exposure 


Drowning 
‘Any character can hold her breath fora number of rounds equal 
to twice her Constitution score. After this period of time, the 
character must make a DC 10 Constitution check every.xound 
in order to continue holding her breath, Each round, the DC| 
Increases by. 

When the character finaly fails her Constitution check, she} 
begins to drown, In the fist ound, she falls unconscious (bp). 
In the fllowing round, she drops to ~1 hit points and is dying, Ln 
the third rotind, she drowns, 

Its possible to.drown in substances other than water, such as 

{sand. quicksand, fine dust, and silos full of grain 
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